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Part One: Foundation

Part |
Foundation

The foundation is the most imPortant
Part to any good role Plaging game. It
introduces the basic conccpts, languagc,

ancl lingo as we” as how to Play the game.

In this section you will find...

| An Introduction to the Xro Dinn
Chronicles™

Il The Basics

111 Game Mechanics

\Y Combat

\V4 Character Definition
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The SleePer Chronicles

The Sleeper Chronicles

Fifty thousand years have passed since the
time of the Tuluantos Empire. During that
time, the empire spanned the Galaxy, but, as
with all things, it ended. A race of inter-dimen-
sional, genocidal aliens attacked. Their power
was beyond anything the Tuluantos had seen,
and soon everyone faced death. The races found
ways to survive or perished. That was the end
of the Tuluantos Empire.

A thousand years ago, one of the races began
to awaken from a long sleep. They had sprung
up, as if from the ashes of themselves, and
became active members of the cosmos. They
made contact with the members of the Frontier
— the new set of people who were just begin-

. ning to explore their destinies within the cos-

imos. They came with new technologies and
new ways. They seemed to be symbiotically
attached to crystals, which gave them unique
abilities. They even flew in crystal ships. They
called themselves the Xro Dinn.

The Xro Dinn appeared pleased to meet the
other races, but something about them seemed
distant. Could this be just the attitude of a new
species?

The Xro Dinn felt it was important to
chronicle the new age, to keep track of every
single detail. They even felt it was important to
be part of the communities which made up the
awakening races. They made contact with new
races and let their young be raised by other
members of the new age.

The young Xro Dinn lived in relative harmo-
ny with the new races. They had the same
behaviors, the same habits, and the same cus-
toms as the new races. Culturally, they were
malleable beyond belief. They even emulated
the look of the host race. They took on the
good qualities and the bad. They were the
saints and the devils among many of the races.
They were the average and the extraordinary.
As such they became full fledged members of
each of the new races — of each new culture.

This went on for hundreds of years, but all
was not well. These Xro Dinn, the ugly
shapeshifters, slowly, ever so slowly, began to

ey

change. This change was subtle and it took cen-
turies for people to notice. They grew more and
more distant. Was this due to an increase in
knowledge, or something inexplicably more sin-
ister? Many people wondered. With every
passing century, the young Xro Dinn seemed
more detached, more confident, more twisted.
But this was not the only reason for concern.
Strange occurrences took place. Computer files,
ships, and people disappeared. =~ When the
Fridic, animals spliced with Terran DNA, made
contact with the Xro Dinn, their endless talk of
shadows took on a new dimension- but no
direct correlation was ever made. Further, the
Kordron, a race of enigmatic beings, shared
much of the same genetic structure as the Xro
Dinn. Why? These questions made many peo-
ple suspicious.

But these questions were not the end of the
concern with the Xro Dinn. The young who
had been living with other races chose to leave
their adopted societies. This was of little conse-
quence to some. To others, like the Middarians,
this was unthinkable and led to bad feelings and
worse — war. Only by careful negotiation and
precise actions would the Xro Dinn continue to
live amongst many of the races.

But many races found the Xro Dinn mystery
intriguing — if troublesome. Some, like the
Borloans, believed they had a tremendous
opportunity for exploitation. Scientists often
tried to steal the Xro Dinn crystals only to find
that the crystals died when removed from the
Xro Dinn. All in all, they remained an enigma.
The universe creates skeptics, and the Xro Dinn
are only one puzzle among many.

--The Sleeper Chronicles
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Conversations at

Nightspavwn

Quenlanq coiled her thick snake-like body
in a dark corner of Nightspawn — a loud night-
club well known for its rough clientele. She felt
safe with her new energy absorption grid skin.
She liked the rough atmosphere because it
made her feel far away from the safe yet stuffy
corporate offices of her daily life.

Pjetji, a dark agent from the Pkarjik clan,
casually sat down across from her. His long
droopy suit covered with small triangular jewel-
ry / armor that displayed the characteristics of
Pjanji craftwork. He noticed that Quenlanq
was focusing her cybernetic eye on him —
something that always made him uncomfort-
able. He went straight to business. He said in

| his usual piping tone, "The information you

want is going to cost much more than we
agreed."

Letting her anger show, Quenlanq blurted,
"How much more do you expect?"

Pjetji frowned and gave her a sharp glance.

He said as coarsely as he could, "I had to pay
three times as much for information about the
artifact. It will cost me an additional 500,000
to actually get the artifact for you."

Quenlanq stared at Pjetji. She knew she did
not pay him enough. She also knew that she
had to gain the respect of her cohorts at
Cybertronix. She was brilliant and unconven-
tional, but she lacked the professionalism that
she needed to keep her job. She knew that this
commitment would cost her at least a cool mil-
lion. She also knew that this job was important.
She considered that she would possess a com-
puter component from the Sharr'Dann, a pow-
erful, almost demonic, people who swept down
and obliterated the populations of countless
planets. She could sell the component to the
Brotherhood of the Archive, a mysterious Xro
Dinn organization that specialized in informa-
tion gathering. Quenlanq knew she could not
sell information to them, because they would
inevitably want the source as well — they
always wanted the machines. Quenlanq care-
fully considered the consequences of her next
step, then looked over at Pjetji.
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Pjetji saw the concern in her face. "I want two
and a half million for my trouble," he said.

Quenlang hissed, "What?"

"Look, I am in serious danger of blowing my
cover. Yes, I can change my name and disap-
pear, but I do not want to start from the ground
up again. If I take this assignment, I may wind
up doing just that. Several other agents run the
same risk."

She was staring coldly at him. Pjetji,
unmoved, responded. "My associates say that
the Similacrum Commission has taken an inter-
est in their activities. Apparently a metamorph
of some kind has infiltrated the group trying to
steal the artifact."

"So how is this going to blow your cover?"
Quenlang snapped.

\ Pjetji laughed humorlessly, "News will spread
'\ quickly that the Similacrum Commission is tak-
Jing an interest in us. No one wants to work
under that kind of surveillance — aside from
having a possible spy in our midst. People won't
care why the Commission is breathing down our
necks." Pjetji stared sharply at the Quiizbenqq,
"Are you starting to get the picture now, young
lady, or should I continue?"
Seeing that Quenlanq was listening, Pjetji
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continued, "One of my associates caught the
team leader sending a radio message in an
unknown language on an unknown frequency.
The Similacrum Commission was there within
minutes. They claimed the message was sent on
a Sharr'Dann frequency. They tried to take the
team leader into custody, but he conveniently
disappeared. That night, a Xodar Xro Dinn
contacted the group and warned them to halt
what they were doing. They were planning to go
back and collect the artifact, but everyone is
spooked — including me. The risk is higher now
and so is the price. If you want your precious
technology, I suggest you pay up."

Quenlanqg never realized the stakes were so
high. She suspected that Government Prime
already knew about the attempted heist, but
was not interfering because it was inside the
Middarian Empire. She knew it was possible
that they were planning to steal it themselves.
She also wondered if the Xro Dinn would want
it for their purposes. There were so many fac-
tors to consider. She knew that the risks were
high but calmly said, "...however, I want to pick
it up myself."

--Conversations at Nightspawn

The Basics

Welcome to The Xro Dinn Chronicles™
Second Edition. It is an in-depth role-playing
game designed for three or more players. It is
set in the far future, where the characters play
‘ one of the "young races" within the galaxy.

While the Xro Dinn are set up as the primary
!IL mystery within the game, a campaign may be
Y centered around any aspect of the game. The
Xro Dinn, however, will almost always be an ele-
/4 ment in the campaigns. Usually, they will play
the role of background agents, chronicling every
aspect of the characters' actions. The more
political the characters are, the more likely the
' Xro Dinn will be watching.

Why Second Edition?
1 The Xro Dinn Chronicles™ was originally a
" vast concept that would have taken 600+ pages

to fully express the ideas I had. The original
ideas are so vast and intertwined that I literally
needed to create a universe brimming over with
detail to capture a glimpse of the complexities
that arise from a few simple ideas.

But as I began to look at the second book in
the series, it was obvious that there was a great
deal of material I left out in order to thin the
first book. The universe lost much of its origi-
nal flavor. Basic concepts such as the Ingenii,
psionics, and nanotechnology were nothing
more than footnotes in the first edition. With
this edition, I took those ideas and expanded
them into working concepts. Now everyone can

play an Ingenii, have psionics, and see at least a |

partial view of what Nanotechnology is and how
it relates to the universe.

The Xro Dinn Chronicles™ was originally
designed as a hard science fiction game. The
technology was inspired by known scientific

3
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principles and ideas and transplanted into a fic-
tional setting. This means that, in theory, most
of the weapons, shields, armor, communica-
tions, and technology could exist given enough
time to develop them. Of course there are a few
fantastic ideas for things like faster than light
travel. All of these ideas were presented with
the intent of creating a scientifically plausible
setting that was exciting and imaginative. In
this edition I feel that has been accomplished.

In addition to all of this, there are numerous
cosmetic changes that have been made to this
edition to make it stand out. The artwork is
much truer to the visions that I originally had
for the game in addition to just being more pro-
fessional. Much of the older art has been taken
out to create a more consistent feel to the game.
The book has been re-edited so that the numer-
ous typos have been taken out. The focus of
the book is much more clear than it was in the
first edition.

The rules have also been streamlined to
make things easier to work with. Skills that are
similar to one another have been removed to
simplify the skills selection process. Some of
the other more obscure skills that were almost
never used have been removed. All in all, it
makes for an easier character creation process.

Players of first edition will also notice sever-
al other changes to the book that help to exem-
plify ideas in a more coherent fashion. The
basic organization of the book has been broken
down into sections that clearly detail what each
of those sections are. The notes on the sides of
the page also help for quick reference to each
section while flipping through the book.

Essentially these are the changes to The Xro
Dinn Chronicles™ Second Edition. All of them
provide for a deeper, richer, more coherent
vision of reality that I hope all of you will enjoy.

_ What is needed to play

While making characters is more complicat-
ed than playing, there are really only a few sup-
plies that are necessary. This book is the pri-
mary source for everything needed for playing.
Copies of the character sheets in the back make
the character creation process easier, but are not

™ _-H!"'-_---\

necessary. Pencils, paper, dice, and imagina-
tions are all that is required. The Xro Dinn
Chronicles™ SE uses a standard compliment of
dice. These include a 4-sided, a 6-sided, an 8-
sided, two 10-sided, a 12-sided, and a 20-sided
die. The dice are designated d4, d6, d8, d10,
d12, and d20 respectively.

Using the Dice

The dice system in The Xro Dinn
Chronicles™ Second Edition (SE) differs from
some other games. There will always be a num-
ber before the d when they are referred to
throughout this book. That number indicates
the number of times the die is to be rolled (or
two dice that have that number of sides). For
instance a 2d4 indicates that two four-sided die
be rolled. Often a number will be asked for like [
1d7. This is not a mistake. In these situations,
the next-highest die should be rolled (in this
case 1d8) and any number higher than the top
(in this case 8) should be rerolled.

The roll most used is the percentile roll.
Rolling two 10-sided dice makes the percentile
roll. One should decide ahead of time, which
die is the tens and which die is the ones. For
example, if the die that is designated as a ten
has a 9 for a result while the other die has a
three, the end result will be a 93. A result of
two tens indicates a result of one hundred.

Rolling Tens Die Ones Die Result
percentile 0 6 06

4 9 49

0 0 100

Getting Started

Getting started playing The Xro Dinn
Chronicles™ SE depends on whether or not you
are a player or the game master. Players will
not need to know all of the details that go into
playing. It is suggested that they read about the
races they are playing, so that they can get a
feel for their characters. If the player has decid-
ed to learn about a particular culture as part of
her upbringing, then she should read about that
culture as well.

9 0 —~ = A g c 0T

QR T —

n o @

-
= s




5 0 — =~ QA 0 c 0 M

> -

m a - no QG

r
e

e -

f _‘_‘-...‘f'"-_ =

Game masters have a more difficult task
ahead of them. They should have a good grasp
of the rules, how combat takes place, and what
the races are like that will be encountered dur-
ing the course of play. The game master should
also be familiar with the location of the rules, as
well as a general understanding of those rules.
The rules need not be memorized.

When first creating a game, the game master
may wish to leave out certain options until she
gets the hang of the kind of universe being dealt
with. Some game masters may choose to leave
out psionics, cybernetics, or martial arts until
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they has gained a better understanding of the
mechanics of the game. Other game masters
may choose to dive headlong into one particular
facet of the game, ignoring all the rest, to really
learn the game well. Having all the players
using cybernetics will really give a strong feel for
the strengths and weaknesses of those items,
aside from having an interesting campaign.
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Game Definitions

Although there are many definitions that
will be explained throughout the game, there
are several that are key to understanding most
role-playing games. There are also a few that
are talked about below which are peculiar to
this game universe.

Campaign: A campaign is a series of related
games that have a common theme running
through them. It is helpful to have the same
players in a campaign so that the events seem
more relevant.

Character: Characters are the people who
inhabit the fictitious gaming world. They can
be player characters or non-player characters, it
is all the same when taken in the context of the
game.

Credits: Credits are the general standard cur-
rency used within The Xro Dinn Chronicles™
SE. This does not mean that all races use this
standard. Many races, like the Middarians, still
mainly use their own currency. The Credit was
created and proliferated by the Pjanji. = The
equipment section is designed to be general
enough for any race to use. To provide a price
for every item for every race is absurd. This is
why the credit is used as a replacement.

Day: The standard day in The Xro Dinn
Chronicles™ SE is 25 hours long.

Game: A game is a series of related events
wherein some kind of conclusion is reached.
The player characters follow an objective to its
conclusion. This may be a small objective with-
in the context of the game.

Game Master: The game master runs the
game. She is responsible for creating and defin-
ing the situations and scenarios that the player
characters encounter. She is also responsible
for creating the feeling and atmosphere of the

| individual game.
| Month: The standard month is 50 days.

Non-Player Character (NPC): This is a
character, encountered within a game, who is
run by the game master. Players should not be
allowed to play the non-player character. Non-
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player characters may be innocent bystanders
who have no connection to the plot, or they can
be villains whose single goal is to cause havoc.
The game master should feel free to use them
how she sees fit.

Player: This is the person who is actually
playing the character within the context of the
game. Each player should have a general idea
what his or her character's race and personality
are like before starting the game.

Player Character (PC): The term "player
character" is used to describe the character and
player combination. Some of the information
is directed at the character, while other infor-
mation the player may know, but not the char-
acter.

Role Playing Game: A role playing game is
a game where the players make characters per-

form a certain roll within a game. The players |
are the actors within the context of the game \

set out by the game master.
Year: The standard year in the game is 500
days, or 10 months.

Game Mechanics

The actual mechanics of playing is simple.
It is based upon the 1d20 roll. In most cases,
all one needs to do is roll 1d20 plus the skill
level plus any attribute modifiers. The result is
then compared to the target difficulty which is
determined by the game master. If the role is
above the target number then it is a success. If
the result is below the target number than it is
a failure. In combat situations you will need to
compare the difference in the result to deter-
mine how much damage one does. All of these
terms are described below. Additional modi-
fiers mentioned are to the player’s actual D20
roll if they do not modify the target number.

Game Definitions
There are only a few definitions in the game
for performing any action whether it be a resist-
ance roll, a skill check, or combat. All of them
use the same system. The basics for any kind
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of resolution is 1d20 + Skill Level + Attribute
Modifier + any additional bonuses.

Skill Checks: Skill checks are made just a
mentioned above.

Attribute Checks: Attribute checks,
including saves, are determined much like a skill
check except that there is no skill level. Just roll
1d20 and add the character's attribute. The dif-
ficulty is determined by the game master in
most situations. In situations where one char-
acter is competing against another, these results
are detailed below under contested results.

Target Number [T#: The most important
aspect of this system is the target difficulty

" ,which is determined by the game master during

jplay. It serves as the general reference point by

which game masters can determine if one suc-
ceeded or not. Below is a general chart that
detailing the relative difficulty of any given task.

Target # Lewvel of Difficulty
6 Very Easy
8 Easy
10 Average
15 Difficult
20 Challenging
25 Hard
30 Very Hard
35 Nearly Impossible
40 Impossible

Many game masters will wish to be more pre-
cise with their estimates. Obviously most tasks
are going to be average and one should assume
that they need to get a 10 or better to strike.
Below is a list of modifiers that game masters
may wish to take into account. Remember that
there is no way ANY system can take into
account every possible situation. It is up to the
game master to make the final determination.

Target Number Modifiers: Below is a list
of modifiers that one might have when trying to
figure out the target number. They are intend-
ed to be general so that game masters can fit

e i ] Y
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them to the situation.
Situation Modifier
Complex +1 to +10
Familiar Task -1 to -5
Favorable Conditions -1 to -5
First Time Attempting -1 to -5
High End Shop -1 to -4
Poor Conditions +1to +10
Simple -1 to -5
TL Decrease -5/ level
TL Increase +5 / level
Unfamiliar Conditions +1to +3
Unfamiliar Task +5to +15
Without Correct Tools +5

Player Modifiers: There are some modi-
fiers that the game master does not take into
account when calculating the target number. All
of these kinds of modifiers are referred to as
Player Modifiers. These are modifiers that are
added to the 1d20 + Skill Level, + Attribute
Modifiers + Player Modifiers. Examples of
these kinda of modifiers can be found in the
combat section with ANYTHING that is not
modified with a target number. For example,
under Combat you will often find a -1 to strike.
This -1 to strike is a modifier for the players to
modify their basic 1d20 roll.

Factor: A factor takes into account two
aspects of play, depending upon the situation.
In combat situations, a factor represents the
multiplication factor that a player receives as a
result of the damage the character did in com-
bat. This is x1, X2, etc. Below and on the
character sheet is the chart detailing what the
factor is depending upon how much above the
target number a character did.

Success Mu Itiplication
Above T# Factor
1to5 x1

6to9 X2

10 to 12 X3

13 to 15 X4

16 to 18 X5

19 plus X6

-|-|-—___-.‘-.-




_"‘-'\-\.._H_“_F_._._._,-""

DA NV AV Sy
Bt :
- _“HH'“-_-' Ly
e —— ."--\_‘_‘___-_._-r
Racial Reactions
=
"’f " _-H!.‘-.__.-
™
"l,.‘
Racial Reactions
NPC / PC Middarian Pjanji Quiizbenqq SehlImna Terran Xro Dinn*
Middarian +5 +4 +4 +5
Pjanji -10 -8 -8 -5
Quiizbenqq +4 -6
Sehlmna +6 -8 -5 -10 +5
SharrDann +20 +20 +20 +15 +20
Terran +12 -5 -10 -4
Terran Metemorph +20 +10 +15 +10 +20
Xodar Xro Dinn +15 +5 +15 +7 -15
Xro Dinn +5 +5 -3
* Xro Dinn characters will also have the reactions of host race.

The other situation is non-combat related.
This pertains to skills such as medicine that will
give a multiplier to the damage healed. It can
also be used to determine if a character com-
pleted a task faster. A game master might sub-
tract the factor from the Intensity level
(described in the next section) from an action's
time. All of this is the responsibility of the
game master to determine.

Factor Shift [FS]: Sometimes there are
modifiers that don't affect the possibility of suc-
cess, but instead affect the intensity of the out-
come — they affect the factor. They change the
factor from one factor to another. The appro-
priate designation for this is FS. Often one will
see a modifier that looks like +2 FS. This shifts
the success two positions. If a character gets a
+3 factor and they have a +2 FS, the total fac-
tor would be x5 (3 + 2 FS = 5). This means
that the character would do X6 the damage in
combat. The results can also be negative. If a
factor shift result should go below 1, the result
would be one half.

Critical Failure: Sometimes, no matter
how good someone is, mistakes are still made
that can be catastrophic. In this context, any-
one rolling a one on a D20 roll has failed no
matter how easy the task. In these instances,
the player should roll D20 again. If that
straight roll is above the character's skill level,
then a critical failure has happened. The closer
to 20 the roll is the more catastrophic the result

will be. If the result is close to the character's
level, then maybe a minor setback happened on
the critical failure. The exact nature of the
problem should be determined by the game

master.

Critical Success- Multiplication factors of
X5 or X6 are considered to be critical success.
In these instances game masters should decide
an additional outcome of the task or combat.
Perhaps a large portion of an alien device was
worked out by an engineer or a kick knocked
the wind out of an opponent forgoing all of
their attacks for that turn. The exact conse-
quence should be determined by the game mas-
ter.

Racial Reactions

The reaction chart above indicates what kind
of modifiers the player characters have as a
result of the race they are interacting with. Any
time the player character attempts to make an
interaction with another person, this chart
should be consulted before the check is made.
This chart will modify the target number and
let the game master have a better idea about
how the character reacted.

Contested Results

Characters may opt to contest a result by
making a resistance roll. The kind of resistance
roll depends on the result being contested. If
the character wishes to contest an attack, the
character must make a parry or a dodge roll. If
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the character is contesting a poison result, the
character must make a save. Contested results
are made in the same way other rolls are made.
The main difference is that in order to succeed
with a result, the player must roll higher than
the attack. For example, if Pjramji the Pjanji
was shot at by a Terran laser with 22 (X3 dam-
age in this case) the result may be contested by
Pjramji making a dodge. The dodge roll must
be above the 22 to fully dodge the shot. If game
masters want to allow a dodge, then she should
assign a target number, and let the damage be
reduced by the number of factor shifts received.
There will always be a X1 damage unless the roll
is above the strike.

Sustained Reactions
In a personal situation where one character

‘meets another, a sense of continuation may

begin to develop. The feelings that the charac-
ter has for another character may continue.
This is called a sustained reaction. Sustained
reactions can only be used for personal situa-
tions. To obtain a sustained reaction requires
that a character make a roll with one of the per-
sonality skills. If the result is a factor, that will
become the base of reactions for the non-player
character.

AN BE<xample of Play

Sehlehna (a Sehlmna) is sent to negotiate
with a Koriandric terrorist organization for the
release of a Pjanji hostage. The game master
decides ahead of time that the terrorists already
have a negative attitude toward the negotiator
(Sehlehna) because of their bad position. All of
Sehlehna's rolls will be at -1 for this encounter.
Sehlehna begins negotiating with the Korian-
dric. The players should act out the negotiation
process, and then make a roll. The player using
the Sehlmna would roll the negotiations skill for
the Sehlmna. They would roll 1d20 and add
the skill level (6 in this case) and the attribute
modifier (+2). The roll is 12 (+6 and +2) for
a total of 20. The target number is 10 so the
success is by 10. The game master decides that
the Koriandric exchanges the Pjanji for informa-
tion.

lntensity Levels
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Intensity Levels

Intensity levels are the secondary system
used to determine the potency of a piece of
technology, a poison, radiation sources, etc.
They are used in many different situations that
will be elaborated on under the descriptions of
each section. Intensity levels are numbered
from I to 25. One is a low intensity while 25 is
a very high intensity. The intensity levels are
designed to fit the purpose for which they are
made. While the intensity level of one chart is
equivalent to the intensity level of another
chart, they do not have necessary consistency
within the charts themselves. The individual
charts and instructions on their use are below:.

Intensity levels can also have an equivalent
column on the conclusion table. This is not
always necessary, but the need does arise in
some situations. When it does, a roll should be
made for the intensity level on the conclusion
table. They also have an equivalent modifier to
modify ability checks. The modifier is only
applicable to some of the charts, which are indi-
cated in the descriptions below. There are two
modifiers. Game masters will have to use their
judgement to determine which modifiers are
appropriate to the situation.

Technicians and engineers can sometimes use
their skills to increase the range of sensors and
scanners by modifying them to fit new situa-
tions. If they have the skill to manipulate them,
they can increase the intensity level of the item
by one for every factor shift obtained, however,
this will reduce the effectiveness of the devices'
other abilities by that same amount. For
instance, sensors that are being used to scan for
gamma radiation would not detect beta radia-
tion as effectively while they are modified.

Damage: The damage chart is used in any sit-
uation where sustained damage occurs. This

_’__,..-r"""'"""_"-.._“

can be from poison, radiation, corrosives, pres- |

sure, or any other relevant situation. It also
may be consulted for healing intensity levels.
The damage, in this case, represents how much
life is healed over the course of time.

Decibells: This indicates the loudness of a par-
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Intensity Levels
Pressure Stellar Temperature
IL| T#|T#|Damage |Decibels|Distance [Duration [low |high Speed |Distance |[Str. Size|cold |heat IL
1] 4 [40(1/1000 hour|{0.001 100 nm 0.0001 sec 1000 1 AU 1 mm 1
21 5 |38]1/500 hours [0.005 250 nm 0.0005 sec 500 5 AU 2.5 mm 2
3] 6 |36[1/250 hours|0.0025 [500 nm |0.001 sec 250 10 AU 5 mm 3
4] 7 [34]1/100 hours [0.01 1 mm 0.005 sec 100 25 AU 1 cm 4
51 8 |32(1/50 hours [0.05 10 mm 0.01 sec 50 50 AU 5 cm 5
6] 9 [30]1/25 hours |0.025 25 mm 0.05 sec 25 100 AU 10 cm 6
7]110|28|1/10 hours |0.1 10 cm 0.1 sec 10 1000 AU 25 ecm 7
8111 (26]|1/5 hours 0.5 25 cm 0.5 sec 5 5000 AU 50 cm 8
9] 12|24 (1/hour 0.25 50 cm 1 sec 5 10 2.5 10,000 AU |1 m -1 31 9
10] 1322 [1/30 min 1 1 m 5 sec 1 25 1 25,000 AU |2.5m -2 6]10
11] 14 [ 20 [1/10 min 2.5 10 m 10 sec 0.5 50 0.5 50,000 AU |5 m -5 15|11
12] 15| 18 |1/5 min 5 25 m 30 sec 0.1 75 0.25 100,000 AU[10 m -10 30112
131 16 16 1/ min 10 100 m 1 min 0.05 100 0.1 1LY 25 m -15 60]13
14] 18| 15[1/30 sec 25 250 m 10 min 0.01 250 0.05 5LY 50 m -20 120114
15] 20| 14 |1/10 sec 50 500 m 30 min 0.005 [500 0.025 10 LY 100 m -25 600]15
16] 22 [ 13 |1 /tun 100 1 km 1 hour 0.001 750 0.01 25 LY 250 m -30 72016
170 24| 12 |2/ turn 250 5 km 5 hours 0.000511000 0.005 50 LY 500 m -35 1440] 17§+
18] 26 [ 11 |5 /tun 500 10 km 10 hours 0.0001 12500 0.0025 |[100 LY 1 km -45 3600118
19] 28 [ 10 (10 / turn 1000 25 km 1 day none [5000 0.001 250 LY 2.5 km -55 720019
20] 30 9 [25/turn 2500 50 km 5 days 7500 0.0005 |500 LY 5 km -60( 18,000{20
21| 32| 8 |50/ turn 5000 100 km 10 days 10,000 ]0.00025 [1000 LY 10 km -80| 36,000]21
22134 7 [100/tun [10,000 |250 km 50 days 25,000 |0.0001 |5000LY 25 km -105] 72,000]22
23] 36| 6 [250/turn 25,000 [500 km 100 days 50,000 [0.00005 |10,000 LY [50 km -135]180,000}23
24] 38| 5 |500/tun [50,000 [1000km [500 days 75,000 ]10.000025]25,000 LY |100km | -170]360,000]24
250 40| 4 [1000/turn |100,000 |10,000 km|1000 days 100,000]0.00001 150,000 LY 250 km | -210]720,000J25

ticular sound. This number can be used two
different ways. One way is to determine if a
character can hear a sound. A modifier is deter-
mined for this, and a check made to determine
if the character hears the sound. The second
way is for the use of technology (speakers, for
example). The decibel level indicates how loud
a piece of equipment can be.

Distance: This chart is mainly used for tech-
nology and has several uses. In some situations
it is used to determine how small of an area can
be scanned or detected. It can also be used to
determine how far a piece of equipment can be
used - how far a matter transferal device can
transport someone, for example.

Duration: The duration column can be used
to determine the length of an effect. For
instance, it could be used to determine how
long an infestation will last on a player charac-
ter. It is also used to determine how long it

takes to perform a particular skill. See the skills
section for more information.

Target Number (T#): Target number repre-
sents difficulty. There are two separate columns
so that game masters may choose the appropri-
ate target number for the occasion.

Pressure: The amount of pressure a particu-
lar area has. It is determined in kg/cm2. The
low-pressure numbers describe how little pres-
sure is in an area, while the high-pressure col-
umn measures the opposite. These columns are
used in conjunction with the damage chart to
determine how much damage a character suf-
fers as a result of too little or too much pres-
sure. This chart is very useful for dealing with
situations underwater or in outer space.

Speed: This chart is designed for use with
computer speeds and computer program

e
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speeds. The chart indicates how many seconds
(or fraction thereof) it takes to execute a pro-
gram. To determine the total speed of a pro-
gram, simply average the program speed with
the computer speed to determine the intensity
level. Cross reference that number with the
chart to determine how fast the program is.

Stellar Distance: The stellar distance
chart is primarily for interstellar communica-
tion. The intensity level indicates how far the
system will work before it is useless. Game mas-
ters may vary this distance based upon local cir-
cumstances such as nebulae, radiation storms,
planetary interference, etc. The distances differ
from real life. One astronomical unit (AU)
equals 100 million kilometers. One light year is

! _equal to 13,500,000,000 kilometers.

'I
JStructural Size: Structural size is most
useful for vehicle combat situations. It can be

lntensxtg Levels / Teclmologg Levels
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applied to vehicles that are ramming or bump-
ing. The two vehicle intensity levels are deter-
mined. The difference between the two is the
number of target numbers bonus the vehicle has
towards the other. The larger vehicles gain the
size advantage. See the vehicle combat rules for
more information.

Temperature: The temperature chart is
used differently from the other charts, because
the numbers are relative to the character and are
not considered to be absolute. The cold chart
indicates how many degrees the temperature is
below the character's cold temperature. The
same holds true for heat, but in reverse. This
chart is also a correspondent chart because the
temperature variation also corresponds to the
damage chart directly (IL for IL). If a character
is suffering from intensity level 14 tempera-
tures, then the character will be taking 1 point
of damage every 30 seconds.

Technology Levels

Technology levels quickly describe the state
of technology within a culture. While it
denotes the culture's technological sophistica-
tion, it also indicates how developed the culture
is in other ways as well. For example, technolo-
gy also indicates how far they have mastered
personal training, martial arts, mental abilities
etc. It also describes the level of sophistication
(or lack thereof) in government or language. All
of these are just a small aspect of technology
levels described in this game.

Of course, technology levels are not always
uniform.  Some societies may be highly
advanced militarily, but have almost no medical
science. The Middarians are one case in point.
Other societies may never have developed com-
puters. Each society will be slightly different in
the way they evolve, technologically. Each soci-
ety's technology level will be briefly detailed in

. the next few pages.

The Technology Levels
Below is a brief description of each technol-
ogy level and what it generally means. It is only

e e

a guideline for that technology level, and differ-
ent societies may advance in different areas at
different rates. Under the equipment section of
each race (the technology section in particular)
are the technology levels that each race has as a
result of its culture. New races that the game
master might bring in do not necessarily have to
look anything like the ones presented in this
book, but they should follow some logical pro-
gression. Below are a few examples of what each
technology level might be like. Game masters
should use them to more fully develop the game
as they see fit.

Tech Level & Technology level 1 represents
the very first cultural advances that have taken
place. It describes the basic necessities for the
development of sentience. Armor consists of
animal hides or bark. They have begun to think
in a semi-coherent fashion, and they have devel-
oped the very first cultural advances that have
taken place. It describes the basic necessities for
the development of sentience. Armor consists of
animal hides or bark. They have begun to think
in a semi-coherent fashion, and they have devel-
oped very primitive languages. Simple inven-
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tions such as fire, stone tools, clubs, and spears
are among their major accomplishments.

Tech Level 2: This represents a vast jump
over Technology Level 1. The people have
developed primitive pictograms and a more
coherent means of communication. They may
have developed the concept of the extended
family, and perhaps a simple hierarchy has
formed within the families. They also have
developed simple techniques for making
leather, cloth, and perhaps a few woodworking
techniques for making boats. They may also
have invented a sundial or water clock.

Tech Level 3: At this stage, the culture has
begun to develop more sophisticated means of
hierarchy and control. Tribes, governments,
ownership are all possible. Some may have
developed simple forms of writing and use of
symbols. They often can change some of the
products and metals with which they work,
such as bronze and leather. They may also have
developed simple mathematical techniques,
such as addition and subtraction. Primitive
forges are now possible.

Tech Level 4: Cultures that have reached
this level of sophistication may have developed
alphabets and trade standards. They may also
have begun to develop simple medical proce-
dures (often too dangerous to be used safely).
Herbs may be used in these cultures. The soci-
eties may have developed moral standards,
which become another basis for social cohesion.
Advanced forms of melee weapons and armor
may also be found among these societies.

Tech Lewvel 5 These cultures have often
begun to develop laws to fit specific circum-
stances. They may also have developed crude

, firearms, oceanic vessels, printing presses, and
| more. Some societies may have developed sim-

ple systems of combat, which are the begin-
nings of martial arts.

Tech Lewvel 6: These cultures are advanced

Technologg Levels
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enough to develop simple forms of capitalism
and juridified laws. Steam engines may have
been invented late in this stage. Physics, anato-
my, and apothecary may be the new advancing
forms of science, along with experimental forms
of surgery. The composite bow is also devel-
oped during this time.

Tech Level 7: Both simple forms of commu-
nism and socialism are possible for these soci-
eties. Banks and/or standardized monetary
practices may have started. Simple weather
prediction techniques become possible. The
society may also have developed vaccines and
anaesthetic, but both remain extremely unreli-
able. Crossbreeding of animals can be an art.

Tech Level 8: At this technology level, the

sciences can begin to bloom. Biology, archaeol- fl

ogy, and anthropology are just a few examples.
For the first time, cast steel and non-standard-
ized projectiles are possible.

Tech Level 9: This technology level has the
possibility of discovering electricity and har-
nessing it as a source of power late in this level.
The telephone may also become a basic means
of communication. Acoustics and optics are
new areas of scientific inquiry.

Tech Level 10: Standardized forms of tech-
nology have become common. Parts may be
interchangeable. Primitive movies can be first
made. Radical social groups may also form.
Carriages are common forms of transportation,
but trains may be invented around this time.

Tech Level 1 This covers a wide range of
technologies. The radio and television are
invented. Aeronautics becomes possible as well.
Late in this technology level, missiles and the
atomic bomb may be invented. It is also the
time period where social relativism may begin
emerging as a form of philosophy.

Tech Level 12 Cultures that have devel-
oped this far have the potentiality of entering
into a technological age. Aircraft can travel at
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Technology Levels

Armor Communication Computers Energy M edicine Sciences TL
Skin/ Fur/ Cloth Pointing Muscle 1
Hide Animals
Bone and Hide Word of Mouth Sundial Lever 2
Leather/ Scalemail Animals Water-clock
Bronze Platemail Smoke Signals Abacus Pulley M etallurgy 3
Cured Leather Watermill M athematics
4 |Chainmail Mercury Clock Tallow Lamps Herbology M edicine / Herbology 4l
G Field Plate Windmills Astronomy
5 Heliograph Printing Press Candles / Coal |Simple Drugs Cartography 5
a Printing
m 6 M echanical Clock Steam Engine Anatomy Physics 6
Sextant Surgery Apothecary
4 7 |silk Typewriter Gas Anesthetics Weather Prediction 7
Alchemy
M 8 [cast Steel Telegraph Electricity Extracts Anthropology/ Biology 8
Batteries Inoculation Archaeology
c L 9 Radio Petrol Cells Acoustics / Chemistry 9
Cc W Telephone Gas Engine Vaccine Optics
4 10| Plastics Movies Chemical Brain Surgery Ecology/ Geology 10
h _l,.lI Tape Recorder Turbo Gen. Crude Drugs Sociology
a 11 [Bullet Proof Vests Television Adding Machines Fission Robotics 11
-I Kevlar Home Computers Aeronautics
n 12 |MaserMesh Satellite Atomic Clocks Solar Genetics Astrophysics 12
i Specialized Booster Drugs Olfactology
C 13 |Powered Armor Holovision Cybernetic Fusion Clones / Bionics Behavioral / Cryogenics 13
Gauss / Sonic Screen Computer Translators Hydrogen Cybernetics Stellar Cartography
S 14 [Force Fields / Inertia Subspace Body Programming |Cold Fusion Genetic Engineering Fields / Quantum Phys. 14
Sonic /Holo / Ohm Holo-Graphics lon Regeneration Xenobiology
15 Energy Absorption Grid Computer Enhance Mind Programming |Magnetic Life Chamber Terraforming 15
Albedo / lon/ Maser and Reconstruction Plasma Temporal Physics
16 Cloaking Devices Imagizine Generator Simulated Sentience |Anti-matter Bionetics / M ental Subspace Physics 16
Shift / Particle / Radiation |Subspace Drugs / Mind M atrix
17 [weave / Hard Fields Universal Translators Gravitics Brain Regeneration 17
Repulsion Fields Memory M anipulation
18 [chameleon/ Energy Hyperspace Artificial Sentience Brain Reading Hyperspace Physics 18
Hard Light Genetic Reconstruction
" 19 |Personal Cloaking Self Improving Electromagnetic | Somatic Amplification | Subspace Field Mechanics | 19
b Auto Field Shifting Mind Amplification
20 Infinity Screens Quantum Clock Absorption Computerized Genetic Hyperspace Field 20
Modeling M echanics
‘l,:; 21 |Mental Controlled Sentience Tachyon 21
4 Devices
E-_ 22 [Mental Defenses Mind Communication String P hysics 22
A% Equipment
"j“"] 23 |Time Stasis / Bubble Temporal Infinity Equations Temporal Perfect Cloning Dimensional Physics 23
i ' Absorption
4 | ! 24 Superstring Dimensional Phasic Absolute Genetic Phase M echanics 24
Interphasic String Control
h i | 25 |Dimensional Stasis Quantum Translators Dimensional Dimension Integration Infinity M echanics 25
-.r' h | Phase Shields Absorption P hase Integration Temporal M echanics

AN
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mach speeds, shuttles capable of entering into
orbit may be created. Genetic fingerprinting
may become a form of science. Corporate gov-

LA N
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ernments may become possible.
converters may become commonplace. The cre-

ation of drugs is analyzed chemically etc.

Solar energy

S
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Technology Levels a
Wil
J f TL Self M astery Social Technology Transportation Weapons TL t
ﬁ 1 |Coherent Thought Nuclear Family / Rituals Fire / Soap/ Stone Foot Clubs / Spears 1 i
g I_:'I Language Primitive Language Mirror / Wheel Reed Boats Bow
J_.' 2 Pictograms Extended Family/ Barter Loom/Wood Locks Carts Blowguns / slings 2 o
¢ Hierarchy Animal Domestication |Row/ Sail Ships Bone weapons
"'_ 3 Writing Tribe / Government Paper/ Pumps Animals Daggers / Swords 3 n
lll Ownership/ Poetry Horticulture Lances / Pikes
- ! 4 |Abstract Alphabets Nation / Trade Standard Plow/ Potter's Wheel |Sea Vessels Broadsword / Halberd 4
| i Moral Absolutism Agriculture Crossbow G
i 5 [Martial Arts Laws / M ercantilism Gears / Screws / Maps |Ocean Vessels Blunderbuss / Cannon 5
F ‘l,-"l Universities Telescope / Bridge Foil a
‘ _,-' 6 |Meditation Juridified Laws / Banks Microscope AirBalloon Composite Bow 6 m
4 Capitalism Milling / Crossbreed
.1"J 7 Memory Techniques Banks / Communism Photography/Locks |Steam Ships Gun Powder 7 ¢
Socialism Typewriter Crude Grenades
‘ 8 [Mind Over Body Stocks / Collateral Phonograph / Watch Elevator/ Bike Projectile Weapons 8 M
1 Collectivism Bifocal
9 Pluralized Government M atches / Glasses Submarine Shotgun 9 c
J Theoretical Nihilism Insecticides / Reaping |Trains ¥ C
Il 10 [Emotion Control Radical Social Groups Movies / Sonar Car/ Dirigible Sub-machine Guns 104/
Radioactivity Motorboat / Plane .Ilk h
I'l |Mental Conditioning Social Deconstructionism |Micro-tech/ Robots Hydrofoil / Satellite Atomic Bomb 11 a
| Relativism / Credit Electron Microscope |Helecopter/Hover Missiles n
1 12 |Mmental Perception Corporate Government Genetic Fingerprint Space Shuttle Sonic 12
A One Mind/ Speed Reading |Social Codification Computer Aircraft M ach Speeds Gyrojet [
13 [Intuitive Logic Social Quantification Nano-technology Flying Hover Laser/ Maser/ ECM 13 C
Brainwave Printing System Ships Electron/ Micromisiles
14 Logical Intuition Cybernetic Democracy Stasis Field Air Rafts Radiation/ lon 14 S
Cyber Totalitarianism Scanners Near Light Speed Proton
15 Probability Understanding |Total Social Codification Anti-gravity Particle 15
Speed Thinking / Willforce |[Total Moral Codification Slicer
16 Adaptive Techniques Moral Deconstructionism |Containment Field Repulsion Field Plasma 16
Pattern Awareness Behavioral Constructivism |Universal Translator Neuro Weapons
17 |Quicklearn Post Constructivist Living Traction Drives Vibro 17
18 |concurrent Thinking Mass Mind Control Thought Control Hyperdrive Inertia 18
M atter Transferal
19 Egalitarian Life Possible M atter Arranger Disintegration 19 r
. . -
b .f 20 [No Mind Reproducing SolarMTD M olecular Wire 20 s
. |
21 |m emory Subjugation M oral Nihilism Psionic Sensors System MTD Hand Disintigrators 21 f__-l
I.I' Subspace MTD H
/ 22 | will M anifestation Elimination of Justice Psionic M achines Hyperspace Trans. Aporter 22 ?
M ental Control i
I,"'ll 23 Genetic Conditioned Life Interstellar M TD Antimatter Weapons 23 ﬁi" i
24 |Union Total Military Life Planet M anufacturing | String Pull Devices Time Paradox 24 : =
25 |Total Mental Control Total Social Control Star M anufacturing Hyperspace Door Dimensional Weapons 25 | i A
P eaceful Anarchy Dimensional Travel P hased Weapons 1 i
Tech Level 13 Medical technology has become commonplace. Fusion can be the dom- A\ 1'
reached a point where bionic and cybernetic inant form of power. Power armor can be an
= | augmentation becomes possible. It may even effective military tool. Space ships can travel to .
4 "’,,-'_"‘-ﬁ,__
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other planets within the same star system.
Lasers and masers are standards in personal
weaponry, but projectiles will probably remain
dominant.

Tech Level 14: The first near-light speeds are
possible, and ships can travel between systems,
but these trips take years. Cybernetic democra-
cies first become tenable. Force-field technolo-
gy becomes a science. Subspace communication
systems create the ability to communicate over
great distances. Cold fusion is possible.

Tech Level 15 Faster-than-light starships
become possible, but still experimental.
Genetic engineering and cloning make possible
the replication of sentient beings from a few

. cells. All laws and social codes may be deter-
Ymined
Jthe dominant mode of travel on a planet's sur-

at this time. Antigravity may become
face.

Tech Level 16: Societies are capable of many
new scientific feats. Societies can create artifi-
cial sentience, cloaking devices, containment
fields, etc. Medically, they are capable of creat-
ing psionic-altering drugs, mind matrixes for
clones, and bionic augmentation.

Tech Level 17: These cultures are advanced
enough to respect any kind of social mores and
values while retaining their own beliefs. They
have developed force fields capable of creating
physical barriers that cannot be crossed (except
by powerful weapons). They make use of uni-
versal translators that translate most languages.
Field technology has advanced far enough to
weave different force fields together. Traction
drives, capable of movement by connecting to
the fabric of the universe itself, have also been
invented.

| Tech Level 18 Hyperspace technology, the

fastest method of travel yet attained, is first
introduced. Medically, it is possible to read
another's mind. Matter transferal devices are
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Technologg Levels

Quiizbenqq biological and technological evolution.

possible.

Tech Level 19: Subspace field mechanics
become possible. Many of these machines
become self-improving. In weaponry, disinte-
gration technology, which destroys molecular
bonding, is developed.
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Tech Level 20: Technology begins to repro-
duce itself. Computers, robots, and artificial
intelligence copy and improve upon the designs
of the creators - assuming that the creators have
given the technology that ability. Analysis of
genetic structures can provide a viable model
for the appearance of the life form based on the
structure. Hyperspace field mechanics make it
possible to create "doorways" into hyperspace
which are used to travel from one planet to
another.

Tech Level 2& Machines have attained sen-
tience. They are capable of thinking and
behaving on their own. In addition, matter
transferal technology can be used over an entire
system. Machines can be built to detect and
replicate psionic abilities. Machines controlled
entirely by thought can be constructed.

Tech Level 22: String physics may have
become a predominant form of science within
this society. They are capable of manipulating
the basic fundament of matter itself - the string.
Weapons are created entirely as an amplifica-
tion of the mind. This includes psionic
machines. This society is capable of existing
without any moral considerations.

Tech Level 23: This technology level has
advanced enough to make time/space stasis
fields - fields that prevent time and space from
affecting the interior of the field. In addition,
the first dimensional experimentation may take
place. It is theoretically possible to manipulate
dimensional energies to open gateways to other
dimensions. Matter transferal technology has
reached a point where it may be used on an
interstellar level. Societies may become perfect
through eugenics projects or genetic condition-
ing to fit people into specific roles. The elimi-

. nation of justice becomes possible.

| Tech Lewvel 24: These societies have reached

an almost super-scientific level of technology.
They are capable of creating time paradox
weapons in addition to the manufacture of
planets. Armor itself may actually be made out

of super strings. Communication technology
spans dimensions. Phase mechanics, mechanics
dealing with different levels of quantum reso-
nance, become the standard of technology.
Total military life becomes standard within this
society.

Tech Level 25: To most cultures, the tech-
nology of this level will seem like super-science
or even magic. They can manufacture stars,
dimensionally or temporally phased shields,
weapons, and communications. Dimensional
and temporal travel have become common-
place. Medicine can create genes capable of
phasing with other dimensions and other times
without ill effects. Socially, they may have a
perfectly controlled society where all of the cit-
izens are happy, or they may have achieved

peaceful anarchy where everyone gets along /'

without the need of a government.

Technology Levels in Use
Technology level will sometimes be a major fac-
tor in the course of play, but more often it will
not. Difference in technology can represent the
character's overall technological sophistication,
or the level of equipment the character uses.
Characters who have not been trained to use a
sophisticated piece of technology will be at a
disadvantage against someone who has. This
holds true in situations where a character from
a higher technology level uses an unfamiliar
item from a lower technology. The general rules
for technology level uses are detailed below:

* For each technology level lower that the character is
than the technology, the character gains a -5 on the roll to
succeed.

* For each technology level higher that the character is
than the technology, the character gains a +5 on the roll
to succeed.

* When a lower technology level character is using a high-
er technology item to work on another item, the character
gains a +1 for every technology level higher.

* When a higher technology character is using a lower
technology item to work on another item, the character
gains a -1 for each TL lower.

* When a character of lower technology is facing a charac-
ter of higher technology, they should get a modifier of -3
for each technology level lower they are.

i
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Character Definition

This section is designed to provide basic
information about the background statistics and
characteristics of the character. It does not
include how to determine the scores. In the Xro
Dinn Chronicles™ SE, the average score is 10.
Of course racial bonuses will vary this score dra-
matically both for the positive and the negative.

All new races, creatures, etc. will have all of
the attributes listed below. If game masters
want to design their own race, they should use
the formats listed in this book. This is not to
say that in future books, more will not appear in
future releases.

The Attributes

~ Characters are partially defined by a series of
‘numbers, which help to define how strong,
quick, smart, etc. the characters are. These are
known as the primary attributes. The primary
attributes are determined in the character cre-
ation section. Each attribute has a base and a
current box. The base is the score after racial
modifications. The current is the score after
any skills have been applied.

Characters are also defined by a set of sec-
ondary attributes. These are abilities that the
character has as a result of combining two or
more primary attributes and possibly modifying
them by skills. There is also a set of other
attributes, which may or may not come into
play, but are available if needed.

Primary Attributes

sStrength: This is a measure of the sheer
physical force the character can exert. This can
influence the character's ability to lift objects,
cause damage, and do physical feats.
Constitution: the character's overall health.
It also helps a character to determine how much
life there is to lose, as well as how much
endurance the character possesses. A constitu-
tion check may be made to see if a character can
resist a disease or not. It also gives an indica-
tion of the body's recovery ability.
Dexterity: the measure of how refined the
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character's reactions are. It lets the game mas- '
ter know how accurate the character is at per- .
forming detailed movements. Dexterity in com- -
bat can be vital.

Agility: the character's quickness. Characters

who are quick will be able to run, draw, and per-

form actions faster. \
Empathy the character's ability to be in touch
with emotions.  Characters who have high
empathy can discern their emotional state as
well as recognize the emotional condition of
others.

It also represents the character's ability to
sense subconscious impulses. Characters who
are intuitive can find patterns in seemingly |
unrelated facts, notice small details, and play \ -
hunches better.

Empathy is also very important for charac- A
ters who have many cybernetics, as it relates to
psyche. 10 points of psyche equals one point of
empathy. Each implant that a character receives .
causes a loss of psyche. See the equipment sec-
tion for more information.

Intel ligence: the character's overall ability to
arrange related facts into a predictable outcome.
A high intelligence will allow a character to fol-
low complicated instructions, predict outcomes
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from known information, and generally under-
stand problems better. Intelligence is especially
important for many skills within the Xro Dinn
Chronicles™ SE.

Appearance: beauty as conceived by the
character's own society's standards. It does not
mean that a Middarian will find a Pjanji attrac-
tive.

Charisma a measure of how much personal-
ity a character has. There are two aspects to
charisma. The first is the sociable aspect, which
indicates the character can relate well with oth-
ers. The second is the ability to command and
control.

Wil lpower: a measure of how much control
the character has over his actions or reactions.
A character with high willpower is better able to
resist torture, stay steady in a battle, and fight
for life in potentially deadly situations.
Perception: how well a character is able to
perceive in general. There are some situations
where this ability is modified by the race's abil-
ity to see, hear, smell, etc. Perception also
determines a character's awareness of its imme-
diate environment.

Secondary Attributes

Actions: the number of actions that a charac-
ter may take in one combat round.
Initiative: determines the order in which
characters take action in a round.

Psi: how much energy a character has for psion-
ic use.

Combat Modifier: the modifier that charac-
ters receive in combat towards all actions if the
modifier is negative. It is also used to see how
well a character can keep cool in stressful situa-
tions.

Punch: how much damage the character can
deliver with a punch after other considerations
are taken into account.
Move/Run/Climb/Jump: represent how fast

or how far the character can move or jump in

one round, or in an action. Move also repre-
sents the number of kilometers a character can
walk in one hour.

Other Attributes

™

Wound Modifier: used to determine how
many points represent a wound level (described
below).

Damage: represents how much damage a
character has taken.

Wound Categories: represent how badly
hurt the character is. There are 4 different
wound categories detailed below. Each wound
level that the character enters has the com-
pounded effects described on the character
sheet. These effects remain until the character
is healed. Characters who have taken damage
must make a constitution check to remain con-
scious with the negative penalties described
under each condition.

Wound Levels: represent the individual
units within the wound categories. The num-
ber of points it takes to go from one wound cat-
egory to another is equal to the Wound |
Modifier. The stun category has 1 wound level,
hurt has 2, wound has 2, and critical has 3.

Other Attributes

These attributes represent other scores not
found on the character sheet, but which may
come up during play. It is not necessary to
write these down for each character.

Healing Rate: is a measure of how much a
character can heal in one day (25 hours). It is
equal to 1 plus the character's constitution
modifier. A zero indicates the character heals at
a rate of 1 life for every 2 days, -1 equals 1 for
every 3 days, etc.

Mas<imum Lift: a measure of just how many
kilograms a character is able to lift. It is found
by multiplying the character's strength by 10.
Psyche: a measure of personality change due
to cybernetic or other augmentation. It found
by multiplying Empathy times 10.
Throwing Distance: how far a character
can throw. It is found by multiplying the char-
acter's strength by 3 and agility times 2. Add
these two numbers together. This is the dis-
tance in meters a character can throw a half kg
object.
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Combat

Combat is resolved in the same way that any
other action is resolved — by rolling 1d20 and
adding the character's skill level. Game masters
then choose the target number that the charac-
ters need to succeed. Modifiers for particular
weapons should be taken into account, and fol-
lowing these, modifiers dealing with the partic-
ular situation need to be considered. Once this
is done, combat can begin.

Combat Terminology
The following is a list of terms that are com-

monly used in The Xro Dinn Chronicles'™ SE

combat systems. These terms will help players
", and game masters to gain a fuller understanding

}of how combat works.

Aimed Shot: All attacks that are equal to or
less than the number of actions that the charac-
ter has are aimed shots. If a character performs
more actions than allowed in a turn, the charac-
ter is considered to be shooting wild.
Ambush: Ambush is a tactic used to surprise
another. In a combat situation, there is a good
chance that a character may be caught com-
pletely unaware. In situations where the char-
acters suspect a possible attack, characters
receive a +5 towards awareness checks.
Area Affect Weapons: Area affect
weapons are weapons that can affect more than
one target in a single attack. Some area affect
weapons have a blast radius. Others have a wide
dispersal pattern (such as is found on some
energy weapons).
Armor Rating (AR): Armor rating describes
the amount of damage necessary to penetrate a
material. The armor rating is subtracted from
the damage before the character takes damage.
Automatic Hits: There is no such thing as an
automatic hit. There is always some chance of
failure. In all cases a roll of 1 on a 1d20 is an
automatic failure, no matter what the circum-
stance.
Base Damage: Base damage is the damage

that a weapon or situation will cause before the
multipliers are figured in.

Blast Area Blast area describes any
weapon with a radius effect, such as grenades
and explosives. Weapons that do damage over
a broad area are sometimes more easily protect-
ed against. Suits and screens have double the
protective ability to withstand damage of this
kind. The explosion will still do the same
amount of damage to the suit, but not to the
character inside.

Burst: When a character fires in rapid succes-
sion, well beyond what the character can take in
a number of shots, it is considered a burst. Only
certain weapons cause a burst. When a burst is
fired, it is not considered a wild shot. No mod-
ifiers of this kind need to be taken into account.
Called sShot Characters who spend all of
their actions in one round on one attack can
perform a called shot. If the shot is to count,
the character cannot give attention to anything
else on that turn. Called shots receive a +10
T# modifier to strike.

Careful Aim: When a character takes two
actions to perform one action, the character is
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taking careful aim. This gives the character a
one-time bonus of +3.

Field OFf Fire: Characters who are shooting
must have an opponent that is within the char-
acter's field of fire. This means nothing more
than an area in which it is possible for a charac-
ter to shoot.

Head Shots: Any strike above a factor of 2
does double the normal amount of damage.
Initiative: Initiative determines who takes
the first action. Players roll 1d10 and add their
agility to the roll. The highest number takes
the first action. Ties indicate the characters are
taking simultaneous actions. Each turn, sub-
tract 5 from the total to determine order.

Net Combat: Any combat done with the aid
of a computer inside of the computer-generated
space is considered matrix combat. Inside the
net, the character can perform the normal num-
ber of attacks, unless the character is directly
linked into the system (i.e. an access port), in
which case she can use intelligence instead of
agility as the base attribute to determine the
number of attacks.

The computer is another story. If the com-
puter has fewer attacks than the character has,
then the character will not be able to take all of
the actions normally available. To determine
the number of attacks, find the average of the
computer speeds after all of the programs are
added in to the combat computer. Divide the
average (intensity level) by 4. Round that num-
ber to the nearest whole number. This will be
the maximum number of attacks the character
can make while in the matrix.

Melee Combat: Any combat performed with

direct physical contact or as a direct extension
of the body is considered melee combat. The

combatants must be within close proximity. f

Some weapons, such as halberds or long swords,

may increase the range, but the opponents still §

must be close enough to make physical contact.
Melee Distance: There are three main dis-
tances in melee combat; close, medium, and
long. Close combat takes place with the char-
acters close to each other. Wrestling and entan-
gling are among the few options that are open

i %
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to characters at this range. Characters may opt
to punch, but damage is reduced to half (round-
ed down). Characters with long weapons may
not use them to strike an opponent who is in
close range. Medium melee distance is the
standard distance that allows characters to
strike comfortably with fists and short to medi-
um length weapons. The maximum distance is
generally about one to two meters. Long melee
range is any distance longer than two meters, at
which one character can strike another with a
weapon. Medium and long weapons are the
only ones that may be used in these circum-
stances. Punches and kicks are not possible at
this range.

Ranged Combat: Any attacks that use ener-
gy clips or ammunition and have the ability to
be used at a distance well beyond the body.

Turn- A five-second period of time used to [
designate what a character does in combat situ-

ations.

Wild Shot: Wild shots are made in excess of
the number of actions that a character can put
into the situation. For each additional attack
that a character makes during the round, there
is a cumulative penalty of -2 on the roll to strike
for each additional shot. All shots made that
round have this penalty. If a character punches
an excessive number of times, then the charac-
ter does one less point of damage on every

-mﬂlo"aon
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attack made that round. These attacks are
made at a -1 for each additional attack.

Combat Resu lIts

Combat results will be exactly as they were
described in the game mechanics section of this
book. In some situations, the game master may
decide to have additional effects on good
strikes, such as being knocked down by a kick
etc.

Combat Resolution

Determining Net Combat

There are two different kinds of net combat.
One determines computer T#, and the other
determines the T# for people. To determine

J,the T# for computers, average the level of the

computer and the level of the program being
used. Roll D20 and add this number to the
result. The target number will be whatever the
game master determines plus the level of the
computer.

If people are breaking into a computer facil-
ity using cybernetic interface technology, then
they can use the level of their computer and
programs for the final column. For every tech-
nology level lower the computer is there is a +5
T#. The reverse is true for higher technology
levels.

If the character hacks into a computer with-
out cybernetic interface technology, she must
still use the level of the computer and program
levels. Another factor to consider is speed: since
the character has total control of her actions,
she will be slower and thus receive a +5 T# for
every technology level above 14. Because of
this, few will ever attempt to hack into comput-
ers without the use of sophisticated programs.

Determining Melee Combat
Determining melee combat is similar to
working with any skill with a couple of excep-
tions. First, add the attacker's skill level and
attribute modifier (usually the dexterity modifi-
er) and roll D20. The target number should be

ey

the defender's agility or martial arts level plus
his agility modifier. If the attacker's strike roll is
higher than the target number, then determine
the difference and figure out damage as usual.

Determining Psionic Combat

Psionic combat is different than other com-
bat. The base target number to succeed is the
intended victim's willpower. For characters that
have psionics already, the attribute modifier, as
listed on the Using Psionics table may be added
to the willpower.

Determining Ranged Combat

Ranged combat is similar to normal skill
rolls. There is less to take into account. The
opponents' agility does not need to be consid-
ered unless they are dodging. Simply add the
character's skill level and dexterity and add roll
D20. The game master determines what the
target number is in all cases.

Range Class

RC PointBlank Short M edium Long Extreme
A 0-1 2-7 7-10 11-20 21-25

B 0-3 4-20 21-51 51-85 86-100
C 0-5 6-30 71-175 176-250 176-250
D 0-10 11-40 41-100 101-250 251-400
E NA 10-100 101-400 401-900 901-1000
F NA 20-250 251-750 751-2 km 2001-3 km|

Combat Modifiers

There are several different categories of com-
bat modifiers that should be considered when
characters are attempting to make an attack.
The provided list for this game is not complete.
It is impossible to anticipate every contingency,
but the major ones are covered. In situations
where the game master feels that a new modifi-
er would be appropriate, she should use a mod-

ifier. Game masters should gauge the situation |

against similar modifiers to come to a reason-
able conclusion. The general kinds of modifiers
are detailed below. They are self explanatory,
for the most part, but a few require explanation.
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Range: There are five different ranges that are
considered within The Xro Dinn Chronicles™
SE universe, from point blank to extreme range.
The factor shift modifiers are optional (if the
game master wishes), the only exception being
sonic weapons, which lose a lot of power over
extended ranges. They have a +5 T# for every
range beyond point blank. The range classes
are listed below.

Movement The movement situation is self-
explanatory. Characters in a firefight situation
are never considered stationary unless they are
stupid or cowering. Stationary targets are tar-
gets that are not moving at all.

cover: Cover is anything that gives the char-
acters protection in a fight. Loose brush, tall
grass, and similar forms of foliage are all items
that would give the character soft cover.
Medium cover is anything that provides some
protection, such as screen doors, thin walls, old
leather, darkness, smoke, or soft dirt. Hard
cover is anything that gives the character sub-
stantial protection against weapons such as
bricks, vehicles, or trees. If the substance com-
pletely protects the character, and the character
can only be seen while firing, then the charac-
ter is considered a small target and not just hid-
ing behind cover.

Size: Target size is self-explanatory. Sometimes
characters can be of different size categories if
they are hiding behind cover. Characters, pok-
ing out around a corner to take a peek at the
situation, are considered tiny targets.
Characters hiding, but still engaged in combat,
are considered to be small targets.
Miscellaneous: The only miscellaneous
modifiers which require some explanation are
careful aim and called shot. Careful aim means
that the character spent at least two actions
doing what would normally take only one
action. Called shots take the character's entire

| turn, despite the number of actions the charac-

ter has. With a called shot a character has to
aim for a particular target. Target size should
be taken into account in these situations.

Combat Sequence

Combat Sequence

The following describes the order in which
combat takes place. Game masters should feel
free to tweak the system to match the reality of
the actual game if needed. For instance, if game
masters wish to speed up combat, the person
with the highest initiative may use all her
attacks before continuing to the next person.
However the game master decides to run com-
bat, this sequence should be repeated each new
round.

Step 1 Determine if anyone is being
ambushed. If so, then roll for ambush and
determine the effect on the ambush table. The
characters being ambushed get to make a per-
ception check to determine whether or not they
are aware of the ambush.

Step 2: Check to see if anyone is surprised. If |L

a character is surprised, she receives a -12 mod-
ifier to initiative.

Step 3: Everyone now determines initiative.
Rolling 1d10 and adding the character's agility
to the result determine initiative. Any other
initiative modifiers should be taken into
account at this point. The character with the
highest total initiative goes first.

Step 4: Subtract five from the highest initia-
tive to see who goes next. As soon as each play-
er has taken her action, subtract five again and
repeat this procedure until all the characters
have taken all their actions or run out of initia-
tive. When all the characters run out of actions,
the combat is over.

Step 5: Repeat these steps each round until
combat is resolved.

Combat Options

There are three sets of combat options in
The Xro Dinn Chronicles™ SE game system.
These options are referred to as techniques.
The automatic techniques are techniques that
all characters may attempt without combat
training.  (Characters who have no combat
training receive a +5 T# to the skills, but these
skills may be used nonetheless.) The advanced
combat techniques may be used with a few

-sﬂlb'aon
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combat skills. Training is required to perfect
these techniques but they can be learned by
anyone. The expert combat techniques can
only be chosen as part of an advanced combat
regimen. These techniques require a great deal
of practice and are part of martial arts training.
The next few pages describe these forms in more
detail.

Characters with advanced combat techniques
may choose to use combination moves from the
automatic combat technique section. For
instance, the player could choose a combination
grab/kick instead of one of the advanced combat
techniques. In a fight, the character would
make one roll to see if the combination move
worked. Similarly, characters that choose an
expert combat technique may choose to get a

'
" combination move from the advanced, expert,

“\and/or basic combat techniques. At least one
Jpart of the combination move should be from
basic combat techniques.

Automatic Combat Techniques

Automatic combat techniques are basic
maneuvers that any character can use.
Characters will not be able to use any of these
techniques in combination with each other
unless they have had some advanced training
that allows them to do so. Characters may opt,
however, to perform one action and then anoth-
er over the course of a round, simulating combi-
nation moves somewhat.

Chaurging: Charging is an action wherein a
character runs at an opponent to do extra dam-
age and/or knock an opponent over. Opponents
of a charger gain a +5 on the roll to dodge, but
chargers do an extra +1 FS damage.

Disarm: Disarm is a tactic used to remove a
weapon from an opponent's grasp. Characters
who attempt to disarm others receive +4 T# to
the attempt. The opponent is allowed to make
a strength check versus the result area of the
attack. If the result is equal or better, the oppo-
nent has held on to the weapon.

Dodge: Dodge is a process of weaving around
a field of fire or behind objects to avoid getting

-.,f"_
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hit. When dodging, the attacks against the
character are contested. Characters can only
move at half of their running speed while dodg-
ing.

Entangle: Entangle is an action that
attempts to stop an attack by grabbing the
weapon used or the appendage(s) holding it. To
entangle successfully, the character must get a
result higher than the incoming attack. When
an opponent is entangled, the combatants are
limited to maintaining the hold, breaking free,
or performing one action against the opponent.
This is up to the game master's discretion.
Breaking free of an entanglement requires con-
tested strength check rolls. If Quiizbenqq are
using their tails, they gain a +1 FS to grappling.
Feint The character may forfeit one action in
order to gain a bonus on another action. She
pretends to do one kind of action, then quickly
does another. Characters receive a +1 to the
new action for every factor that the character
receives with the feint.

Grab: A grab is similar to an entangle, but in a
grab, the character takes hold of only one
appendage and is not engaged in a full struggle.
Opponents can try to break out of a grab by
rolling an equal or better factor on a strength
check. Quiizbenqq who grab with their tails
gain a bonus of +1 FS.

Kick An ordinary untrained kick that any char-
acter can use. Kicks do one extra point of dam-
age but receive a +1 T# to strike.

Leap Attack Characters that are at least a
meter above their opponents may opt to make a
leap attack by jumping down on their oppo-
nents to do extra damage. This action takes up
at least three actions in a turn (or all of the char-
acter's actions, if fewer) but does an additional
4 points of damage, and the attack is at -5 on
the roll to strike.

Parry.: Parry is an action designed to knock an
attack out of the way. Except under special cir-
cumstances, this can only be done against melee
attacks. Parrying requires that the character has
a factor shift equal to the incoming attack. If a
character is using a weapon to block an incom-
ing attack, then the character will receive a +5
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on the roll to parry. Similarly, if a character is
using her hands to block a weapon attack, the
character will receive a -5 on the roll to parry.
Combat ranges should be taken into considera-
tion when parrying. A long-range weapon can-
not be used to parry an attacker who is in close
range.
Pummel: Characters may opt to pummel an
opponent instead of doing permanent damage
in an attack. If characters declare they are pum-
meling, damage is normal, but "killed" oppo-
nents are merely knocked unconscious for 4d6
hours. Pummeling cannot be done with ranged
weapons or sharp objects. Characters can only
pummel with fists and blunt objects.
Punch: Punching is a basic combat move that
. allows characters to strike with their fist. To
* find the character's base punching score, divide
‘the character's strength by 5 and round up.
/ront: If players do not want their characters to
take full damage from the physical impact of
melee combat or explosions, the character may
roll with an attack. Each FS that the character
succeeds with means that the weapon does one
less FS damage. Ciritical hits still count as criti-

cal hits, but the damage is reduced. Each factor
shift means that the character gains an addi-
tional -5 T# to the save.

Throw: Throws can only be performed when
the character is in physical contact with her
opponent. Basic throws can move an opponent
a number of meters equal to the attacking char-
acter's strength divided by two. This requires an
extra action. Characters can contest the throw
for the cost of one action.

Throws do no damage in combat unless
opponents are thrown into objects. In these
cases, the throw will do damage equal to the
character's base punching score. Game masters
may decide that extraneous circumstances may
warrant extra damage.

Advanced Combat Techniques
Advanced combat techniques may only be
chosen through skills. If a character has a skill
that is capable of choosing advanced combat
techniques, then she may pay for a proficiency

ey

to get that particular ability. Techniques that do
not indicate the range are all considered medi-
um range.

Kicks

Backwards Kick Most people are not able
to kick backwards without training. This tech-
nique allows characters to do so with some pro-
ficiency. Characters receive a +1 T# to strike,
but a +1 on the base damage.

Crescent Kick This is a circular kick that is
handy for knocking weapons out of an oppo-
nent's hands. Characters receive a -1 to strike
and -1 damage, but also receive the advantage of
knocking weapons out of an opponent's grasp.
This may be contested with a strength check. -,
This kick may be done at medium range only.
Jump Kick Jump kicks are performed by
jumping up into the air and making a kick.
They receive a +1 T# to strike and +2 to base _
damage. Jump kicks may be performed at medi- |
um range only.

Knee Strike: This strike is actually made y
with the knee. It can be done from multiple
angles. The advantage of a knee strike is that it
may be done at close range.

Push Kick Push kicks are designed to do two
things: inflict damage and knock opponents
backwards. Push kicks do normal damage and
knock opponents 1d4 meters back. Opponents
may make a strength check to resist the push,
but not the damage. Push kicks may be done at
medium or close range.

Reverse Kick Reverse kicks are done with
the forward foot. They can be done only at
medium range, but they gain an additional +2
to initiative.

Roundhouse: A roundhouse kick is made by
cocking the back leg to the side and extending it
straight forward to strike at a medium or high
target. At the same time, the lower leg turns to |
give more power to the kick. Roundhouses can
only be done effectively at medium range. They
receive a +2 to damage and a -1 to strike.
Side Thrust Kick The advantage of this
strike is that the character does not need to turn
to face the opponent to make this kick. It does .
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-1 to base damage and -1 to strike, but it can
knock someone back 1d4 meters on a times 2
factor or higher.

Side Kick: This kick has the bonus of striking
to the side without turning. It has a -1 to strike
and +1 to damage. This kick can only be done
at medium range.

Snap Kick This is a quick kick that gains a
+1 to strike and +3 to initiative. This kick can
only be done at medium range.

Stomp Kick: Stomp kicks can only be done at
close range, but receives +2 to damage. They
can only be made to targets that are knee height
or lower.

Sweep Kick A sweep kick is designed to
knock an opponent over. It is done only to low
targets, but on a successful strike, the opponent
must roll a factor at least as good as the attack
to remain standing. This kick may be done at
medium or close range.

Locks and Holds

Locks and holds are effective if a character
wishes to capture an opponent but does not
wish to inflict irreparable harm. Locks and
holds make it hard for the person holding to
perform other actions. Races that do not have
a rigid body structure are immune to many
locks and holds. Victims caught in a lock or a
hold may choose to sacrifice their bodies to get
out easily. Victims may roll versus the attack
that caught them at +10 T#. However they
will usually have the held joint broken and 2d6
damage.
Arm Hold: This hold is performed by twist-
ing an opponent's arms behind his back or to
the side to render him incapable of attacking.
Body Hold: Body holds grab the entire body
in an attempt to incapacitate the opponent.
Opponents who are captured in a body hold
may still attack, but are at a +5 T#.

\ Elbow Lock This kind of lock keeps the

elbow straight by twisting and holding it.
Characters who are captured in an elbow lock
cannot engage in melee combat unless they
have a long-range weapon. All attacks will be at
+10 T#.

~ e ~
Finger/Toe Lock By twisting a finger or
toe, a character can cause excruciating pain and
put others in a lock.

Head Lock: This lock is done by wrapping an
arm around the neck from behind. A character
with assassination techniques and the profi-
ciency in headlocks can kill a victim in this
position. Victims have a +5 T# to break free of
this attack, but they can struggle against the
attack, fighting at a -2 to strike.

Leg Hold: Leg holds are accomplished by
grabbing and twisting the victim's legs to put
him in a bad position. Victims are at +5 T# to
try to escape. They are also at -4 to all attacks.
Scissor Lock Scissor locks are made by
wrapping the character's legs around the oppo-
nent's body, or often, the neck. Victims are at
+10 T# to escape.

Tail Grab- This can only be done by the
Quiizbenqq and requires a -5 on the roll to
strike. This hold may be contested with an
agility check. On a successful grab, the
Quiizbenqq wraps the opponent in its tail.
Those attempting to free themselves have to
make a strength check at +10 T# versus the
hold. If the Quiizbenqq makes a successful
strike at x4 FS or higher, the victim will not
have arms available to make further attacks.
The Quiizbenqq can make attacks as normal
(with only a -1d4 penalty) while maintaining
the hold.

WristAnkle lock This lock is performed
by twisting the wrist or ankle away from the
body and upward, the wrist/ankle lock leaves
the opponent almost helpless. Victims can
make no physical attacks on the character
(aside from pulling out a gun and shooting
him).

Miscellaneous

Advanced Throw: There are several
advanced throws, which allow the character to
heave an opponent a number of meters equal to
half the character's strength. Damage is equal
to the character's punching score. Throws may
be contested by strength or dexterity checks.

Mu Itiple Dodge: This action lets a charac-
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ter avoid every attack from one direction for
one round, but does not allow the character to
avoid attacks from other directions. This takes
only one action to perform.

Sweepwalk Sweepwalk is a form of walking
that is useful for avoiding caltrops and for test-
ing the ground in darkness. Characters can only
move at half their walking speed while sweep-
walking.

Parry

Mu Itiple Parry: Multiple parries use
sweeping motions to block all incoming attacks
from one side for the cost of one action.
Parry Attack This technique is used to
attack an opponent who is parrying. If an
opponent parries the character's attack, that

‘.ﬁcharacter can attempt to attack the opponent's

Jparrying arm. If the situation does not permit
an attack on the appendage, the attack will be
on the weapon to force the opponent to drop it.
A successful parry roll must be made versus the
attack at +5 T#. If the character succeeds in
attacking the parrying opponent, damage is
inflicted normally. If the attack is against a
weapon, the defender of the parry attack must
make a strength check verses the attack to hold
on.

Parry Lock This parry is designed to capture
the attacking appendage or weapon in a hold. If
a successful parry is made at +5 T#, the attack
is locked and no further attacks may be made
until the appendage or weapon is freed.
Characters must make a dexterity, strength, or
combat skill check higher than the parry lock
roll in order to break free. Characters can try to
catch bladed weapons with their hands, but
unless they succeed with a +15 T#, they auto-
matically get hit in the process.

Parry Through: This technique gives extra
power to a parry to force an opponent into a
strategically bad position. If a successful parry
through is made, the player will roll again with
a-15T#. She gains +1 to strike per factor shift
obtained towards the next action. For each fac-
tor that a character receives, she gains a bonus
of +1 to strike for the next attack. Defenses

ey

towards the next attack will receive the same
amount of a minus as well.

Power Parry.: Power parries are designed to
throw the attacker off balance, leaving him or
her open to further attacks. If a successful parry
is made at +5 T#, the character receives a
bonus of +1 to strike equal to the factor shift
rolled.

Punch

A<e Handle: Axe handle punches are made
by clenching the hands together and using both
arms to strike with one swinging motion. Using
both arms gives the character more power with
each punch. Characters act with 1.5 times their
base punching score when using this form of
attack.
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Backhand: This attack is made by striking
an opponent with the back of the hand using
the knuckles for impact. This punch may be
performed without turning around to meet the
attack. The backhand does one half the charac-
ter's base punching score.

Elbow Strike: Elbow strikes are made with
the elbow instead of the fist. They are only
effective at close range. No other modifiers
except damage increase may be added to the
elbow strike.

Knife Hand: Knife hand strikes are made by
using the edge of the hand as an attack form.
They are useful at short and medium ranges.
Knife hand strikes gain a +1 FS to damage. No
other modifiers except damage increase may be
added to this strike.

Palm Strike: Palm strikes are open-handed
strikes that can stun opponents. They do half
damage, but gain the advantage of possibly
stunning opponents. On a X2 result or higher
the victim must make a constitution check or
be stunned. No other modifiers except damage
increase may be added to this strike.

Tail Strike: This is a Quiizbenqq attack, per-
formed by quickly whipping the tail around to
hit an opponent. This strike is -2 to initiative
and -1 to strike. It does 1.5 times normal base
damage.

BExpert Combat Techniques

Expert combat techniques may only be cho-
sen through certain skills. If a character has a
skill that allows for expert combat techniques,
she may purchase proficiencies at double the
normal cost for each technique. See the skills
section for purchasing proficiencies.

Kicks
A<e Kick Axe kicks are done by bringing the

. leg up over the body and bringing it down on

the opponent's shoulder. Axe kicks are -2 to

| strike, but do twice the character's base punch-

ing score for damage. Axe kicks must be used
at close range.
Fl/ing Jump Kick The flying jump kick is a
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Expert Combat Techniques

short running and jumping maneuver. This
kick can be used at either medium or long
range. A character who dodges this kick gain a
-5 T#. This kick can only be done at the start
of a round, and it takes up two actions. It does
twice the character's base punching score in
damage and has a -2 initiative modifier.

Flsing Turn Kick The character jumps in
the air and spins around, kicking an opponent.
It is an exceptionally powerful kick that does
three times the character's punching score. It is
also a long kick, taking up two actions, and giv-
ing the character a -2 on initiative. This kick is
only effective at medium or long range.

Spinning Back Kick: This kick is a power-
ful backward kick that requires the character to
spin around and strike the opponent. This kick
does double the character's base punching score

and gives the character a -2 initiative modifier. {

This technique is only effective at medium
range.

Punches

Claw Hand: This strike is an extremely diffi-
cult strike to master. It takes an incredible
amount of strength in the fingers. This strike
does normal damage, but it has the added
bonus of holding the opponent at the same
time. This strike may only be used at medium
range. No other modifiers may be added to this
attack.

Finger Strike: Finger strike is a version of
knife hand that allows characters to strike
opponents in critical locations. The finger
strike is made with the fingers pointed outward,
and gains a +1 FS damage. This strike can be
used at medium or close range. No other mod-
ifiers may be added to this attack.

Spinning Elbow Strike: This is a strike
made by turning one's body away from an
opponent and lashing out with one's elbow. It
may only be used at close range, but does dou-
ble the damage of the character's base punching
score. It takes two actions and is not usable
with any other modifiers except damage
increase.

3 0 —

-sﬂlb'aon

i
F |




ExPert Combat Techniques

m——

Miscellaneous

~

Cartwheel Attack The character does a
cartwheel and lands on the opponent while

attacking with his arms and
legs. All cartwheel attacks
do double damage, take two
actions and are at a -1 ini-
tiative. For every addition-
al cartwheel that a character
performs, the character
gains a +1 FS damage.
Each addition means the
character loses one action
and the initiative modifier
drops by 3.
Carousel Attack This
. is a combat technique

1,‘-. designed to get the charac-
jter into and out of a situa-
tion quickly.  Charac-ters
who know this technique
gain a +2 to initiative and
cannot be attacked that
round unless the attacker
rolls an agility check higher
than the success of the
carousel attack. Only one
attack may be made during
a carousel attack and that
attack takes up two actions.
Instant Dodge: This
technique allows the char-
acter to dodge out of the
way of an attack without
spending any actions. This
move cannot be combined
with  multiple  dodges.
Instant dodges must get a
higher factor than the in-
coming attack to be effec-
tive.

Instant Parry: This
technique allows a charac-
ter to make a parry roll
without using up an action.
This kind of parry may not
be combined with any other

kind of parry. Instant parries must get a higher

ey

factor than the attack to be effective.

Combat Modifiers

(at a glance)

Automatic Combat Techniques

i

Opponent
Action Damage| Dodge [ Strike |Initiative| Range |Miscellaneous
Charging +1FS | -5T# NA
Disarm +4 T# NA
Entangle NA  |Quiizbenqq +1 FS for tail grabbing
Feint +1 NA
Grab NA  |Quiizbenqq +1 FS for tail grabbing
Kick +1 -1 NA
Leap Attack +4 -5 NA
Parry NA  [See description for full information
Punch NA  [Eachfactor shift obtained is -5 T# to save
Roll NA  |-5 T# to save
Throw NA  |Throw distance is strength / two.
Advanced Combat Techniques
Kicks
Backwards Kick +1 -1 CorM
Crescent Kick -1 -1 M
Jump Kick +2 -1 M
Reverse kick +2 M
Roundhouse +2 -1 M
Side Thrust Kick -1 -1 M |Knocks opponent back 1d4 meters per FS
Side Kick +1 -1 M
Snap Kick +1 +3 M
Stomp Kick +2 C
Sweep Kick CorM
Locks and Holds
Body Hold +5 T#
Elbow Lock +10 T#
Head Lock +H4T# | -2 Victims +5 T# to break free
Leg Hold -2 Victims +5 T# to break free
Scissors Lock Victims are +10 T# to break free
Tail Grab -5 Victims are +10 T# to break free
Miscellaneous
Advanced Throw Damage equal to punching score
Multiple Dodge Only dodge from one direction
Sweepwalk Move at one half walking speed
Parry
Parry Attack +5 T#
Parry Lock +15 T# |+5 T#
Parry Through -15 T# second roll For every FS, +1 to strike is earned
Power Parry |+5 T#’ +1 to strike for every FS gained
Punch
Axe Handle 1.5 M
Backhand 1/2 CorM
Knife Hand +1FS CorM
Palm Strike C or M |At x2 FS or higher victim must save VS stun
Tail Strike 1.5 -1 -2 CorM
Expert Combat Techniques
Kicks
Axe Kick X2 -2 C
Flying Jump Kick X2 -5 T# -2 Mor L [Takes 2 actions




. R il |

‘H_._‘_-__-_..l-

- Part Il. Character Development

™ F—::h-'.._—.--\

Part ||

Characterization

This section details what you need to cre-

ate a character within The Xro Dinn
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Chronicles™ Second Edition. It describes
evergthing about the characters including
the race, what the person does, how theg

age, etc.

In this section you will find...

I Character Creation
I Character €volution
Il Honor

v The Races

\' Skills Packages

A\ Skill Packages

VI Professions

VIII Psionics
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Character Creation

Personalities, attributes, professions, skills,
and much more define characters. Characters in
The Xro Dinn Chronicles™ SE are integrated
into the game by a set of numbers, which corre-
spond to certain game mechanics. Characters
are still more than a set of statistics. This game
is designed with a great number of skills so a
character can grow in a wide range of areas. The
n options for skills are many and allow for almost

any style of player. There is room for people

who enjoy playing technically oriented charac-

ters as well as those who prefer combat-oriented

characters. Skills are designed for exploration of

character types rather than picking a type and

assuming that all characters are the same. This

game is designed for the integration of races
» with particular professions to give each charac-
Jter a unique feel.

One of the most important aspects of creating
characters is to match them to fit the scenario.
Before starting a game, the players and game
master should decide on a specific setting. Are
the characters going be on a technologically
unsophisticated planet or is the setting going to
be an urban environment? These kinds of
details are important to consider when playing
the Xro Dinn Chronicles™ SE because the pos-
sibility for character creation is so varied.
Players should design characters to fit the cam-
paign.

Since the game options are so vast, a few
basic considerations should be taken into

account. First, Xro Dinn play a large role in the

‘ affairs of most of the races within the Frontier.

|IL The adult (Xodar) Xro Dinn are expert informa-

\ tion gatherers. They look into every situation

5{ in the hope of learning something new. Many
4
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of the player character races distrust the Xro
Dinn. Whenever new technology is found, the
Xro Dinn undoubtedly will try to collect it.
This has become a major consideration for most
k i - races and organizations within the Frontier.

| Second, the members of the Frontier are
always wary of the Sharr'Dann. The Sharr-
Dann are an extremely intelligent race that is
bent on capturing and/or destroying all races it
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encounters. The Sharr'Dann have repeatedly
infiltrated and destroyed the members of the
Frontier - except for the Xodar Xro Dinn. They
have used genetic viruses, computer viruses,
clones, and assassins to sabotage defenses,
wreak destruction and kill important people.
These activities have not gone unnoticed, and
most people keep an eye out for further devel-
opments.

Third, there are hundreds of thousands of
organizations within the Frontier. All of them
have their own goals. Players will often be work-
ing for at least one organization. In this age, it
is wise to have someone backing you because
there is no central government protecting the
player characters within the game.

Game Creation

There are several different ways of making
characters within the Xro Dinn Chronicles™ SE.
Some game masters may feel that rolling up a
character randomly with no particular campaign
direction is important. This can lead to cam-
paigns that are unique. Characters from all over
the Frontier can end up working together for a
common cause. Other game masters feel that
characters should have something similar draw-
ing them together. This can lead to more realis-
tic campaigns that play better in many circum-
stances. A few possibilities are outlined below:

Method I Random Character Crea
tion: Characters created using this method are
completely random. Each player makes a char-
acter that is exactly as the player intended. No
limitations (other than the players' bad rolling)
should be placed upon this type of game.
Characters are then brought together from cir-
cumstances that the game master provides.
This method often takes a lot of imagination on
the part of the game master.

Method 2: Choose a Starting Planet
Method two is similar to method one except
that only one home planet is chosen for all the
characters. Once this is decided, they will all
have the same dice to roll to determine what
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j' culture modifier the characters will have. This
can also create some interesting characters and
is often a bit more sensible than bringing char-
) acters together from all over the galaxy.

Method 3: Choose Similar Back

grounds: This method assigns the characters

1 the same social and/or economic status.

= | Campaigns dealing with the rich or the poor are

~ both possible styles. Game masters, who do

. not feel comfortable with allowing one charac-

# ter to receive much more money than others,

y / should feel free to limit economic status, or the

l amount of money that a character can start out

with. These kinds of situations can help to

Fé level the balance of power among the charac-
ters.

W, Method 4: Choose Similar Profes-
. sions: Players in this type of campaign are all
given a similar option as to what types of char-

\ acters can be made. The campaign could

Game Creation

e
revolve around a spy agency, for example,
meaning that all characters could be intelli-
gence agents. If this makes some players
uncomfortable, then more varied options
should be presented.

Method 5: Sty lize the Campaign: This
method emphasizes a particular style of cam-
paign. Players make up characters to fit the spe-
cial needs of the campaign. This can often be a
wise choice because players have the option of
choosing what kinds of characters they can play
and still fit the needs of the campaign.

Method 6: Mb< the Campaign Sty les:
Any mixture of the previously chosen cam-
paigns may be used. If the players concur, only
one or a number of races may be chosen. This
puts different campaign styles into the hands of |

the people who are playing the game. %
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Creati ng Characters

Creating Characters

Step 1. Character Sheet Use a copy of
the character record sheet located in the back of
this book (you have permission to copy it).

Step 2 Determine Attributes- Roll
3d4+3 for each of the ten attributes. The num-
ber located under "Roll" is the 1d20 result. The
number under "Attribute" is the attribute equiv-
alent. Players can choose method A, B, C, D or
E to modify their character's attributes even fur-
ther before determining the final outcome, if
the game master and players agree. Before put-
ting the attributes on the character sheet, finish
this step and step 3, 4, and 5.

'
" A Roll two sets of attributes and choose one

‘set. The attributes must be kept in the original
Jorder in which they were rolled. Players may
choose to modify these attributes by 3 points
after the scores have been determined. For every
point added from one score, another point must
be subtracted from another score.

B. Roll one set of attributes and keep the scores
in the order that they were rolled. The player
may then modify that set by up to 6 points.
Modifications may not make a score exceed 15
or go below 5. For every point added to one
score, another point must be subtracted from
another score.

C. Roll one set of attributes and rearrange them
into any order desired.

D. Roll one set of attributes, keeping them in
the order rolled. Reroll up to three separate
attributes as desired. The new roll must be
higher than the old roll.

E. Take 100 points and design the character as
desired. No score may go above 15 or below 5
as a result of this process.

Step 3. Choose age / Race and Modif/
the Attributes- Decide on the age and race
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of the character and modify the character's
attributes accordingly. The attributes may be
modified by profession, skills, and age at a later
time. Write down the perception modifiers for
the race as well.

Step 4. Choose a Profession: Players
should go to the Profession section and select
one. Players should add the current attribute
modifications.

Step 5. Select Skills: Two methods are |
available for players to select skills: Individual |

Skill selection and Skill Package Selection.
Both methods rely upon starting points.
Starting points differ from experience points
only when choosing skills. For profession skills,
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Racial Age Attributes and Perception Modifiers

Attribute Modifiers Perception Modifiers
Middarian (F) |Age STR | CON [ DEX | AGI [ EMP | INT | APP | CHA | WL | PER audio smell tactile taste vision
Young 0to 14 +5 [ +3 | -1 -2 |+ +1 [ +1 +8 +6 +4 +10 +8
Mature 15 to 42 +20 | +4 | +1 -2 -1 +1 | +2 +8 +6 +4 +10 +8
Middle Aged 43to 72 +20( +5 | +1 [ -1 | -3 -1 +2 +1 +8 +5 +4 +10 +8
Old 73t0112 [ +15| +6 | -2 -2 -4 -1 2| 2 | -1 +7 +4 +3 +8 +7
Aged 113 plus +10| +5 | 4 | -3 | -5 -5 S+l 2| 2 +6 +3 +2 +6 +6
Middarian (M)
Young 0to 14 +5 +2 -1 +1 -2 -2 +1 +1 +1 +8 +6 +4 +10 +8
Mature 15 to 42 +15| +3 | +1 +1 -3 -1 +1 +2 | +2 +8 +6 +4 +10 +8
Middle Aged 43to0 72 +15 | +4 | +1 [ +2 | -1 -1 42 +1 +8 +5 +4 +10 +8
Old 73t0112 [ +10| +5 | -1 -2 -1 -1 2| 42| -1 +7 +4 +3 +8 +7
Aged 113 plus 5 +4 | 4| 4| 1| 5] 3|41 2] -2 +6 +3 +2 +6 +6
Pjanji
Young 0to17 -3 -1 -1 -1 -1 +1 +4 +14 +15 +4 +12 +4
Mature 18 to 60 -2 +3 | +1 +1 +6 | +1 -1 +12 +15 +4 +12 +5
Middle Aged 61 to 100 -1 S5 I T U 2 D U B U +12 +15 +5 +10 +4
Old 101 to 150 | -2 -2 -2 2 | 45 [ 41| 2 | +8 | -3 -3 +10 +10 +6 +8 +3
Aged 151 plus -3 -3 -3 -4 +2 -2 -4 +9 -5 -5 +8 +5 +7 +6 +2
Quiizbenqq
Young 0to 19 -1 -1 -1 -1 +1 -2 +1 +1 -1 -2 +5 +5 +3
Mature 20 to 57 -1 +2 [ +2 | +2 -1 +5 -1 +2 -1 -2 +5 +5 +2
Middle Aged 581095 +1 | 41 | +1 | +1 | -2 [ +7 | -1 [ 41 | +1 | -1 -3 +5 +4 +2
Old 96 to 152 -2 -2 -1 -3 +8 -1 +1 -1 -1 -4 +3 +3
Aged 153 plus -4 -1 -1 -1 -5 +4 -1 [-1D4| -2 -1 -5 +1 +2 -2
Sehlmna
Young 0to 20 -1 -1 -1 +10 | -2 +1 -1 [-1D4 +3 +10 -10 -4
Mature 21 to 40 -1 +1 | +1 | 15| 42 | +1 | +#3 [ +1 | +2 +5 +8 -12 -3
Middle Aged 41 to 60 -1 -1 +16 | +1 +1 | +1 | +1 +4 +6 -1 -14 -3
Old 61 to 100 -2 -2 -1 L 417 41 [ -1 | +1 | 41 [ -1 +3 +4 -2 -16 -4
Aged 101 plus -4 -3 -1 -1 +10 |-1D4| -2 -2 |-1D4]| -1 +2 +2 -3 -18 -5
Terran (F)
Young 0to 18 -1 -1 -1 -1d4 +1 -2 -5
Mature 19 to 45 +2 | +2 -2 +2 | +1 -5
Middle Aged 46 to 80 +1 [ +3 -2 +3 | +2 -1 -5 -1
Old 81 to 130 +2 | -1 -2 4 | 41 | -1 | +4 | 43| -2 -2 -7 -1 1
Aged 131 plus -1 +1 -3 -4 -5 -1 -3 +2 | 43 -3 -3 -9 -2
Terran (M)
Young 0to18 5 T S T S O e | -1d4 +1 | -2 -5
Mature 19 to 45 +3 | +1 -2 +2 | +1 -5
Middle Aged 46 to 80 +2 | +2 -2 +3 | +2 -1 -5 -1
Old 81 to 130 +1 +1 -1 -2 -4 +1 -1 +4 | 43 -2 -2 -7 -1 1
Aged 131 plus -3 -4 -5 -1 -3 +2 | 43 -3 -3 -9 -2

—

JO0O ~= DN~ R=0010 N

AR ~0p e N

590 —-=8 7 N

/




50 = DO N—-= Q00D 30 JN

TR ~00 0 >N

530 ~=0Q = N

- i -~

each starting point may be used to select one
skill level of a skill. For example, the player may
pick level 1 in Dodge for one starting point or
level 3 in dodge for 3 starting points. For non-
profession skills each level costs 2 points.

A This - -
. Starting Points

Oifest ' i)hr; Selection

[g)layer free Age Starting | Maximum

starting Category Points Skill Levels

points.You“g 60 4

The num- |Mature 100 5

ber of start- |Middle Aged 160 6

ing points [Old 225 7

is depend- Aged 300 8

ent upon the age of the character. Only in the

. case of the character's language can a skill go

tabove the maximum skill level.

/

B. This option gives the players the choice of
choosing skill packages for the character. The
number of skill packages depends on the age of
the character. This option also provides skill
levels like the first option. The maximum skill
level only applies to picking skills with individ-
ual starting points. A character may have a skill
level above the maximum skill level due to the
skill packages chosen, but not from selecting
skills from starting points. For this reason, skill
packages must be chosen before selecting skills.
Players may trade one skill package for 8 start-
ing points.

Remember that characters do not automati-
cally know how to speak a language. They must
choose at least one language during character
creation. Characters always gain two free levels
of their starting language in addition to any

Skill Package
Selection
Age Skill Starting | Maximum
Category Packages Points [ Skill Level
Young 5 5 4
Mature 10 10 5
Middle Aged 15 15 6
Old 20 20 7
Aged 30 25 8

Creatmg Characters
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other levels purchased. They must also choose
read and write if they want to be able to read
that language. The character may choose to go
above the maximum.

Step 6. Determine Personality

Traits: Roll up the character's personality
traits as described under the character's race.
For each trait, roll 1d20 and compare with the
chart below. This will give the character the
trait strength. Next to each trait is a color that
corresponds to the trait strength. In some situ-
ations, the game master might have a character
make a willpower check against the trait
strength to see if she can resist the impulse to
follow that trait. This should be used only to
enhance the playing experience and not to force
characters into a strict character definition
according to the game master's idea.

1d20 Trait Strength Target #
1 Barely 4
2to3 Slightly 6
4to7 Somewhat 8

8to 13 Moderately 10

14 to 17 Very 15

18 to 19 Extremely 20

20 Obsessively 25

Step 7 Determine Secondary Attri-
butes: When all of the experience points are
spent, the player should determine the charac-
ter's secondary attributes. The methods for
determining them are detailed below:

Wound Modifier: Add the character's
Constitution and Willpower and divide by 2.
Actions: The number of actions a character
can take in one turn. Compare the character's
agility with the result below.

Otol0O|llto14 |15 to 18 |19 to 22|23 to 30| 31+

1 2 3 4 5 6

Combat Modifier: Subtract 15 from the
character's willpower.

Base Punching Score: Divide the charac-
ter's strength by 5 and round up to the nearest
whole number. Some races may have modifiers
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to this score.

Movement Modifier: Add the character's
height (in meters) to the character's agility
attribute and the modifier below. Xro Dinn
characters should add the additional modifier
for the race. Divide the final number by 2.

Race ModiFfier
Middarian +2
Pjanji -2
Quiizbenqq +3
Sehlmna +1
Terran 0
Xro Dinn +1

Movement: "Move" is the base for determin-
ing the character's other movement abilities.
These abilities are described below.

Move: This is the character's walking speed
expressed in meters per turn. It is also the char-
acter's hiking speed expressed in kilometers per
hour. The number above is equal to the charac-
ter's movement.

Run: This is equal to five times the character's
move expressed in meters per turn.

ctimb: This is equal to the character's move
divided by 3 expressed in meters per turn.
Jump: This is equal to one half the character's
move expressed in meters.

Step 8 Determine Attribute Mod-
ifiers: Each current attribute may have a
modifier. To determine what that modifier is,
consult the chart below. Write in the attribute
modifier on the column marked AM on the

Score AM Score AM
below -11 5 13 to 15 +1
-10to O 4 16 to 20 +2
1to3 -3 21 to 30 +3
4to5 2 31 to 50 +4
6to7 1 51 to 100 +5
8tol2 0

\ character sheet under primary attributes.
| Step 9: Determine Economic and

Social Status: Players should consider how
the character fits in to society economically and
socially. Is the character well respected? What
social standing does the character have among
her peers? Much of this will be determined

R

iy
[

Creating Characters

based upon the character's situation. Players
and game masters should discuss these issues
while creating the character. This all deter-
mines how much money a character has.
Players and game masters should use their
judgement when creating characters. Roll up
the number of credits a character will have on
the table below.

Economic Status Credits

Poor 1d6 x 100 credits
Comfortable 4d6 x 500 credits
Well Off 6d6 x 5000 credits
Rich Talk to game master

Step 10. Getting Supplies: If the player
has not already taken the supplies indicated
under the profession section, then she should
do so now. The player should also spend the
character's money to purchase any miscella-
neous equipment. All supplies are listed in the
equipment section.

Step 1t Final Considerations: Players
should complete any last details about the char-
acter at this point. The player may put any
final considerations into the character's back-
ground. The player and/or game master may
wish to work the character into the campaign
smoothly, or the character may be an outsider
who is attempting to gain information about
the other characters. Below are a few hints and
suggestions for completing the character:

Determine Racial Abilities — At this point
the player should determine any information
that pertains to the character, such as weight,
skin color, eye color, etc. The player should also
determine what the character's racial abilities
are at this point. This information is listed
under the race descriptions.

How did the Character Grow Up? — The
question of where the character grew up has
already been answered, but not the details of
that background. The player should determine
how the character grew up in relation to the cul-
ture and the game. The Players may wish to
consult the game master to fill in any addition-
al details.
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What Organizations did the Character
Belong to? — This may be crucial to fleshing
out the character. If the character works for an
organization listed in the back of the book, that
will determine, in part, what the character's rela-
tion to the rest of the campaign may be. Players
should consult with the game master before
selecting an organization.

What Relations does the Character Have
to the Campaign? — While determining the
organization that a player belongs to will strong-
ly influence how the character relates to the
campaign, players may wish to create ulterior
motives or hidden agendas within the context
of the campaign or the character. This should
be discussed with the game master.

What is the Character's Overall Purpose? —

~

L . . .
. This is a general concern that may influence

“ how the character relates to the campaign and

Jother players. If the character is a megalomani-
ac, the player may wish to play the character as
if she were better than everyone else. The pos-
sibilities are endless and should be given serious

thought

Character Evolution

Characters grow and evolve in a number of
ways in the Xro Dinn Chronicles™ SE. As the
character plays in a game, the player can have
her character's personality grow. The character
can also develop a more tangible history with
specific characters and events. This can lead to
a more detailed and subtle interaction among
the players and characters. Generally this
becomes more fun the more involved the game
is.

A character evolves primarily through experi-
ence in the Xro Dinn Chronicles™ SE. Each
time a character participates in an adventure,
the character learns more about how to practice
skills, shoot a gun, and build a better computer.
Characters gain experience primarily by acquir-
ing experience points. Experience points are
numbers that represent the character's involve-
ment in the game. Experience points may be
awarded for good character playing, use of skills,
outwitting an opponent, gaining honor (for
some races), and much more. A list is provided

- 8
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below of actions and situations and their worth
in experience points.

Gaining BExperience Points

The experience points table is geared towards
playing in character and thinking through prob-
lems rather than fighting through situations. It
demands more of a character to actually deal
with a situation, than to just clunk the situation
on the head. Characters who point a gun at a
problem do not find innovative solutions for
dealing with diverse situations. The experience
point chart reflects this philosophy. Experience
points should be awarded at the end of a play-
ing session or at the end of a game.

Gaining Experience points

EP Action
1 5 skill uses (successful or not)
2 -4 |adding an interesting twist to the story
1 avoiding violence
2 -5 |brilliant plan
1 character deduction
2 -5 |[clever plan
2 discovering a plot
1 -3 [good character intention
2 -4 [ingenious solution
2 -5 [moving story ahead

1 outwitting an opponent
1 playing character personality
1 quick thinking solution
1-2 |solving a puzzle
1 -3 |subduing or defeating an opponent

Spending Experience Points
Characters can use experience points to buy
new skills or increase the level of skills they have
previously purchased. The skills section has all
of the information about skill development
through experience points. Other ways of
spending experience points are detailed below.

Raising Attributes

Characters can also use experience points to
directly increase their primary attributes.
Raising the attributes costs the number of expe-
rience points equal to the new score on the
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attribute minus the racial modifier. For exam-
I ple, lets say a Middarian with a strength of 24

wanted to raise his attribute to 25. The
Middarian would have to pay 10 points for a 25
strength. (25 -15 = 10). The maximum attrib-
ute is 20 + the racial modifier.

Combat ModiFfier

J Raising combat modifiers is different from
raising skills or attributes. It represents how
well a character can handle the stresses of com-
bat. The only way to increase combat modifiers
is if the character is actually in combat. Usually
the combat modifier will be a negative number.
To raise the combat modifier by one point, the
character must be in a number of combats
equal to the number of the combat modifier
(whether positive or negative). For instance,
the character would need to be in 4 combats to
raise the combat modifiers from -4 to -3 or from
4 to 5. In addition to the combat modifier, the
player should also keep track of the number of
combats the character is in until the combat
modifier is raised.

Optional Rule- Some game masters may
feel that some combat situations may end up
making a character more afraid of combat. The
game master should have the player roll for
each combat (as normal). If the character gets
a result of 1 or below, the character will receive
a -1 to combat modifier.

=, . \
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Aging

During the course of play, characters will age.
This is not an immediate concern during play,
but can become a consideration in some cam-
paigns. Often, the game master will want to use
the effects of aging to create older NPC's that
the players will encounter. When aging does
come into play, game masters should consult
the chart in the character creation section. The
chart indicates both the relative ages of a char-
acter and the effects that age will have on the
character. The Xro Dinn are not mentioned
because all of their aging information is provid-
ed with the racial descriptions.

|
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Age Effects t
Each of the races ages in a different fashion. ¢
Because of this, the age effects are described r
with the attributes. In campaigns that extend 1
over long periods of time, the character may age z
from one category to the next. In these cases, a
look at the difference between the ages and not 1
the age modifiers themselves. For example, if a i
Quiizbenqq aged from mature to middle aged, o
they would gain an additional 2 points of intel- n

ligence (and not 7 points).
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Honor & Face

Honor is the character's moral standing. It
is based on the standards of the character's race,
society, and culture. The character may choose
an Honor code that differs from the standards
of her society. A character should stick with the
Honor system of her race unless there is good
reason to change. The game master should be
the final arbiter of what Honor system a charac-
ter may use.

Face is how others view the character. The
typical morality of the character's own society
determines Face. Gauging Face between cultures
can be problematic, because the interpreter's
Honor system may differ significantly from the
Honor of the subject. For example, a Middarian

tand a Sehlmna will each interpret another

Sehlmna's actions in an entirely different way.
This distinction is important, but the charac-
ter's Face will be primarily determined by her
culture. If game masters want to spend time
determining how other races will react to the
character, they should feel free to do so. The
reaction modifiers (listed in the Game
Mechanics section) are designed to reflect how
other races will react to the character and
should be factored into appropriate rolls.

Only actions that are known or suspected by
others are used to determine Face. If others are
unaware of a particular feat, the character will
have a different Face for one person than for
another. Game masters and characters should
assume that unhidden actions will be consid-
ered when determining the character's Face.

Honor and Face are important because char-
acters are often judged by their moral standing
in society. To some races, such as the Middari-
ans, this is exceptionally important, while to
others it is only a minor consideration. Using
Psyche Scan I or II may pick out discrepancies
between Honor and Face, but these scans can
only discover that a discrepancy exists. They
cannot indicate the cause of the discrepancy,
though Psyche Scan II may be used to estimate
its approximate nature. It might reveal that a
character has killed, but not who, where or

o
Effects of Honor

ey

when, without a more detailed investigation.

Effects of Honor

Honor may affect the character's social inter-
actions. Characters with a large amount of
Honor will be well respected within their own
society, and others will treat them accordingly. It
does not necessarily affect how other races treat
the character. For instance a Middarian who
has gained a great deal of Honor will be well
respected by his or her peers, but Terrans would
not respect him. Some of the other Middarian
clans would respect the Middarian for the
Honor, but would not bow to the authority of
that individual. Below are the levels of Honor.
Below that are the descriptions of these levels
and their effects.

Honor Honor Level
up to 0 Ignominious

1 to 50 Decent

51 to 150 Honorable

151 to 250 Respectable

251 to 500 Esteemed

501 plus Revered

Ignominious: The character has done some-
thing considered heinous by her culture's stan-
dards, or has committed so many minor infrac-
tions that she is scorned. People who are aware
of the character's past automatically receive a -1
FS towards any reactions to the character. The
character will probably be looked down upon by
members of her culture and will have to work
hard to gain any respect.

Decent: The character is a decent member of
society, but still has many flaws. The only real
clout she has comes from her work or her posi-
tion.

Honorable: The character is recognized as a

good person (as defined by the culture). The |
character is someone that others will come to |

for help or advice. The character does not hes-
itate to do a good deed.

Respectable: The character is recognized for
his high moral qualities and for his position.

#1,..--""'"""""--.._5
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Others may be willing to help the character
based upon reputation alone. Other people
may dislike the character for being so scrupu-
lous and will do what they can to mar the char-
acter's reputation. People who know of the
character's deeds will receive a +1 FS reaction
towards the character.

Esteemed: The character has spent a great
deal of time gaining the admiration and respect
of others. The character will be recognized well
beyond his hometown and will be able to get
help from others who agree with his views.
There will also be several people who have been
hurt by the character's actions and may want
revenge. The character is seen as a figurehead
for his cause. If the character is part of a House
or other structure, then he may start a new
House and have up to 2d4+2% of the House
follow.

~ T
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Revered: The character is highly recognized
for her position. The character will have many
friends and allies who will try to associate with
her for publicity's sake. Some will actually
appreciate the character for the work done.
Others will see the character as a threat. The
character will be a hero to many. A revered
character gains a bonus of +3 FS when dealing
with other characters. If the character decides
to start a new house, she will have 3d6+5% of
the current house.

Famik/ Honor

Family Honor is the last thing to be taken
into account when fleshing out the character.
For many characters such as the Vajjra or the
Kordron, this concept has no value. The
Quiizbenqq consider only corporate Honor in .
this context. It is very important to some races, {

and it provides a measure by which to \
judge the character. Relatives of people
with high social standing will usually be
judged in relation to their position.
Not all game masters will wish to
| include this, but it can be useful in
many situations. To determine what
the character's family Honor is, consult
the table below.

Race

Social Status Famiby
Honor

Outcast -1d4 x 10

Lower 1d20

Middle 1d20 + 10

Upper Middle 1d4 x 10

Upper 2d6 x 10

High 4d6 x 10

Racial Pronunciation Guide

=+ Middarian mid- r'- -en
| Pjanji pa-jan'-j
| Quiizbenqq kw '-zen
Sehlmna selm'-ni
Terran ter-en

Pronunciation
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MYiddarian

Anatomy and Physiology

The Middarians are a medium-sized (1.8
meters), bipedal life form. They resemble a
cross between a humanoid flying squirrel and a
wolf. The skin color, which is hardly visible,
ranges in color from light gray to black. The
whole body is covered with thick short fur that
can vary from brown to gray. They have two
arms and two legs that bend at elbow and knee
joints respectively. On each side of the body,
starting from about the wrists to the legs, is an
extended flap of skin that when stretched can
act as a glider membrane which the Middarians
can use to glide short distances. The bones are
lightweight and flexible.

The legs are slightly shorter than normal for
a humanoid species, while the arms are about
the usual size. The Middarians have small
palms and feet that are easily adaptable to
climbing through trees. They have four long
fingers on each palm and six long toes on each
foot. The fingers and toes only have one knuck-
le (Terrans have two). The ends of their fingers
and toes end in strong cuticles that can be used
as claws.

The Middarians have thick necks that lead
up to a pointed, wolf-like face. They have
strong jaws underneath extended snouts. The
mouths are filled with rows of sharp pointed
teeth adapted to eating live prey. Their two eyes,
designed to see in dim light, are set back and to
the side of the head. They have two ears, locat-
ed to the sides and a little further back on their
heads, which start out rounded and end up
slightly pointed.

The Middarians reproduce heterosexually
with a four-month gestation cycle. Each preg-
nancy usually results in two offspring, but three
or more is not uncommon. There are never more
than five young in a single litter. Middarians
mature in fifteen years.

The Middarians have an excellent sense of
hearing. They can hear much quieter sounds
than Terrans, in addition to receiving ultrasonic
and infrasonic sounds. They also have excep-

Middarians - Anatomg and Phgsiologg
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tionally sharp vision, although they can only see
about half as far into the blue and red wave-
lengths as a Terran can. They have a good sense
of smell and a better sense of taste. Middarians
have little sense of touch.

Ratural Habitat

The Middarian home world, Modaith, is a lush,
forested planet with huge trees that reach well
over a kilometer in height. All Middarian cities
are built within these trees, and even their star-
ships are launched from within them. Their
huge size and the planet's high humidity make
the trees fire-resistant, so the early attempts at
space flight did not harm them in any way.
While some sunlight penetrates the canopy of
leaves, it is quite common for clouds to form at
house level by midday. The temperatures on
Modaith range from a few degrees below zero
near the polar regions to about 70 degrees
Celsius close to the equator. The Middarians are
comfortable in all of these latitudes.

fmif;
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Lile Technology

The Middarians enjoy a wide range of appli-
ances that augment their day-to-day existence
and free them for more important maters. They
use robots in all manufacturing processes. They
have built most of their machinery in the past
few hundred years. Earlier, they devised gadgets
more out of curiosity than genuine need. Most
of what they build is lightweight and easily
portable.

Middarians live in close relationship with
their forests. They make their homes around
and through the trunks of the trees. They col-
lect dead wood and reinforce it chemically to
malke it stronger, more flexible, and resistant to
decay. This is their chief building material.

Most Middarians prefer to wear brightly col-
ored tunics and capes. They enjoy light clothing
that fits loosely around their torsos and does
not interfere with their gliding capabilities.
They do not like to wear shoes, but if necessary;,
they wear soft, mitten-like shoes that leave
their toes exposed. If they need boots for pro-
tection, they wear a wide metal rim that covers
the tops of their feet, but leaves the bottoms
bare.

Speech and Languages

Middarians speak in a similar manner to
Terrans. They force sounds made with vocal
chords through their mouths. They shape the
sounds with their tongues and mouths. They
find lower tones easier, but they cannot define
sounds as distinctly as most Terrans. Their
voices are rough.

The Middarians have had a tremendous
amount of interaction and have a developed a
trades tongue, Sirrian, which is spoken all over
the planet. Aside from that, the Middarians
tend to speak their own clan's tongue. There
are several major clan tongues, and a few hun-

. dred obscure clan tongues, which are hardly

spoken. The major clan/languages include Agru,
Kanantiag, Purak, Ak-Gu, Lopiag, Mank',
Kazair, and Shjann.

Social Structures
The Middarian society is filled with many
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ancient social structures and rules, which the
Middarians follow to this day. The most
ancient is their system of honor. Honor begins
with social standing. Social standing is, first, a
product of the particular family/clan to which
one belongs and feels absolute allegiance. The
second consideration is the relation of the char-
acter's immediate family to the clan. In combi-
nation, these two determine where the newborn
Middarian fits in the clan and his initial level of
honor.

Honor is a strict and rigid concept within
Middarian society. They have particular codes
and laws which even the most diabolical
Middarian will attempt to conform to in her
quest for power. They believe that dishonor of
the individual is a dishonor to both family and
clan. A clan affected by a member's dishonor-

able actions may decide to disown him. This is //
Dissolution is a

referred to as "dissolution".
serious offense and the character cannot set
foot on Middarian ground until the matter of
honor has been resolved. A more detailed look
at Middarian honor can be found under the sec-
tion on Honor and Face.

Each family/clan is referred to as a house.
The house is the place where each Middarian
grows up, lives, and ekes out his life. It is the
central focus of honor toward which each
Middarian feels great loyalty. The primary rela-
tion of each Middarian is the family. This is the
group that molds the characters, teaches them
about honor, and helps them to develop a sense
of purpose. The secondary relation is to the
clan. The clan is the extended family. The
highest member of the clan is said to run a par-
ticular house. This member has the most honor
and is usually the oldest. It is a dishonor to kill
the head of a house unless it is in a matter of
direct personal honor, and in a duel. Most of
the members of a particular house live within
the same forest.

The expectations of the males and females
are also strictly determined structures. Males
deal with matters of clan interests, politics, and
warfare, while females deal with most other
matters. They are partially responsible for car-
ing for their young, preparing them for duties of
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honor, combat, and other important issues. The
females are the first to train the young for com-
bat soon after they can walk, but males and
females share many of the same duties. Caring
for the young, making minor decisions around
the house, and discipline are amongst these
duties. In cases where there is disagreement,
there may be discussion, but the male will
always have the final word.

Another major structure within the
Middarians is the religious order. The religious
leaders within the Middarian society have a
great deal of power and influence. Middarians
who wish to forsake their family honor become
part of the religious cast. The House of Purak
is the only house that allows members to wash
away the stains of their dishonorable past and

. become new again. This is a particularly gruel-
ning process that requires self-mutilation and

Jstarvation to regain purity. Few ever make the
attempt.

Culture

The Middarian culture is replete with ancient
beliefs that extend back beyond any
Middarian's memory. Primary are their religious
beliefs, which permeate everything they do.
The Middarians have a strong belief in the exis-
tence of the supernatural. They have stories of
ancient demons, not in corporeal forms and
impossible to fight, coming to plague them once
every thousand years. People would disappear,
or fall ill and die, and dark specters would come
to ravage the land. Many religious Middarians
still believe these stories.

Today, the concept of the supernatural
equates it with energy. The Middarians fear the
use of energy and will not use it, even in projec-
tile weapons. They do not like the modern era.
They believe that the use of energy in starships
will bring back the demons of legend. Even
Middarians who dismiss the idea of demons and
the supernatural will still prefer not to use

. exclusively energy weapons, but will use a com-

bination of the two instead.

The Middarians are a rough, mean people.
They have no room for forgiveness and dishon-
or, and view a person as a result of their actions.

Middarians can be caring, bum and
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respect for the clan temper this. When they are
not busy with matters of the clan or honor, they
enjoy playing games that test and hone their
combat abilities. They will show their feelings
to people they are close to more easily than to
outsiders, who will see only anger, laughter and
coldness.

There are three main cultures among the
Middarians. It is uncommon for them to live in
the same town, but they can all be found in
many cities throughout the planet. They will
rarely intermarry. Each culture has strong tradi-
tions, so they have rarely intermixed. However,
the Shakrain have taken a few of their beliefs to
the Dozoktan and Zarakar.

Dozoktan — The Dozoktan is a strong-willed,
individualist culture with a strong belief in the
ancient traditions of its people. To this day, no
Dozoktan has ever fired an energy weapon.
They will never fire any weapon in personal
combat, but preferring to attack others in hand-
to-hand combat, believing it to be more honor-
able. They are extremely arrogant. They are
better at fighting in hand-to-hand combat than
either the Shakrain or the Zarakar. The
Dozoktan are well respected among the
Middarians.

Shakrain — The Shakrain are steeped in the
ancient religions and traditions of their people.
The oral tradition runs strongest among the
Shakrain. They even believe in the ancient reli-
gions, which other Middarians believe to be
superstitions. They believe that demons stalked
them in the ancient times, and that they will
come again to wreak havoc on all who have for-
gotten the ancient ways.

Zarakar — The Zarakar are the most progres-
sive of the Middarian cultures. They willing use
modern weapons in combat situations because

they are the most effective. They are the most |

liberal and outspoken. They have a strong spir-
it of exploration, unusual among the
Middarians. They still hold most of the tradi-
tional beliefs about family and honor, but they
do not feel as bound to the family and tradition
as others do.
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Justice 8ystem

The Middarians believe in a harsh code of
justice. Aside from the dictates of honor, the
Middarians believe that each criminal action
has a necessary consequence. They believe in
prisons only when a person has committed a
crime against Middarian culture. This means
the individual exhibits behavior that is not con-
sistent with strong honor or dishonor, but
chooses a path that ignores Middarian beliefs.
Each clan has a different view on what violates
these beliefs, and people can be sent to prison
for different reasons. Starvation, torture, and
limb removal are seen as adequate methods of
correcting criminal actions. They also feel that
those who go to prison must pay for their
upkeep. It is the person's responsibility to work
for their life or die of starvation. Sometimes a
clan will decide to pay for the life of a member,
but this is extremely rare.

Government

The Middarians have a strong concept of
government that coincides with their clan.
Clans serve the dual role of government and
family within Middarian society. A breach of
the family is looked upon in the same manner
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as treason in societies with governments. The
Middarians have created a world government.
It is made up of a few clans and heads of clans
to make decisions about the future of the
Middarian people. It is usually referred to as
The Council of Many. It is the basis for the for-
mation of the Middarian Empire, and the one
who is the head of the council is known as
Mylkkyan, or emperor. Mykkyan has the abili-
ty to make any decisions so long as 25% of the
council agrees to her decisions. The Middarians
often engage in duels to gain the position of
emperor, if they feel that the current emperor is
not honorable.
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Distory

Middarian history is primarily an oral one,
told differently by each person. It is seen as a }
matter of honor for everyone to learn this his- /
tory that is full of "demons", wars, clan infight- \5
ing, and great heroes fighting impossible battles
and performing incredible feats. The
Middarians view the individual who does the
feat as the real hero. When they fought the
Sharr'Dann, they saw themselves as great
heroes in epic battles to save the universe.
They tend to downplay the role that anyone
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else might have played.
Personalities
Middarians tend to be arrogant and cocky,
with humility only towards their own clans.
They are self-righteous, and they do not see the
need to put up with nonsense and sentimental-
ity when it comes to matters of honor. They are
strict, hard people who care about how things
are, and what they can do to improve different
situations. Middarians get to roll 1d4+2 traits
from the following table. For each trait roll per-
centile and consult the chart on the following
page.
ifTiddarian Personality Traits
Roll Trait Roll Trait
i 1 abrasive 48 -49 honest
2-3 aggressive 50-51 honorable
4 angry 52 hotheaded
5-6 arrogant 53 hubris
bigoted 54-55 idealistic
bloodthirsty 56-57 | impulsive
9-10 brave 58 independent
11 cocky 59-60 | just
11-12 combative 61-62 loyal
14 compulsive 63 mean
15-16 confident 64 morose
17 confrontational | 65-66 | obsessive
18-19 courageous 67 - 68 overbearing
20 cruel 69-70 passionate
21-22 | cunning 71 prejudice
23-24 | decisive 72-73 | proud
25-26 egotistical 74 psychotic
27 dominating 75-76 quick-tempered
28-29 fanatical 77 -78 rash
30 feisty 79-80 | rebellious
31 foolhardy 81-82 | reckless
32-33 friendly 83 -84 responsible
34-35 gluttonous 85-86 self assured
36-37 grim 87 -88 sexual
38 -39 hardworking 89-90 | stern
i | 40 - 41 harsh 91 -92 strict
| .
42 hateful 93 -94 stringent
42 - 44 haughty 95 - 96 stubborn
45 - 46 hedonistic 97 - 98 vengeful
47 helpful 99-100 | vicious

ey

TRacial Abilities

Middarians have the ability to glide short
distances using the membranes that stretch
from their arms to their feet. They can usually
glide about half the distance that they achieve
in altitude. Adverse conditions may change the
situation.

The Middarians train themselves to be pro-
ficient in combat, no matter what their profes-
sion. They can always select ANY combat skill.
Skills purchased will be at one difficulty level
lower (from Professional to Advanced).

Because of the Middarians' combative socie-
ty, they are mentally prepared for combat situa-
tions. They gain a bonus of +1d4 +2 to com-
bat modifier in addition to any other bonuses.

Relations

The Middarians are liked by most of the
races but not overly so. Most people see them as
respectable, but too strict and combative. Most
people realize that they have formidable physi-
cal prowess and cunning. To those who get on
their bad side, they can be as feared as the
Sharr'Dann.

They do not like most of the other races.
They find them too weak or too fragile. They
think the Terrans are good sports, but they also
believe that they are the lapdogs of the
SharrDann. They have learned to respect the
Pjanji (especially the Sanjadu), who often seem
deceptively weak. They are not fond of the
Sehlmna, who they think are too wrapped up in
their own feelings.

The other races, while wary of them in most
encounters, actually respect the Middarians.
The Pjanji recognize the spiritual strength of
their honor. The Terrans are still trying to earn
their respect, but many believe this will be
impossible. ~ The Sehlmna believe that the
Middarians ignore their true inner selves with
their constant games of combat.

Character Creation

Middarians can be fun characters but also
quite a pain. They try to follow their honor sys-
tem to the letter, but many of them do not have
the strength to do so. The methodologies they
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use often cause problems when working with
other, more government-oriented groups. They
can be arrogant and bullheaded and do not eas-
ily back down from their positions.

Middarians are extremists at everything they
do. When they have made up their minds
about a course of action, they follow through
wholeheartedly. They will tend to be less
diverse in the skills they get, but they will usu-
ally be quite a bit better at them. They consid-
er themselves part of a greater whole. Their
families will usually choose people with the
appropriate skills needed to get a task done.
When they are working with other races they
will tend to expect the same.

All Middarians will give their family name
before they give their real name, which must be
earned in the course of play. The names will
often reflect a deed they performed that made
them respectable in the eyes of their house.
Only then can they choose a name for them-
selves. A few typical names are given below:

Name Name Name
Bodriath Karriar Myrkian
Brinuan Kesith Myroah
Fea Kylin Mysethiar
Invariar Lephiar Mytan
Jarrock Lomiath Nissan
Honor

The Middarian concept of Honor is one of the
most intricate and detailed of the Honor systems
within the Frontier. The Middarians are passionate
about determining the Honorableness of any action.
Even the suspicion of a dishonorable act can dishon-
or a Middarian. There is only a small distinction
between personal and family Honor. A Middarian
starts the game out with the same amount of Honor
as his or her family.

Honor and Face are very important, because the
Honor of an individual reflects on the Honor of her
house. This provides a kind of moral support for
each member of the family to look after other peo-
ple to prevent them from doing dishonorable acts.
But even needing to be looked after can be a sign of
weakness to the Middarian. For every 15 points of
personal Honor gained, the Middarian's house gains
one point of Honor. For every 10 points of person-
al Honor lost, the Middarian's house loses one point

Middarians - Honor
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Condition Honor ¢
being accused of a crime -4 r
avenging clan injustice +8 i
avenging injustice +4
banishment from family -10 z
beating the odds +3 a
believing in Middarian religion 5 1
breaking an oath -8 3
causing own house/clan to fall -100 i
cheating -3 o
completing a mission +4
considering own honor above the clan's -12 n
considering self above the clan -6
being defeated by a commoner -5 T
defeating ancestral enemy's family 25 h
defeating ancestral enemy 5
entering into debt =3 ¢
failing a mission -10 i
faking belief in a religion -5 _f R
forming an honorable alliance +4 I a
hiding dishonor -8 h C
indulgence +1 C
killing others to hide dishonor -45
killing the head of a house -25 s
killing the head of an ancestral enemy's house +5
Killing the helpless or the weak -10
losing a fight to an equal -2
losing a fight to an inferior -4
losing a fight to a superior -1
not challenging an accusation of dishonor -4 '
over indulgence -2
refusing the father -12 "‘\'
refusing an honorable request from a friend -5
refusing an honorable request from an enemy -3 f /
risking life for beliefs +7 3
showing disloyalty when tempted -4
showing loyalty when tempted +3 r
standing ground in adversity +2 ‘_‘
stealing -5 '
taking a bribe -7
upholding family Honor +6 /
upholding personal Honor +4
using psionics against an equal -10
using psionics against an inferior -15
using psionics against a superior -5 -'i"
winning against a superior opponent +2 ' lt- 1
Dozoktan Honor
freely bowing to another's wishes -5 '.i A
using an energy weapon -25 .
using a melee weapon in ranged combat +5 ﬁ 1
using an energy weapon in melee combat -75 R
using a ranged weapon -15 E
using a ranged weapon in melee combat -45

Pl Sy
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of Honor. If at any point a Middarian's personal
Honor drops 25 points below her house, that
Middarian will be excommunicated permanently.
No member of the house will be willing to acknowl-
edge her existence (unless she is physically assaulting
the house members) until her Honor becomes at
least 25 points above the house's Honor.

Y¥iscellaneous Tniormation

Roll  Hair Color Roll Eye Color
1 brown 1 amber
2 brownish red 2 black
3 brownish silver 3 blue
4 golden brown 4 brown
5 red 5 green
6 reddish brown 6 red
7 reddish silver 7 silver
8 silver 8 yellow
9 silvery brown
10 silvery red Roll Eye Quality
1 bright
Roll  Hair Quality 2 colorful
1 course 3 dark
2 dry 4 vibrant
3 fine
4 matted Roll  Skin Color
5 oily 1 black
6 thick 2 dark gray
7 thin 3 gray
8 wiry 4 light gray
Roll  Build KG*
1 gaunt 25 + 1d4
2 frail 27 + 1d6
3 thin 29 + 1d8
4 average 31 + 1d10
5 thickset 33 + 2d6
6 pudgy 35 + 3d6
Age Category Age
Young 8 + 1d6
Mature 15 + 1d20
Middle Aged 43 + 1d20
Old 73 + 1d20
Aged 113 + 1d20
Height

125 + 2d3%x10 + 1d10 centimeters

*Multiply this number times the character's height in
meters for kilograms.

Pjarji ~ Anatomg and Pl‘ngsiologg
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"I bet you thought that all we sold were wares.
What you didn't realize is that the services we offer
make us more attractive than our goods. I'm talking
about illicit services, such as espionage, computer hack-
ing, evidence disposal, assassinations, etc. It's all in
the name of spirituality."

AYATOMY @D PHYSIOLOGY

Pjanji are a humanoid species somewhat sim-
ilar to Terrans, having two arms and two legs in
a bipedal structure. The dissimilar aspects start
with the fact that they have four fingers and
three large toes. The nails of their fingers and
toes match the color of their eyes.

The most unusual aspect of the Pjanji is the
head. They have square faces with large oval
eyes and four small slits for noses. Their
mouths appear to be an additional set of nostrils
located underneath their noses. Their mouths
are small and filled with many columns of teeth,
primarily used for grinding. The upper portion
of the head is larger than the surrounding facial
structure. It starts from about where the eye-
brow would be then slides down to the back of
the head. It extends from about 5 centimeters
on the front part of the head to about 10 cen-
timeters around the sides and back. It is a
thick, strong, cartilaginous structure that pro-
vides the Pjanji with protection against physical
impact. Pjanji have no ears. They hear by sens-
ing vibrations with the sensitive membrane that
is located on the bottom side of their upper
head structure.

The Pjanji have an excellent sense of hear-
ing. They hear widely and more deeply than
many races. They can hear from the infrasonic
to just within the ultrasonic range. Their sense
of sight is a little less keen. Most Pjanji see in
black and white with only a vague hint of color.
Aside from that, the Pjanji's sense of sight is
only slightly less acute than Terrans. The Pjanji
have little sense of taste or smell. Their sense of
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touch makes up for this. They can sense the
quality of food or clothing just by feeling it. It
usually takes other races a whiff or a taste
before they can determine edibility.

The Pjanji reproduce heterosexually. There
is a male and a female gender that play similar
sexual roles to Terrans. The females are usually
a little bigger and a little more robust.

H@TUR(QL H@BITGT

The Pjanji are actually quite adaptable to a
wide range of climactic regions. However they
prefer living in humid climates with tempera-
tures between 20 and 30 degrees Celsius.
Ajjtan, their home world, is a warm planet with
rich tropical jungles and moderately dense rain
forests. The Pjanji are most comfortable in cli-
mates with some degree of moisture in them.
They do not fare well in extremely dry climates.

LIFE TECHNOLOGY

The Pjanji enjoy a wide range of technolog-
ical appliances that help to enhance their daily
existence. Androids and robots help the Pjanji
to do much of the mundane work and supply
labor in their factories. Very few Pjanji really
need to spend a great deal of time working.
Instead, the Pjanji focus on creative aspects,
designing a truly remarkable range of items that
nearly anyone can enjoy. They have some of
the most complicated and well-known games in
the galaxy.

The word Pjanji means jewelry-wearer. The
Pjanji enjoy adorning themselves with an
incredible amount of jewelry. They have arm
and leg bands, neck rings, lobe rings, palette
loops and many other kinds of jewelry. They
enjoy wearing a variety of bright clothing
underneath their jewelry. Themes are often
selected for the style of jewelry. Some choose
to go with a silver or gold motif, while others
may choose squares or hoops.

SPEECH A LANGUAGES

The Pjanji have a vocal range similar to a
Terran's, but they use much more melodic
sounds, which they put together in vastly differ-
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There are seven different languages amongst
the Pjanji. Because of their strong tendency to
trade, the languages have become pidgins of
other languages. The first three, Pjinra, Jraddji,
and Kjinn are primarily trade tongues common-
ly found in the Janju and Sandaju cultures
(described below). Other Pjanji often know this
tongue as well, but it is primarily used for trade.
The Semjanja, who keep many of the old tradi-
tions alive, use Tjall. Tkafja is the language of
the Pjanji who build new products and design
spaceships. The most self-reliant Pjanji speak
Jyrjes. The Pjanji who speak Tarjas are most
interested in spiritual attainment

SOCIL STRUCTURE

The Pjanji are best typified by the term anar-
\cho-capitalists. They do not believe in govern-

.-'Iment, and feel that capitalism is the best left

unchecked by the affairs of governments. Pjanji
will ignore all governmental regulations and will
usually go through with a deal if they feel it is
equitable. This is not to say that if a govern-
ment put up a blockade, the Pjanji would ignore
its existence. They would take it into account
when determining the price of the goods.
Money is an end unto itself.

The Pjanji do have one primary social rela-
tion, the clan, which is considered to be
extremely important. All Pjanji belong to and
work for a particular family clan. Often this
clan will serve as a guild for the younger Pjanji,
and only those born into it may learn the fine-
tuned techniques of that particular clan. A
Pjanji owes his entire existence to that clan and
has an obligation to respect it at all times. Each
individual is respected, but the clan is the cen-
ter of the Pjanji's life.

The Pjanji do not take this to an extreme.
The Pjanji are a very spiritual people. They
believe that each individual should explore
other sides of existence that do not emerge in
activities such as moneymaking. The Pjanji feel
many religions are acceptable. Some involve a
discovery of self through the understanding of
the religion. This can take the form of intense
physical and mental training. More often, it is

ey

a search for truth culled out of several religious
texts. Other religions involve deep reorienta-
tion of the self to society through religious
release. The religions are quite varied.

The Pjanji look up to individuals who are
successful in trade. They do not slight those
who function as team players. In fact, they are
usually commended as part of the success of an
operation. Trade is seen as a measure of Pjanji.
It indicates how well a Pjanji can interact with
her or his own as well as other people.
Interaction, for the purpose of trade, is consid-
ered to be very important because it also hints
at the spiritual strength of the individual.
Those that fail at trade negotiations are seen as
spiritually weak as well.

CULTURE

The Pjanji are a simple people who prefer to
look at the interrelations between actions and
events. They view the universe as a complex
interweave of actions, reactions, and causality.
They view sentience as self-caused. Each indi-
vidual is responsible for his actions, but they
view each individual as not responsible for what
position he is in, but for what he does because
of that position.

The Pjanji do not view anything they say as
absolute. Instead, they see themselves as mere-
ly having a particular perspective for interrelat-
ing to the world. No statements that are
uttered by a Pjanji are seen as final. When
material goods are exchanged, that exchange is
seen as finished so far as nothing continues
from that point forward. To the Pjanji, things
are always in motion and changing, so it seems
artificial to take a set of trades out from the part
of the interaction and focus on it and say that a
trade is done when everything is always in
motion.

JAMd — The Janju are the best-known of all the |

Pjanji. They travel off world and throughout

the Frontier in large family clans, buying and |

selling goods and services to prospective clients.
They are even sell their own skilled laborers,
such as intelligence agents, for profit. One of
the interesting offshoots of their culture is a
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need to manipulate others. The Janju feel that
it is wrong to cause another distress over a bad
deal, because it reflects negatively on their spir-
ituality, but they also feel that if they can do
this without wupsetting the other party then it
is an indication that their spirituality is strong.

SQNjAdU — The Sanjadu are a spiritualistic war-
rior culture that has many of the same tradi-
tions as other Pjanji, while retaining their fight-
ing traditions. They feel that battle prowess, as
well as a strong trading spirit, is needed to make
one whole. They explore the combative side of
their personalities. They are a bit less common
than the Janju, but are still quite prevalent.

SEMANQ — The Semjanja settled down and
established permanent business opportunities
in a single location. They are the most likely to
integrate with another governments; however,
they believe that governments should be
extremely lenient on trade. Aside from that,
they believe government is superfluous. The
Semjanja tend to be the most honest of all the
Pjanji.

JUSTICE SYSTEM

The Pjanji view justice as a measure of spir-
itual strength. Those that follow the laws
(which are assumed to be good) have great spir-
itual strength. Those who break the law are
looked down upon, but are not hated. The
usual "punishment" for lawbreakers is help in
their spiritual life. This may include counseling
or time off in order to increase their spiritual
connections.

The Pjanji do not have any formal judicial
system. Instead, law is passed down through
family clans that are responsible for the spiritu-
al being of each individual. "Laws" between
each family/clan are not uniform. Each family

\ has its own way of interpreting and viewing the
| laws of the universe. This can also be said for

each individual, although each person's view is
related to the family.

Pjanji justice is not usually dependent on
particulars (a particular being, "do not do
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Pjarji - Government

action X"). Pjanji view justice as a modality of
interaction. If one can relate well to others and
help them to understand the position of the
Pjanji, then the "infringement" may not be seen
as a problem. This has led to the Pjanjis' repu-
tation as smooth operators, long on talk but
short on good faith.

GOVERNMENT

The Pjanji see government as extremely repres-
sive to the individual and as a damper on spiri-
tuality. The Pjanji are anarchists. They believe
that government in all of its forms should be
abolished. The clans may be viewed as a form
of government, but their structures are sugges-
tive rather than absolute.

HSTORY

The Pjanji were originally a warrior society. \

Because of the great abundance of minerals, a
merchant class emerged. The Pjanji began to
see jewelry and trade as signs of spiritual and
economic strength. They spent great amounts
of time in pursuit of jewelry and fine clothing.
Jewelers, gemologists, and other types of metal
workers gained respect within society and even-
tually became the heads of prominent family
clans. These clans would eventually form the
basis for relative peace on the Pjanji home
world by creating standards of trading and fos-
tering interdependence among the clans.
Generations of clan marriages have healed
many rifts and averted outright war.

Alongside the trading tradition is a long his-
tory of mysticism and mythology. Until the end
of the third scientific era, the Pjanji believed in
spiritual concepts that most Pjanji today do not
find credible. These beliefs were considered
extensions of their psychical selves.

With time, they lost the need for arcane
symbols and instead sought spirituality within.
This is the root of their beliefs today.

PERSONALITES

The Pjanji are highly creative individuals
with a definite sense of self-value. They have a
strong connection to their families, which are

90 =B N—==" QR ~0p 30 7N

Q T~

naao3




JO0 =~ =B N==Q ~0p3p 3N

QA T~

n Qoo

-
-

-~

-
o

Pjanji - Racial Abilities

- o —
Pﬂia'\ii Pefsona]i*y Tt’ai'l';

Roll Trait Roll Trait
1-2 aberrant 49 -50 | individualistic
2-3 adventurous 51 industrial
4-5 amoral 52 introvert
6-7 anarchistic 53 -54 | inventive

8 audacious 55-56 | loquacious
9 careful 57 loving
10 casual 58 -59 | materialistic

11-12 | cheat 60 - 61 | manipulative

13-14 | competitive 62 mean

15-16 | confident 63 odd

17 -18 | congenial 64 - 65 | optimistic

19 conservative | 66 -67 | organized
20 cruel 68 - 69 | outgoing
21 curious 70 -71 passionate
22 -23 | deviant 72 -73 | personable
24 diligent 74 patient
A 25 dreamy 75 proud

26 - 27 | easygoing 76 -77 | punctual

28 -29 | eccentric 78 -79 | realistic

30-31 | economical 80 -81 | responsible

32-33 | enterprising 82 reverent

34 extrovert 83 -84 | self-assured

35-36 | friendly 85-86 | skeptical

37 -38 | greedy 87 -88 sociable

39-40 | happy 89-90 | spiritual

41 -42 | hardworking | 91 -92 | stylish

43 - 44 | hedonistic 93-94 | thrifty

45 honorable 95-96 | trustworthy
46 honest 97 -98 | virtuous
47 - 48 | idealistic 99 - 100 | witty

held together by intense mutual feelings. They
allow a great degree of personal freedom among
the individual members of the family.
Individuals may explore the sickest and most
depraved acts, and the Pjanji family will not feel
repugnance. They recognize that spirituality is
a very personal thing, and it may need to be
explored in a variety of different ways.

Mistrust can break a tie within a Pjanji fam-
ily. If a member is suspected of being a liar, the
families see it as a threat to the well being of the
group. They feel sorry for the individual in
question, but will ostracize her until she proves
that she can be trusted again.

On the whole, Pjanji are spiritual but eccen-
tric individuals, who enjoy barter and trade as

w .
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part of their spirituality. Some can drive a hard
bargain, and some can be easy-going. Most peo-
ple who know Pjanji claim that, underneath he
is okay, even if he seems to be cruel or mean at
a particular moment. Their sense of spirituality
and self has given them an overall well being
despite any temporary setbacks

Pjanji start the game out with 1d4+2 per-
sonality traits. For each trait the character
should roll percentile and consult the chart
below.

RACIAL QBILITES

Because of the Pjanji's' strong sense of self
and spirituality, they gain the ability called self-
being. This ability has a difficulty level of
Advanced and uses willpower as a modifier.
Self-being allows a character to resist outside
influences like bribery, intimidation, indoctrina-
tion, and other skills designed to manipulate
the character including psionics. For every suc-
cessful factor shift against the Pjanji, they have
a +4 added on to the target number, which has
a base of 5.

Self-being also allows Pjanji to relate to oth-
ers in a very personable way. By using charisma
instead of willpower, the Pjanji can charm oth-
ers (using only her personality), and people will
react favorably. The Pjanji can also do well in
business dealings. For every successful factor
shift, the Pjanji can gain a 10% bonus in the
character's favor.

The Pjanji also have a negative ability as well.
Since they have such good hearing, they also are
highly vulnerable to sonic weapons. All sonic
attacks against the Pjanji receive an additional
+1 factor shift. This factor shift does extend to
critical area needed to hit, but does not apply to
the critical injury roll.

RELQATIONS

The Pjanji try to get along with all races and |

generally do fairly well at it, because they view
trade with others as a means for spiritual
advancement. They will go to great lengths to
accommodate their customers, but they will not
bankrupt themselves. Their keen business sense
gives them the edge. They do not care what a
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race is like; they try to get along with them.

Most of the other races have developed strong
relations with the Pjanji. Often, they are will-
ing to take goods and services to needy people
when others will not. This has built them a vast
trading empire within the Frontier and beyond.
Even the feisty Middarians have learned to
respect the Pjanji. The only race that does not
like the Pjanji is the Quiizbenqq, but many
Quiizbenqq still do business with them because
they have good prices and exotic goods. In
short, the Pjanji are the most-liked race within
the Frontier, despite some dishonest business
practices.

CHARQACTER. CREQTION

The Pjanji are open individuals who are tied
to their clans. They make excellent merchants,
but because of their diversity, they will explore
any occupation or profession they desire.
Depending on the situation, the Pjanji will usu-
ally sell his services through the family-clan. A
few have wandered off on their own, severing

P)anNjl HONOR

Condition Honor
angering a customer -4
betraying own family -25
becoming a clan leader +10
caught betraying allied trust -10
caught betraying trust -5
cheating others +6
exploring deprivation +3
failing a duty to the family -1
failing a major duty to the family -3
failing to make an important alliance -3
getting caught cheating others -8
getting caught using psionics to gain a client -5
holding oneself back -3
killing a potential client -20
killing a rival clan’s potential client -8
lasting trade alliance +5
major self exploration +4
making an alliance +4
self exploration +2
stealing without being caught +2
stealing while getting caught -8
successful business enterprise +10
successful business venture +2

A

~ e ~
ties with their families, but this is rare because
they lose the respect of other Pjanji. Their spir-
itual path may take them to any extreme.

The family clans usually have specializa-
tions. Some clans are geared towards selling
espionage agents' time, while others only trade
between different contact points. In designing
the Pjanji, this should be taken into account.
Soldier Pjanji could easily be part of a merce-
nary clan that sells their services to the highest
bidder. There are hundreds of different possi-
bilities where the Pjanji are concerned. This
should also give the game master a feel for
where the Pjanji will fit into the campaign.
There will always be at least a few merchants in
any given clan.

The Pjanji will usually give their clan names
in the manner that Terrans would give their
first names. After getting to know someone /'
(Some Pjanji prefer to use first names only in
business dealings to create an informal atmos-
phere), a Pjanji will feel comfortable enough to |’
give a secondary name that represents some
aspect of himself. Every name in Pjanji society
has a meaning that gives a clue about what the
bearer does. The clan name will be a translated
form of what they do. For instance, Mjaljadar
is a clan name that means Middarian Trader.
Feel free to make up a clan name to indicate a
certain aspect of Pjanji society. The secondary
(what we would call first) name usually says
something about the particular individual
rather than about the family-clan's occupation.
For instance, Senjan is Pjanji for "sly one". A
few of the most common names are listed
below.

Name Name Name Name
Ajjraja Jarjanni Mjanjar Sarja
Armijatji  Jarkatji Narjetji Sarji
Barjelpy  Jayajji Parjadi Tarjii
Bjacta Joustaji Parjkta Tjantji
Bjaddi  Jtalja Pjantaj Yelmii
Gjamra  Krenjouji Pjecj Zjamii
HONOR

The Pjanji have one of the most peculiar
Honor systems in the game. It is based upon
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the interrelation of the Pjanji to others. The
nature of the action performed is not as impor-
tant as the outcome of the action. They are
peculiar in that they feel it is important to
explore the depths of carnality as part of their
spiritual existence. The only boundary they
cannot cross is betrayal of their own clan. Pjanji
guilty of this are never truly trusted again. Even
if they spend years proving their loyalty, they
will always be regarded with suspicion.

The concepts of Face and Honor are an indi-
cation of spirituality and inner strength, rather
than a standard of morality among the Pjanji.
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NISCELLANEOUS INFORMQTION
Roll Skin Color Roll
brown 1
sandy 2
sandy brown 3
sandy gray 4
tan 5
tannish gray 6

QA T~

Eye Color
blue
bluish silver
green
greenish silver
yellow

yellowish silver

s
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Roll Skin Texture Roll Eye Quality
1 dry 1 bright
2 smooth 2 dull
3 soft 3 soft
4 oily 4 vibrant
Roll Build
slight
lean
slim
average
thickset

pudgy

KG*

28 + 1d4
30 + 1d6
32 + 1d8
34 + 1d10
36 + 2d6
38 + 3d6

NVl b W N~

Age Category
Young
Mature
\ Middle Aged
Old
J

Age

11 + 1d6
18 + 1d20
61 + 1420
101 + 1d20
151 + 1d20

| |
Aged

Height
95 + 2d4 x 10 + 1d10 centimeters

* Multiply this number times the character's
height in meters for final kilograms.
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Quiizbenqq

Apatomy and Physiology \
Quiizbenqq are a tall, pseudo-reptilian race
that looks similar to a snake centaur. The lower
portion of their bodies is thick and stocky, but
otherwise similar to a snake's. While the upper
portion is somewhat humanoid, it is still cov- |
ered with scales. The scales are smoothest on
the upper part of the body, becoming fairly
thick towards the ends of their tails. Scale color
ranges from black to aquamarine and is general-
ly uniform throughout. The only difference in
shading is on their softer underbellies, which are
generally darker than the rest of their bodies. o
Their heads are somewhat oblong with the cra-
nium stretching back twice the thickness of
their bodies. They have two eyes, similar to
human eyes except for their irises, which have
swirled spikes pointing inwards towards the |
pupils. The facial structure is actually quite flat
except for the small, lightly rounded noses and y
their well-defined chins. Aside from the fact
that Quiizbenqq have scales, their arms and
hands are quite similar to a Terran's. With the
exceptions noted, the only other external differ-
ence is that Quiizbenqq have three fingers and
two opposable thumbs.

While the Quiizbenqq appear to be reptilian,
they are actually warm-blooded. They produce
body heat, but are sensitive to environmental
surroundings. Their body temperature fluctu-
ates with the environment, but it usually stays
within a 10-degree Celsius range.

The Quiizbenqq are heterosexual and
oviparous. Once they mate, it takes the female
two months to lay an egg. The larvae need a full
year to incubate before they are ready to hatch.
The Quiizbenqq leave them in cyber-enhanced
incubators to guarantee a proper environment.

The Quiizbenqq's sense of perception is quite |
good. They have an excellent range of sight, |
from just barely into the infrared almost to the
middle of the ultra-violet spectrum. Their
depth perception is about twice that of a normal
human. They also have good senses of taste and
smell. They are lacking, however, in the sense of




. change the color of their eyes
| to fit certain moods.
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touch.

Natural Habitat

The Quiizbenqq prefer climates that are
warm and dry. Their home world, Queqchaibn,
is mostly barren desert with a few jungles and
temperate regions towards the Polar Regions.
Animals have adapted to all kinds of climates
on their planet. Quiizbenqq are also capable of
adapting to various climates, but they prefer
warm, hot climates with temperatures above
freezing.

Quiizbenqq - Life Techno!ogg

Their houses are designed to be open and
spacious, with easy access. The only parts por-
tioned off are restrooms and gymnasiums.
Sleeping areas are also in the open.

ypeech and Languagey

Quiizbenqq have forked tongues, which allow
for a wide range of verbal abilities that other
races do not share. Typical sounds are made
phonetically, with a click or a whistle added to
emphasize certain meanings. Their voices are

similar to a human's, but pitched slightly high-

€r.

Life Technology
Quiizbenqq are on the cut-
ting edge of cybernetic technol-
ogy. Their homes, offices, and
public areas are littered with
computer access terminals.
Most Quiizbenqq are fitted
with 'face (computer interface)
technology at a young age.
They school themselves using
this kind of sysnet (systems
network) technology.  Any
piece of information that has
been discovered in one region
is instantaneously transmitted
to other parts of the net
throughout their world. Many
Quiizbenqq decide to get
upgrades as well. They like to
get all of the latest gadgetry for
the sleekest style. Their vehi-
cles, transports, offices, and
homes are designed to be fash-
ionable. To be unfashionable is
to be at a disadvantage when
working with the corporate
Quiizbenqq. Quiizbenqq will
get skin and eye grafts to

Personal
protection has also become
part of the Quiizbenqq
lifestyle. Cybernetic and bionic
weapons are often part of their
wardrobe.
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There are five main languages amongst the
Quiizbenqq. Daib-laqq, the tongue used in
most states and trading ports throughout their
world, is also the official language of the
Quiizbenqq people. Qkabd, dlenbq, bquallq and
borqqchabn, the four other languages, are repre-
sentative of several countries.

Yodial Ytractares

The Quiizbenqq have many social structures.
They have an underlying sense of personal free-
dom, but they live in a cutthroat capitalist soci-
ety, where individuals have strong allegiances to
the corporate entity, even though the corpora-
tions often trade employees for others that bet-
ter suit their needs. This is usually voluntary,
and personnel compelled to fill a position are

. always compensated. Individuals can ask to be
\transferred
a-"IQuiizbenqq find it difficult to accept that cor-

to other corporations Some
porations are responsible for an individual's
existence.

Corporate housing, education, training, and
food constitute a Quiizbenqq's choices. This is
not to say that the choices are limited On the
contrary, Quiizbenqq corporations usually offer
a great deal of variety and usually try to make
available what is in demand. Since tastes are
always changing, the Quiizbenqq feel that it is
prudent to have a few possibilities available to
at all times.

A Quiizbenqq's existence is not always linked
to a corporation. While corporations prefer to
train their employees in the kind of that are
needed, there are some Quiizbenqq who move
beyond the system by becoming experts in their
fields. This makes them extremely valuable,
and other corporations will begin a bidding war
to obtain them. Some of this money goes to the
corporation, but quite a bit also goes to the
Quiizbenqq with the skill. They often achieve
enough wealth to buy their freedom from the
corporation and become independent contrac-

| tors or start their own corporation.

Cultare

Quiizbenqq view themselves as individuals
who act as interpreters of a reality between

- Culture

ey

themselves and the corporate entity for which
they work. They are often very creative within
set parameters. They feel free to do as they
wish within the corporate entity as long as
explicit orders have been given to the contrary.
This allows for individual differences and spe-
cialties to develop and lend each part of a cor-
poration a different feel.

The Quiizbenqq are always very stylish.
They enjoy showing off the latest fashions in
clothing, vehicles, jewelry, and especially, cyber-
netics. The Quiizbenqq revel in individuality as
part of the fashion world. Quiizbenqq who
dress at the extremes of fashion are considered
separate and superior to others and are often
lionized within society. Being the best in a par-
ticular field is also seen as fashionable. Sleek
corporates who get the job done with an unex-
pected twist are looked on very favorably.
Violence is also a small part of fashion, although
it is still disdained. Combat or killing when
done should be done with style. Quiizbenqq
tend to frown on "cheating" or "unfair" fighting
tactics and will generally not worry about win-
ning as much as looking good during the fight.

Quiizbenqq tend to look at situations as
being the result of people backed by something.
People are not just voids that act on mere whim.
There is always a reason behind what they do,
and Quiizbenqq wish to know what it is. The
Quiizbenqq see themselves as agents of the cor-
poration. Moral standards for the Quiizbenqq
are partly aesthetics and partly work ethic. The
job literally is the person to the Quiizbenqgq.

There are three main cultures among the
Quiizbenqq. The majority of Quiizbenqq are
Quenlanqq. Quelbarr are a religious caste of
Quiizbenqq that was originally from a small
island continent known as Qnalbsa. They are
now almost a subculture within other
Quiizbenqq cultures. Mbaqgqgsan represent the
Quiizbenqq cultures that have a more defined

individualism. They believe in strong govern- |

ment to protect that individualism. The three
cultures are detailed below:

Mbaqgsan — The Mbaqgsan are individualists,
who believe that the corporation should be a

#1,..--""'"""'_‘—-.._5




|
i

T
= —

‘-\"‘-'--1.....-—-—-""

_‘H\"’“H.,_.-
Quiizbenqq

"ol

means to an end rather than the end itself.
They dislike the idea of people learning infor-
mation from only one source — a corporation.
They seek their places in life in a more individ-
ualistic way than any other Quiizbenqqs. Their
government is designed to give each person a
vote (a real novelty amongst the Quiizbenqq)
rather than cede decision-making to the corpo-
rations.

Quelbarr — The Quelbarr are the only religious
Quiizbenqq. Their numbers are still few (less
than 3%), but they are gaining popularity.
They have a strong belief that the body is the
most sacred thing in existence. They believe
that cybernetics and bionics are the bane of
Quiizbenqq existence. Mechanical augmenta-
tion distorts the abilities of the body, and leads
one away from a true mode of living. Like other
Quiizbenqq, they are perfectionists and seek to
hone the mind intellectually and spiritually.
They are otherwise similar to other Quiizbenqq
and can hold just about any other beliefs.
Some of the more erratic and bizarre of the
Quelbarr believe in a supernatural existence,
and that Quiizbenqq society has brought down
a plague of demons by their rampant technolo-
gy. These demons have taken the form of the
Sharr'Dann.

Quenlanqq — The Quenlanqq are the most
prevalent of all of the Quiizbenqq. They are
the stereotypical Quiizbenqq presented in this
description.  Their culture ranges from the
super-rich to the very poor, who are outside of
the corporate structure and live a life of depri-
vation and cheap cybernetics.

Jastice Yystem
For the most part, Quiizbenqq see justice as
clear and obvious, worked out by the corpora-

. tions, the ultimate arbiters of justice. The cor-

porations judge all felonies, misdemeanors, and
murders. The government handles situations
involving two or more corporate agents, if they
cannot be settled reasonably between the cor-
porations, but this is rare. Punishment for
crimes is based on a system that the

Government

———
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Quiizbenqq feel creates a sense of fairness and
equitability. Punishment often takes the form
of restitution by the wrongdoer. Restitution
usually consists of a monetary allotment or
work performed for the grieved party. In situa-
tions where the corporation is at fault, a person
of equal stature within the rival corporation
must suffer a similar fate (i.e. a death for a
death). This causes many corporations to think
twice before taking an action.

If the individual was acting as a corporate
agent, then restitution must come from the cor-
poration. If the individual was acting on his
own, then he is may only receive council from a
lawyer. It has gotten to a point within
Quiizbenqq society that a corporation is willing
to strategically assassinate the individual who
committed the crime instead of paying for the

crimes of that person. {

Government

Governments are seen as the conglomeration
of corporate interests personified into one
organization. Only organizations and groups
matter on the political level — not the individ-
ual. Governments have a tricky role within
Quiizbenqq society. On the one hand, they are
independent agencies able to make decisions
for themselves above and beyond the corpora-
tions, while on the other, they are the personi-
fication of all corporate interests Governments
that have some representatives chosen by the
corporations work best for the Quiizbenqq.
Each corporation is given one representative
position, with the total number of positions
assigned to each based on the financial size of
the corporation. To the Quiizbenqq, this seems
fair because the corporations pay the most
taxes (not just in theory, they actually pay a flat
tax rate that does not vary from corporation to
corporation).

Decision-making processes are carried out by
agreements among the members. These agree-
ments can be important because the members
of the government are also the members of the
corporations. In situations where agreements
cannot be reached, a vote determines the ulti-
mate resolution. It is uncommon for a vote to

be Canittees, who have been paid
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" to act as members of those subcommittees, trade rough, but quite a few of them actually
often carry out decisions made by the represen- have hearts of gold, intending to do the right I

¢ tatives. thing. Many of them are quite warm and i =,

r friendly and have great senses of humor. It is 3

i History hard to pin the Quiizbenqq down to one per- 1'.\

z Quiizbenqq history is full of wars, conquests, \.

a and violent upheavals. They went through peri- Quiizbenqq Personality Traits \

1 ods that were similar to those of earth humans, "]

8 | without the great religious upheavals. Their dif- | Roll | Trait Roll| Trait | ==
ferences were primarily ideological or resource- 1-2 academic 52-53| exacting .

° oriented. They had despotic rulers, who spent | 3-4 accountable | 54 excessive \

n hundreds of years in wars of conquest, seeking | 5-6 adaptable  |55-56| fashionable N
control of land or resources. As their society 7 adventurous | 57 feisty \

T evolved, the ties that bound the Quiizbenqq to 8 aesthetic 58 friendly :

h clans or governments diminished. Over the last 9 aggressive 59 - 60 hardworking

e few centuries, ties to the corporations grew and 10 agreeable 61 hedonistic L

{ strengthened. The corporations became the |11-12| anal 62 idealistic :

R | . dominant powers within their society. A person 13 arrogant 63 immoral |

a Nbecame the corporation she worked for. 14 assertive 64 -65| industrious 1

c Increased automation brought a greater 15 authoritative| 66 inquisitive \

@ | amount of freedom. Most individuals could 16 autonomous | 67 insatiable :

s afford to spend years in school (provided by the 17 boastful 68 -69| logical ]
corporations). This provided well-trained and 18 bold 70 meticulous F
experienced workers for the corporations. 19 brash 71 opinionated '
Quiizbenqq need work only five to six hours a 20 brutal 72 pompous
day to do their duties and be paid reasonably |21-22| calculated |73 -74 precise
well. This allows for the proliferation of style & ccl [ precocious
and individuality still growing today. Some [2%-2> civil 76 reasonable
xeno-psychologists believe that people are bored |26-27|  clean 27 ciibied

,/— and look to extreme cybernetics to distract 28 clever 78-791  resourceful

\ them. 29 cocky 80 responsible

30 cold 81 ruthless
Personalities 31 collected 82 scrupulous
| 32 compliant 83 self-assured
3 Quiizbenqq are perfectionists in many areas |[g3 .34 composed 84 sharp
- ‘ of their lives. They feel it is imperative that one 35 compulsive |85-86[ smug
!IL does a ]qb well, to the point of being anal. Their 36 conceited 87 snobbish
exploration of self has taken them to explore |37_.38| confident 38 sociable
II'"'E some of the most extremes of hedonism. Other 39 congenial 89 spurious
5‘ Quiizbenqq have created corporate-like situa- 40 cooperative 90 stubborn
J‘-_II tions outside of the corporation. There are 41 courageous 9] stylish
B computer learning centers, symposiums on (42 -43| critical 92 superficial
robotic theory, and many other opportunities to 44 cunning 93 temperamental
k i become a better worker. 45 cynical 94 tenacious
P | To an outsider, the Quiizbenqq seem hard- 46 decisive 95 trustworthy
A ened and cold. They are professional individu- 47 diligent 96 -97| vain
F l’\ als, who despise laziness and sloppy jobs. They 48 distinctive 98 vengeful
are not really cold, but enjoy playing things as if 49 eccentric 99 wild
; they were. They fight rough, barter rough, and |[50-51 egotistical 100 wise 'JIE:

A geay o




‘-\"‘-'--1.....-—--""

o

"ol

sonality type, because they are so varied.
Quiizbenqq start the game out with 1d4+2 per-
sonality traits. For each trait, roll percentile
and consult the chart below:

Racial Abilities

Quiizbenqq do not start out the game with
any special abilities. Instead they have the
choice of starting the game with 1d4 cybernet-
ic implants with 1d3 modifications on each
implant or an additional twenty experience
points. The implants cannot be cybernetic
integument implants, partial or full conversion
unless the game master approves it. Game mas-
ters should feel free to modify this to fit the cri-
terion of their campaigns.

Relations

The Quiizbenqq are well respected amongst
most of the races that meet them. Their profes-
sionalism and sophisticated technology have
only enhanced other races' interest in them.
While they have opened up relations with
many other races, they are not overly interested
in getting to know them, because, among other
reasons, Quiizbenqq know that they are better
than everyone else. They are more intelligent,
more technologically sophisticated, and they
have a professionalism that is unmatched in the
Frontier. This has caused some friction among
some of the races, which are not directly in con-
tact with them. Further, they are not concerned
with moral issues, but with issues of being pro-
fessional and stylish in everything they do.

The Pjanji have managed to make contact
with many Quiizbenqq and have opened up
relations. The Quiizbenqq, who are not fortu-
nate enough to be part of a corporation, have
the most contact with the Pjanji. Terrans find
them off-putting, but realize that they are a
force to reckon with. They avoid dealing with

. any Xro Dinn as much as possible.
| Exceptionally few Xro Dinn work for corpora-

tions, but many live outside of the corpora-
tions, but most of these individuals have little
backing and/or resources. They are considered
lower class citizens and not given a great deal of
respect in Quiizbenqq society.
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The one race (from this book) with which
they have strong relations is the Sehlmna.
After centuries of interaction, the two cultures
have managed to recognize the validity of each
other. They have formed strong corporate
(instead of political) ties that have resulted in
mutual military protection treaties. Previously,
they have defended other races for reasons of
profit only.

Character Creation

Quiizbenqq are able to start the game hav-
ing any profession desired, but they will almost
always be working for a corporation. There are
a few Quiizbenqq that choose to live independ-
ently, but this is rare. Quiizbenqq characters
should choose their culture and have the game
master pick out a corporation to employ them. *
Corporations will usually try to see that their |
interests are met by having Quiizbenqq work
for groups that have the same goal. For
instance, in matters of justice, they may send a
liaison to work with a Terran justice depart-
ment, if there is a matter of mutual interest.
This is an excellent way of putting Quiizbenqq
into any campaign.

Quiizbenqq have an unusual language that
is full of silent letters. "B's" and "Q's" that are
not at the beginning of the word are always
silent except in a few rare instances. Names
will always be constructed in this fashion.
Below is a list of typical names:
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Name Name Name .
Barbat Lanbsubth  Quissqq . 1
Biinbathqq  Lessbuqq Reishbuqq
Bsanqq Mballtethqq Riianbtouqq /
Chanbq Maquieth Sdiathq
Genbriathqq Naithqq Sehlmbarq (
Ibzarqq Parmqq Senbarr A
Jarrenbq Pquellbq Sgenlbiethqq /=
Krilannqqg ~ Quembaith  Tianbqq s
Krimbarr Quenlabbt  Ziilianb i
(8

Honor A

The Quiizbenqq have no official definition _ ﬂ 1

of Honor. Instead, they have a few remnants of
morality, which they use to justify their ends.
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Miscellaneous Information
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" Everythlpg is a ploy in a game of power and
= domination among the Quiizbenqq. For
¢ instance, they will claim that murder is wrong
r only to gain advantage over someone else. They
i believe that moral distinctions are just tools
z that others use to acquire power. They feel that
a it is "wrong" to do sloppy work or to be unpro-
4 fessional. This is the basis for truth, morality
= and Honor among the Quiizbenqq.
! The Quiizbenqq are a proud, arrogant peo-
o ple who like to show off their accomplishments.
n Their superiors are adept at catching their mis-
takes, so they make little distinction between
T honor and face.
. 2 Quiizbenqq Honor
{ Condition Honor
R |
¥ o ‘Jaccidental mistake -1
c - Jadmitting weakness +1
e brilliant decision +5
s causing the downfall of a company -60
confessing weakness -10
exceptional work +2
furthering profitable goals +4
looking good +2
looking really stylish +3
poor decision -6
poor taste -4
professionalism +3
A really good work +1
i really sloppy work -7
saving the company from a potential disaster +8
showing weakness -5
b sloppy work -3
y smart decision 2
stealing from company -5
unnecessary actions -3
unprofitable actions -2
% unstylish work -6
! . | Quelbarr Hopor
. gaining a convert +10
1 getting cybernetics -25
k | |helping others to acquire cybernetics 5
f % talking another out of getting augmentation +5
r using technology -5

Roll Skin Color Roll Eye Color
1 aqua gray 1 blue
2 aquamarine 2 cyan
3 black 3 green
4 blue green 4 gray
5 dark blue 5 lavender
6 green blue 6 orange
7 gray 7 pink
8 gray green 8 red
9 midnight blue 9 violet
10 sea blue 10 yellow
Roll  Skin Quality Roll Eye Quality
1 leathery 1 clear
2 rough 2 defined
3 sleek 3 sharp
4 smooth 4 vibrant
Roll Build KG*
1 frail 53 + 1d4
2 thin 56 + 1d6
3 lanky 59 + 1d8
4 average 62 + 1d10
5 stout 65 + 2d6
6 thickset 68 + 3d6
Age Category Age
Young 13 + 1d6
Mature 20 + 1d20
Middle-aged 58 + 1d20
Old 96 + 1d20
Aged 153 + 1d20
Height

145 + 2d6 x 10 + 1d10 Centimeters

*Multiply this number times the character's
height for final kilograms.
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Anatomy and Physiology
The Sehlmna are a lanky, bipedal race that
stands approximately 1.9 meters tall. They
have long arms and legs and a fairly thin torso.
| They have a long bird-like neck that ends in an
oval head. Their bodies are covered with thin,
stretchy skin that changes color with their
moods. They can turn almost any shade and
often have a motley or mixture of colors that
more fully express how the Sehlmna feel. They
have a small amount of hair on their bodies
that is usually the same color as that on their
heads. Hair color ranges from bright yellow to
blue, red, or gold. The hair color gradually
turns to silver as the Sehlmna ages.

The Sehlmna have shapely limbs. Their
joints are more rounded than on other species.
They have four strong toes that are contained
r within the muscular structure of the foot.
Their toes are part of their large feet. The fin-
gers on their hands are a little longer than is

typical. They extend out around the palm of
their hands about 25 cm. The palms of their

-

hands and the bottom of their feet are much
more flexible than a Terran's.

The head of a Sehlmna is slightly egg-shaped

i\ with the pointy part facing forward. They have

large noses that protrude out from the lower,

center portion of their face. Their mouths are

‘! located on the point of their head. Their eyes

are just a little further apart and slightly curved

¢ around the side of their head. The hairline

starts several centimeters above the eyes and
continues around the side of the head in the

are placed back into the male after the eggs
| have reached maturity. The eggs naturally
emerge from the male when they are ready.
Sehlmna are fully capable of being either sex
and will often change from one sex to the other
throughout their lives. Behavior is not influ-
enced by sexual persuasion.
The Sehlmna cannot see as well as other

same fashion.
/1 The Sehlmna are heterosexual. The young

e L"M

(

species. They have a similar color range as
Terrans, but they cannot focus as adeptly. They
have an excellent hearing, and are capable of
hearing a broad range and quiet sounds. Their
sense of touch is slightly more sensitive than a
Terran's, but they have little sense of taste.
They have an excellent sense of smell.

Natural Habitat

The Sehlmna's home world, Nahrik, is a
warm, dimly lit world that is capable of sustain-
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ing many kinds of life. The most prominent life
on the planet is a kind of fungus and plant mix
that is well suited to the dark world. The
Sehlmna are perfectly comfortable in other cli-
mates, but some have formed symbiotic rela-
tionships with the fungal spores they inhale and
have grown dependent on them. While the
Sehlmna are usually very adaptable to other
atmospheres, they prefer a high humidity for
optimal comfort. If they are able to eat some of
the plants from their home world, they are often
able to live an entire lifetime without ill effects.
They prefer dark planets, where there is high
humidity and a rich fungal life. They need gog-
gles or shaded micro-lenses in intense starlight.

Life Teehnology

The Sehlmna are a people who like things to

|be comfortable, to the point of sacrificing effi-

ciency. They make sure that the computers do
not put a strain on the user's eyes, and have
comfortable seats. Their homes and vehicles are
also built with the same philosophy. They make
sure that everything is safe. They prefer to live
in warm, plush homes capable of withstanding
the rot that often accompanies the primary cli-
mate forms on their planet. Most homes are
connected through large areas called Syinhowl.
It is a SehImna word that means place of togeth-
erness. The Sehlmna are well known for living
in structures that put them in close proximity to
one another, when space is available. They
enjoy having the freedom to do as they please.
They will not sacrifice this need to become
dependent on others.

Speeeh and L an¢uages

After the Sharr'Dann enslaved the Sehlmna,
the Sehlmna became much more unified in their
cultures and languages. The Sharr'Dann tried
to annihilate their cultures and traditions but
only succeeded in making them more impor-
tant. As a result, the Sehlmna formed a pidgin
language of all their tongues, including a small
mixture of Sharr'Dann. This primary pidgin
language is known as Sehluah and is spoken by
every Sehlmna on the planet. It is a peaceful,

SeHmna Socnal Structures

e

relaxing tongue that seems to resonate out of
their larynxes at a moderate pitch. Many con-
sider Sehluah to be one of the most soothing
and beautiful tongues in the galaxy.

Soeial jtruetures

The Sehlmna are a cooperative people that
believe in shared responsibility. No decision
should be made alone, or even by a few people.
Their stories are full of examples that show how
individualized actions, untempered by the feel-
ings of others, will eventually cause greater
harm than good. Most of the socialization prac-
tices amongst the Sehlmna bring them closer to
other people. This is not to say that individual-
ism is disregarded. They believe that the indi-
viduality of a person is very important and
should be treated with respect, but that the
thoughts, opinions, and feelings of others
should be considered in decision making
processes.

The Sehlmna believe that all people are valu-
able and have something to give to others.
Some people need to explore more than others
to really grasp the meaning of the individual.
Because of this belief, each Sehlmna can have
hundreds of teachers throughout his or her life.
Each teacher usually instructs the Sehlmna
about a heart-rending story, an ingenious per-
ception, or an exciting action. The young learn
through the eyes of those who are extremely
passionate about life and have had a unique
experience.  Sehlmna children learn about
everything at the same time and place as the
adults. They learn about passions, beliefs, and
ideas. Children (adults are viewed as children
too because they are always learning and every-
one is a child of someone) are free to explore
neighboring houses on their own to hear stories
from other people. Many of the stories that
Sehlmna learn about are quite informative.

They learn about technology in the context of |

its importance to their people, and this is what
motivates the Sehlmna to learn more.

People are not bound by their house or fam-
ily, Sehlmna who feel they are not learning
enough at home are willing to travel in search of
different kinds of meanings and identifications.




i

.‘+_____,..-l"'

[ T e —

¥ -

Sehlmna - Culture

" ol

They do not have the strong ties to individuals
that Terrans do, instead they have ties to the
person's spirituality which allows those individ-
uals to freely move from one place to the next
in search of something greater.

The Sehlmna have an economic system that
is similar to capitalism, but it is based upon
cooperation, not competition. They are willing
to go out of their way to help new ideas along
as long as they are not extremely impractical.
The Sehlmna live comfortably and see nothing
wrong with helping others on personal projects.
They do not hold this philosophy towards larg-
er businesses. They feel that once they are on
their feet, they no longer need additional sup-
port. They look on Pjanji as professional mer-
chants and will not give them aid unless they
are extremely needy.

(ulture

The Sehlmna are a strong-willed people that
believe in finding the truth within them, no
matter what the price. They have a strong

i
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and shows of force. This kind of philosophy
has led to a breakdown of rigid structural rules
and institutionalized practices. They have
institutions, but they lack the treachery and
secrecy that so often such things in other cul-
tures.

The Sehlmna do not believe that connection
to pure being is entirely social. Some Sehlmna
practice a connection to objects or ideas as a
way of approach to pure being. Not all
Sehlmna observe these practices, but those that
do feel that it is important for people to have
self-knowledge The Sehlmna have a strong
practical side because of the Sharr'Dann occu-
pation. In their naivete, they became depend-
ent on the Sharr'Dann for supplies, and the
Sharr'Dann enslaved them. In time, they gave

up their "gifts" and refused new ones so they .:‘

could pay off their debt. They did so, but the /'

SharrDann had the information needed to

enslave the races. Many of the Sehlmna want-
ed to retaliate, but they did not have the tech-
nical knowledge or combat superiority to

belief in an atheis-
tic spirituality that
derives from a con-
nectedness to "pure
being". This con-
nectedness is not
an individualistic
one for the
Sehlmna. They
view their being as
part of connected-
ness to other peo-
ple, but not to a
particular person.
Knowing the hearts
and minds of oth-
ers will ultimately
reflect on the char-
acter of the self and

one's relation to
existence. They
believe in being

warm and open to
others rather than
putting up barriers
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accomplish the task. They also did not see the
point in senselessly wasting life-Sharr'Dann or
Sehlmna. This taught them not to become
dependent on anyone.

Justiee System

The Sehlmna see all problems in society as
collective problems. If a problem arises with
one individual, it is a problem for society as a
whole. If a person acts violently, it means that,
at some level, the person has suffered violence.
The Sehlmna, who are in any way related, will
look within to find answers. They seek self-
improvement not only for themselves, but also
to solve or prevent the problems of others. The
people immediately involved will spend time
talking about the problem until it is resolved, or

. at least until everyone come to an understand-

"ing about the relationship. Reparations are

never asked or demanded, but are usually

1 expected to be given from the heart.

Reparations that are not genuine will be viewed

as such, and the Sehlmna will usually ask for

further discussion. The grieved, both the victim

and the malefactor, are forced by those around

them to have contact throughout their lives to
heal the damage.

Individuals within the community who have
spent much of their lives in pursuit of these
goals implement the fundamental philosophy of
the Sehlmna. They can be male or female and
must have the delicacy necessary to handle
these situations.

The Sehlmna recognize that this philosophy
‘ of justice does not work with everyone. They

realized, from their experiences with the

ll; Sharr'Dann, that there are people who are not
\ open to negotiation. No matter how hard they
5‘ tried, they were never able to sit down and talk
/i about their relationship with the Sharr'Dann,

A despite the fact that most Sehlmna were in
A H favor of doing so.

k i | Government

The Sehlmna recognize that there are some
things are best left up to a government. Because
of their strong communal mentality, they have
developed a socialist government that is sympa-
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thetic to the Sehlmna's needs. The government
is responsible for mutual defensive plans, trans-
portation, and saving money in times of plenty.
The government acts by the philosophy that
people should freely be allowed to give what
they can, and that needy people should be
helped. Their soft governments usually work in
Sehlmna society, however, when they try to set
up governments for others, a financial crisis
usually ensues, because other races are much
greedier and exploit the system.

History

The Sehlmna history was relatively peaceful
until the Sharr'Dann came. They were simple
farmers, hunters and gatherers until the
Sharr'Dann came and offered them goods in
exchange for their services and precious metals.
The Sehlmna were so overwhelmed with how
they could make life better that they did not
really see what was happening to them. They
started to see the importance of strict standards.
Time, money, the acquisitions of goods were all
things that the Sehlmna did strive for until it
was too late and they became slaves of the
Sharr'Dann. The Sharr'Dann had a profound
influence on the Sehlmna making them realize
the folly of labor for goods. The best things in
life come from the heart and are not given away
in an exchange. Since the Sehlmna bought their
freedom from the Quiizbenqq, they have mel-
lowed their philosophies to some extent and rec-
ognized that exchange may be acceptable to
some if they are willing to pay the price of los-
ing themselves to those ideas and ways which
are alien to pure being.

Personality

Sehlmna are incredibly in touch with their
emotions. Their philosophy extends to almost
everyone on their planet. It is easy to tell when

a Sehlmna is lying because the color of his skin |

always matches his mood. Honesty and
straightforwardness are seen as quintessential
aspects of living in the world. They take this
philosophy very seriously. No Sehlmna is ever
egotistical, because it is immediately reflected in
their skin and mannerisms. They recognize that
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Sehlmna Personality Jraits

Roll | Trait Roll Trait
1-2 adventurous 50 nonchalant
2-3 aesthetic 51-52 nonconformist

4 aggressive 53 obdurate

5 altruistic 54 odd

6 amorous 55 optimistic

7-8 artistic 56 outgoing

9 assertive 57 -58 passionate

10 benevolent 59 peculiar

11 bold 60 persistent

12 caring 6l placid

13 charming 62 poetic
14 -15 compliant 63 realistic

16 confident 64 - 65 reasonable
17 -18 considerate 66 reflective

19 contemplative 67 resolute
20-21| cooperative 68 resourceful

22 cunning 69 -70 responsible

23 curious 71 sagacious

24 decisive 72 sanguine

25 determined 73 sardonic

26 deviant 74-75 self-assured

27 distinctive 76 -77 self-reliant

28 emotional 78 self-respectful

29 extroverted 79 sensitive

30 finicky 80 sensual
31-32| forgiving 81 serene
33-34| friendly 82 serious
35-36| generous 83 skeptical

37 gentle 84 somber

38 hardworking 85 speculative
39-40| helpful 86 stark

41 inventive 87 stubborn

42 joyful 88 sullen

43 keen 89 -90 temperamental

44 lackadaisical 91 tender

45 lethargic 92 -93 thoughtful

46 logical 94-95 trustworthy

47 loving 96 - 97 understanding

48 melancholy 98 warm

49 mild 99 - 100 willful

ego is a means of hiding pain within them, and
the pain they feel is immediately recognized. It
is common for them to reveal their feelings and
admit their fear in front of others. To the

™

Sehlmna, this is an act of courage and strength
that helps them to heal.

The Sehlmna have a tougher side. They
have learned to be open with their feelings and
fight for their beliefs. They can be stubborn
when they feel that something is the right
action to take. This has also made a few of
them more individualistic than other Sehlmna.
Sehlmna should roll 1d4+2 personality traits
from the list below. For each personality trait,
roll percentile and compare the result to the
chart to your left below.

Raeial Abilities

Because the Sehlmna have has such a large
degree of contact with emotions - both their
own and others, they gain a bonus of -1 difficul-
ty level towards all perception skills in addition
to any bonuses that they gain for their profes-
sion. They also start the game out with psyche
scan I and II at level 3.

Because of their belief in not hiding their
emotions, they gain a +1 difficulty for any skill
that is designed to hide emotions.

Relations

The Sehlmna get along well with most peo-
ple. After centuries of interaction, they have
learned to accept that some races hide their
emotions, but they may still try to help those
who feel the need to put on masks. Most other
races have adapted to dealing with the
Sehlmna. The Pjanji enjoy working with them,
although they are hard to cheat. The
Quiizbenqq like the Sehlmna and have learned
to respect their shrewd understanding of peo-
ple. They have developed a strong distaste for
the Terrans, but they are open-minded and try
to connect with them whenever they can.

Charaeter Creation

Sehlmna are incredibly adaptable people.
They are mentally prepared to face the conse-
quences of their actions. They tend to prefer
professions that are centered on understanding
and dealing with people. They make good sci-
entists (social), corporates, freelancers, investi-
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ators, merchants, and spiritualists (an atheistic
! %orm). They can choosepany profession. While S eblmr;a ﬂ opor
¢ they tend to avoid professions such as rogue,
r more Sehlmna have this mentality if they are |Condition Honor
i away from other Sehlmna, who give them sup- |admitting truth about oneself +2 \ \
z port. angering others -4 \.
a Sehlmna characters have a duality about |being honest with a Sharr'Dann +4 N
4 them. On one level, they are used to emotional |being honest with those who are hated +2 s
=1 openness and self-acceptance, but they need to |being true to oneself at a great cost +5 |
! be around others of the same mentality. They |betraying a trust 6 . ,F
o tend to become emotionally unstable if they are |causing unnecessary pain or grief 4 \ i
n not. forcing self on others -3 \\.""‘ /
On the other hand, they are extremely adven- |nhelping others to heal +5 \
T turous and are willing to share their emotions |hjiding truth from oneself -8 \
h with just about anyone who will listen. Some |hiding truth from others if they ask 3 :
< Sehlmna will travel away from other Sehlmna, |kjlling others -10 |
. but will eventually return in order to teach oth- |jlling SharrDann 3 fia
R | . ersand to bond further. not showing mercy -10
a \  Sehlmna have names that are soft and flow- | r6\0king another 2
c Jing. They are rarely hard or abrupt-sounding |gelf deception 3
< The names are given to them after their birth. showing mercy +3 ,
< g‘h}ﬁy usually delscribe an as[f)e(}:lt l;)fd the telling a lie 4 | .
ehlmna's personality or a part of the body in
which the gehlmna sZems inl?cerested. All ofythe have combined the concepts of Honor and Face 4
names are meant in affection. Into one.
Name Name Name Name Miseellaneous Information
Adohwdwa Bahress Lahrnia  Pahlass Roll Hair Color Roll Hair Tint
Araihs Dahra Lasara Rehmna 1 cobalt 1 bright
/— Arnehmna Dehlnua  Lomilna  Sehran 2 crimson 2 dark
e Y Awelna Fauhnma Morania Srehmla 3 gold 3 pale
Bahmar  Frehnna  Nesiah  Sutalna 4 green 4 shiny
Bahrem Harasna Ohrlah Tereah 5 lavender
L 6 light blue Roll Hair Quality
> ‘ J'iODOI' 7 ora?ge 1 s;iffl
Sehlmna honor is based upon being truthful g plnt< g Eh? <
\ in all situations. They feel that the telling of a 10 ru;y 4 '
5 lie damages the self almost beyond repair. They yerow WY
recognize that other races practice deceit, but .
/4 theygrefuse to do so themsglves. The Sehlmna ROIH Eyle) ?tolor R(in l:;y.e thuahty
' will forgive all honest mistakes. 9 coba 9 dn%
=y The differences between Honor and Face crimson ark
only become important to those who try to hide 3 white 5 shiny
I ] Y p Y 4 yellow 4 stark

| themselves from others, a negative trait among
the Sehlmna. The few Sehlmna who choose
this path must pay attention to both Honor and
Face as they often put on a front of being more
honorable then they appear. All other Sehlmna
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Roll Build KG*
1 slight 32 + 1d4
2 skinny 34 + 1d6
3 thin 36 + 1d8
4 average 38 + 1d10
5 husky 40 + 2d6
6 hefty 42 + 3d6
1]
| Age Category Age
."'.i.I | Young 14 + 1d6
i' S Mature 21 + 1d20
L Middle-aged 41 + 1d20
Old 61 + 1420
Aged 101 + 1d20
m Height

L 145 + 2d4 x 10 + 1d10 centimeters

height for final kilograms.

r ( * Multiply this number times the character's

Sehlmna Emotiop vs SKinColors
i Skin Color Emotion Skin Color Emotion

black obsessive lightyellow  startled
blue happy mint green hopeful
brown bitter mottled confused

f burntorange  envious orange annoyed
cobalt love pink depressed
crimson hate purple aggressive
dark green desperate  |red dislike
dark yellow  scared silver spiritual
gold outoftouch |sky blue content
green excited violet feisty
lavender suspicious |white calm
light orange  sad yellow afraid

|
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Terran - Anatomg and Phgsiologg

< M. <
Terran

Anatomy and Physiology

Terrans are tall (1.9 meters), symmetrical
bipeds with two arms and soft skin. Terrans
have an elbow in the middle of their arms. At
the end of each arm is a hand with four fingers
and one opposable thumb. Each finger (includ-
ing the thumb) has a fingernail which projects
outwards from the top of the finger. Each fin-
ger has three joints. The legs are of similar con-
struction to the arms but are slightly longer and
stronger. The head is somewhat spherical with
hair growing around the top, sides, back and
face (on males). Terrans have two eyes, located
side-by-side in the center of the face. They
have one eyebrow above each eye. Just beneath
the eyes, in the center of the face, is a nose. |
Below the nose is a mouth that has one tongue
and many teeth.

Terran skin color ranges from light peach to
almost black. Hair color ranges from blond, to
orange, to black. The fingernails and toenails
are always semi-clear. Terrans have a small
amount of hair that grows on the rest of the
body. While it may be thicker on some than on
others, the body hair color always matches the
color of the hair on their heads.

Terrans reproduce heterosexually. They bear
live young who require years of attention to sur-
vive. The offspring look like miniature Terrans.
They are almost completely helpless until they
have learned how to survive on their own.

Terrans have an excellent sense of percep-
tion. Their eyes have good depth and motion
perception and can see from the red to blue
wavelengths. Their sense of hearing is also not
bad. They are able to distinguish between a
variety of sounds fairly easily. Their sense of
smell and taste, however, is a bit lacking.

All Terrans do not look similar. Terrans have
been the subjects of experiments by other
Terrans and by the Sharr'Dann. They regularly
practice eugenics. Some have had their DNA
spliced with birds, lizards, cats, dogs, and sever-
al other species. The basic description is more
of a form that is the standard from which the
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eugenics projects work. The DNA sequences
that are added always modify the basic form
and never replace it. The DNA patterns have
also become extremely unstable. If Terrans are
exposed to radiation, they may mutate even fur-
ther. Not all of the mutations are good for the
species, despite the fact that many Terran
organizations exist that glorify radiation, and
the things that it does to them. Note- Terrans
who are mutated after character creation cannot
gain eugenics projects.

Nataral Habitat

It has not been determined what the real
home world of the Terrans is. They seem to sur-
vive well under moderate temperatures between
a few degrees below zero Celsius to up 70

im degrees Celsius. They are capable of living in a

\variety of atmospheric conditions, provided that
Jthe conditions are not too toxic. Some enjoy
living in polar conditions, while others enjoy the
hot desert. Because of the genetic experiments
done on Terrans, they can live in a variety of
atmospheric conditions.

Life Technology

Terrans have gone through several stages in
their relation to technology. When they first
landed on Nexus Prime, they had a relatively
low technology and had to work just to survive.
After their technology developed, they became
dependent on it as a means of survival. They
became lazy and apathetic and did little with
their lives. Within a century, they discovered
that much of their technology was being used to
help the Sharr'Dann war machine. They were
attacked and had to learn to fight back. They
have since rebelled against conveniences and
robot slaves and have a strong drive to do every-
thing themselves. Their technology reflects this
attitude. Today they balance the use of technol-
ogy with their work.

Terrans prefer to live in square structures for

' the most part. They have many designs, but

they almost always like things to fit neatly into
a pattern. Terrans can have any number of peo-
ple living in a house. Some enjoy living alone,
but the vast majority prefer to live with four to

ey

ten people.

Speech and Languages

Terrans speak by forcing air through what is
called a larynx. The Terrans are able to modu-
late the pitch of their voice through the larynx
before the sound reaches the mouth, where they
shape it into different sounds. Some languages
put a different accent on the sound than others
do. Some prefer a more nasal sound, while oth-
ers may add clicks made with their tongue and
cheeks.

There are five major languages amongst the
Terrans. The most common is known as Prime.
This is the major language that almost all
Terrans know. The other languages are based
upon the kind of Terran that speaks it. These
would be Fridic, Koriandric, Merianic and
Nidic. But these are not the only languages.
Because of the wide variety of Terrans and ani-
mal types, hundreds of offshoot languages have
formed over the last few centuries. Many of
them are completely different from the host lan-

guage.

Social Stractures

Most Terran ideologies seem bent on institu-
tionalizing every idea and practice that has
some degree of validity to it. The primary form
of institutionalizing ideas seems to be adding
them to some aspect of the governments.
Economics systems, corporations, and individu-
als all have some aspect of their existence
hooked up into government agencies. Terrans
feel that if a particular idea is put into form and
made part of the government, the idea has more
legitimacy. The truth of the matter is that all
Terran organizations have public and private
intentions.

Terran corporations have a lot of clout with
the governments. In some cases, they have

become the government, but still pretend to

abide by the rules. They use monetary persua-
sion, blackmail, and extortion to get what they
want. Some have even manipulated public
holovision to provide the public with a false
sense of security. Corporations tend to hate
freelance media agents, who constantly meddle
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with corporate affairs. Terrans view this strug-
gle as a response to questions about what is
right and wrong. Terran corporations can be
ruthless when dealing with anyone who gets in
their way.

Many Terrans have institutionalized the
family ties that make up their society. They
refer to each of these ties as a house. In the
houses, they share food and responsibilities.
Often, these houses have a great deal of power
and will make huge changes in their society.
These Houses influence the decisions of
Government Prime.

Culture

Terrans glorify themselves as the answer to
everything. They will spend time on the devel-
opment of technology, but will say it was wits
and guile that really made things go well. This
has led them to biological experiments to aug-
1 ment their existence. If a better Terran can be

built, then the Terrans should be able to win in
r any situation.

Terran culture is otherwise extremely frag-
mented. There are some individuals, who
believe in living spiritually, worshiping deities,
and following rules, while others care only for
self-glorification and power. As noted earlier,
each language tends to denote a particular ide-
ology and a particular culture. These cultures
are discussed below:

Fridic — The Fridic are animal/Terran spliced
people who believe that corporeal shadows
stalk the land. They have developed unusual
sensory capabilities, which have become part of
their consciousness. They believe that they are
closer to reality, even though that reality is frag-
mented into parts of what others believe are fic-
tions. Many of the Fridic seem insane to out-
siders, because they will stop and watch shad-
| ows, to see what they are doing. Their culture
| describes most situations as aspects of the shad-
ows. The Fridic believe that they can protect
themselves from the shadows with amulets and
charms that they have found on the planet.
Tests indicate that they are old pieces of jewel-
ry left from another civilization.
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Koriandric — The Koriandric are mutated Terran/
animal species that have taken on many aspects
of the Merianic society. They use a moderate
amount of technology and believe that the
answers to the mysteries of the Terrans are to
be found off world. They believe that Terrans
are pawns in some cosmic game. Many of the
Koriandric fight among themselves over ideo-
logical differences, land resources, and religion.
The Koriandric in the different governments
believe these conflicts are futile. It is the corpo-
rations that cause most of the fighting. The
Koriandric in the governments work to bring
their people together.

Merianic — The Merianic are obsessed with them-
selves and their abilities. Their society revolves

around educating the populace to handle any }
situation. Each person has his niche to make a //

better-functioning society. They give aptitude

tests to each child at several stages and then
train him in the areas in which he shows profi-
ciency. They believe that with knowledge
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comes power. The Merianic societies ignore the
glorification of genetic manipulation and
instead work on eugenics products. They feel
that other Terran societies, who pollute them-
selves with impure genetic modifications,
deserve to be manipulated and used. This view
serves to justify the Merianics' conduct toward
other societies. They are the most technologi-
cally advanced of the Terrans, and also the most
arrogant.

h | Nidic — The Nidic are a poverty-stricken, spiritu-
al people who worship the atom as a symbol of
themselves. They practice rituals centered on
mutating into better people. There are many
radiation shrines that people go to on religious

S G
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A Nidic Priest
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pilgrimages. Their religion is a hier-
archical one, which claims that
believers must pass through differ-
ent stages and tests to be worthy of
mutating closer to the image of
Gusu (their word for God). Gusu is
seen as an entity that has mutated
into the ultimate being and has
become the universe. Through
mutation, they feel they can also
become part of the universe. The
Nidic are Terran mutants. They do
not have animal genes spliced into
them.

Justice System

Terrans all have similar ideas of
justice, but apply them differently.
Most Terrans feel that a major
infraction of the universal moral
code (religious in some instances)
requires that the wrong doer face
the consequences and be punished.
Each culture has a different view of
how a particular crime should be
punished. The Merianic people
believe that a person should be
rehabilitated and brought back into
society. The Nidic feel that each
infraction signals a further growing
away from Gusu, and should be
punished by denial of mutation.
The Fridic feel that the criminal is
being manipulated by the shadows and should
be kept under surveillance. The Koriandric let
the corporates deal with any infraction, and the
corporations make decisions based on maximiz-
ing profits.

Government

The Terrans, despite their huge ideological
differences, have developed an intercultural gov-
ernment to represent all of their interests. The
government, referred to as Government Prime,
consists of four separate houses that have equal
voting power. Each house is set up differently
to represent the different societies. When the
houses need to meet to discuss an issue, each
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house is allowed to send ten members. These
members become the executive committee, able
to execute and administer action within the
Terran governments.

Fridic — The Fridic view government as an aspect
of shadows. They consider government as an
illusory organization, in no way connected to
reality,. The government attempts to create
reality, and thus becomes a lie. The Fridic think
lies are negative aspects of being, but since lies
may sometimes be necessary, they participate.
They view members of government as shadows
and do not trust them. This is why no one
among the Fridic stays in government for more
than a few weeks.

Koriandric — The Koriandric strongly believe in
the ability of government to get things done.
They have set particular individuals within
their government (an equal number from each
government as the people believe) to go to
Government Prime and report back to them.

Merianic — The Merianic view government as the
crowning symbol of their own success and
importance. A well-made government is an
adornment that the Merianic use to look at
themselves and say "We're wonderful! Here's
proof." The Merianic believe they are masters
of any endeavor they undertake. Government
Prime is no exception. They constantly bribe
officials to institute new plans and alter current
ones to favor them Other cultures find them
obnoxious, but admit that they get things done.

Nidic — The Nidic enjoy hierarchy, so Govern-
ment Prime seems like a perfect fit. The Nidic
are interested in machines for mutation and
genetic research, matters about which the other
groups are not enthused. Despite this, the
Nidic view Government Prime as a place where

i they can have a voice in Terran affairs, and they
| put forth an enormous effort there. This part

of the Nidic policies is quite appreciated.

History
Most of Terran history is lost. As far as is
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known, the people were slaves for centuries
until they were placed upon Nexus Prime with
few abilities and minor technology. Since then,
they have been manipulated by the Borloans
and Sharr'Dann. Their own star ships attacked
the Middarian Empire without the Terrans hav-
ing any knowledge of the attack. The incident
gave many Terrans a renewed sense of purpose.
It caused the Merianic to develop a stronger
sense of discipline and achievement. The
Koriandric took the opportunity to better
themselves, but with a psychotic, controlling
focus. The Fridic were more inclined to discov-
er the source of the shadows. It strengthened
the faith of the Nidic. The Terrans are a lost
people, who are constantly looking for answers
about their purpose in the universe.

Personalities

v
i

Despite the huge ideological barriers that

seem to shake the foundations of Terran
alliances, there are a few traits that are similar
among the Terrans. Most Terrans see a need for
something beyond themselves. Many live out
their lives searching for meaning and fulfill-
ment. Some have taken religious paths, while
others have taken paths to success. The Terrans
also see a strong need for hierarchy and order.
Disorder and loss of control lead to a meaning-
less void. Terrans are constantly striving not to
fall into this void. Most Terrans feel that they
have purpose and meaning in their lives,
enabling them to push forward and strive
toward higher goals.

Aside from these similarities, cultures among
the Terrans are quite different. The Fridic are
the most spiritual and strangest of the Terrans.
Their preoccupation with shadows and noncor-
poreal phenomena cause most people to think
they are insane. The Koriandric are a profes-
sional, savage people with a strong taste for
blood. They are fierce at the negotiating table
or in combat. The Merianic are a self-absorbed,
egotistical people, who are conceited and bigot-
ed. They are warm and open only to people of
their own kind and can be brutal and cold
towards others. The Nidic are hierarchical, reli-
gious fanatics who are obsessed with enlighten-
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1 Terran Personality Traits
¢ Roll Fridic Merianic Nidic Roll Fridic Merianic Nidic
l_. 1-2 aberrant academic accountable 6l nonchalant gracious lethargic
I 3 aesthetic adventurous acquiescent 62 nonconforming [  greedy loyal
4 4 altruistic adaptable altruistic 63-63 | obstinate guarded meticulous
a 5 apathetic aggressive anal 65-66 | odd hardworking mysterious
1 6 benevolent anal apprehensive 67 open-minded hateful obdurate
N 7 bold angry assertive 68 ornery heartless obstinate
1 8 calm arrogant audacious 69 paranoid high-strung overbearing
o 9-10 casual assertive benevolent 70 patient hot-headed partial
n 11 chaste authoritative brave 71 peaceful hypocritical passionate
12 civil benevolent calm 72-73 persistent idealistic paternal
13 confident boastful caring 74 placid imaginative peaceful
T 14-15 | cooperative bold charismatic 75 radical immoral peculiar
h 16 crazy brave charitable 76 reckless impulsive preachy
¢ 17 crotchety brutal chaste 77 - 78 reflective industrious prejudice
L | 18-19 | curious callous civil 79 resolute insatiable punctual
R y 20 deviant caring closed-minded 80 resourceful intense puritanical
a 21-22 | distant charismatic collected 81 sagacious manipulative | righteous
C A 23-24 distinctive chauvinist combative 82 sarcastic materialistic religious
(4 1 25 dreamy civil commendable 83 sanguine obsessive resourceful
s 26 eccentric clever compassionate 84 sardonic obstructive responsible
27 emotional closed-minded| composed 85 senseless paranoid reverent
28-29 | enigmatic cold confident 86 sensual partial sagacious
30 fanatical cold-hearted considerate 87 silent pretentious schemer
31 finicky combative contemplative 88 silly proud self-assured
32 forgiving commendable | cordial 89 -90 slovenly righteous serious
33-34 | frivolous composed courageous 91 snooty resourceful solitary
35 frugal compulsive creative 92 spiritual resolute spiritual
36 generous conceited daring 93 stubborn ruthless stern
37 -38 gentle confident decisive 94 -95 superstitious sociable strict
39 groundless conservative dependent 96-97 | thoughtful studious stringent
40 happy cooperative diplomatic 98 touchy surly sullen
41 humble cordial eccentric 99 trustworthy tenacious tenacious
. 42 inane courteous egotistical 100 weird vain virtuous
f ‘ 43 -44 indifferent creative fanatic
!'L 45 informal cruel fastidious Koriandric Personality Traits
Y 46 inventive cultured holy
1 47 - 48 jovial cunning honest Roll Trait Roll Trait
B 49 Jleptomaniac cynical honorable 1 addict 1 mean
"’".I 50 lackadaisical determined hubris 2 belligerent 12 nocturnal
. 1| 51 lethargic diligent hypocritical 3 blood-thirsty 13 psychotic
52 -53 light-hearted discrete iconoclastic 4 brash 14 ravenous
k i { 54 lively dominating idealistic 5 carnal 15 righteous
e | 55 ludicrous egotistical impulsive 6 challenging 16 sadistic
" 56 melancholy enterprising innocent 7 daring 17 savage
F l’\ 57 -58 | mysterious fanatical inventive 8 fearless 18 sensual
A 59 nihilistic fierce just 9 feisty 19 shrewd
] 60 nocturnal friendly know-it-all 10 grim 20 Vicious
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ment through mutation and modification.
They are absolutely convinced that they have
found the true path to salvation, and that oth-
ers should follow the same path.

All Terrans have 1d4+2 traits. For each
trait, roll percentile and consult the chart below
for the particular culture that the character
belongs to. Koriandric will have the same traits
as Merianic, except a few (up to half) may be
traded for traits on the Koriandric race chart. A
1d20 should be rolled for Koriandric traits.

Racial Abilities

Because of the great diversity among the
. Terrans, the racial abilities are divided up into
three major sections. The first section describes
the animal splicing of the Fridic and Koriandric.
All of the modifiers alter the existing Terran
stock. The second section is a list of random
mutations that affect all the Terrans. For the
Merianic, the mutations are considered eugen-
ics. The final section consists of all the Terran
r mutations.

Fridic — The Fridic gain the combination of one

A Fridic Lion
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animal from the animal section and 1d4+1
mutations from the random mutations section.

Koriandric — The Koriandric gain the abilities of
one animal and 1d3 random mutations. They
also gain a bonus of +10 starting points.

Merianic — The Merianic gain 1d4 mutations,
which are considered to be eugenics instead of
mutations.  They also receive a bonus of
1d6x 10 starting points.

Nidic — The Nidic gain 2d4 rolls on the random
mutation chart. Furthermore, the Nidic are
considered to be part of a religion. The level of
faith corresponds to the level of skill. The dif-
ficulty level is professional. For each level of
experience, the Nidic gains an additional roll on
the mutation chart. Characters automatically
start with level 1 in the religion.

Animal Splicing- The DNA of the Fridic
and the Koriandric are a combination of
Terran and animal stock. The Fridic have more
animal in them than Terran, but they are intel-
ligent and stand upright. The Koriandric have
more Terran than animal in them, and will
therefore gain less of a bonus towards animal
splicing.  Players who are making Fridic or
Koriandric Terrans will have the option of
choosing the kind of animal with which they
will be spliced.

Avian: The following bonuses are for bird char-
acters. For the flight bonus, the characters mul-
tiply their movement modifier (MM) times the
number to determine the character's speed in
flight. The Fridic will have additional
appendages for wings, while the Koriandric will
have their arms converted to wings with fingers
attached to the end. All avians will be light-
weight and receive a -5 towards all contusion
saves.
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Ability Fridic Koriandric
agility +2d4 +1d4
auditory -10 T# -5 T#
dexterity 1d4 +1

flight MM x4 MM x2
vision -12 T# -4 T#

canine: The features for dogs are fairly
straightforward. All of the abilities the charac-
ter has are assumed to be in the column of the
bonus, unless the character also trains in the
skill of the same name.

Ability Fridic Koriandric

constitution +2 +1

hearing -10 T# S T#

smell 8 T# -4 T#

strength +2d6 +1d6
ytracking +3 +1

ision +10 T# +5 T#
wound modifier +2 +1

Feline: These are the generalized bonuses for
cat characters. The jump ability will be doubled
both jumping distances for the Fridic.

Ability Fridic Koriandric
agility +2d6 +1d4
auditory -10 T# S5 T#

climb +4 +2
dexterity +5 +1

jump double normal
prowl +5 +3

smell -10 T# S5 T#
vision -10 T# S5 T#

Insecta: The bonuses for insect characters are
divided up into two areas: hard and soft. Hard
represents insects with a chitinous exoskeleton
that will give the character an armor rating.
The soft category represents the effects that a
character will gain when they choose a softer

. insect like a fly or earwig. Specific details for

each individual insect are not given, but addi-
tional modifications should be left up to the
game master.

My

Hard Shell insect

Ability Fridic Koriandric 3
armor rating 1d6x5 1d8 ! !
awareness +3 +1 ;
strength +3d6 +2d4 Q
tactile +15 T# +5 T#
B

Soft shell insect ﬁ
Ability Fridic Koriandric l o
agility 1244 +1d4 o\
awareness +3 +1 =
flight MM x2 MMx 1
flight dodge -4 T# -1 T#
strength +2d4 +1d4

Reptilia: The reptilian category is fairly
straightforward, except possibly for the temper-
ature. The numbers represent the degrees
Celsius that the character should modify to
both the cold and warm temperatures under the
wilderness section. This means that a reptile
Fridic would have a cold temperature of 20 I
degrees Celsius and a hot temperature of 35 ‘
degrees Celsius.

The reptilia also have the ability to regener-
ate lost appendages. For the Fridic, it takes a
number of days equal to the number of points
of damage the attack did. For the Koriandric, it

=

takes twice that long.

Ability Fridic Koriandric »
awareness +4 +2

climbing -5 +3

strength +1d6 +2 ‘5.
taste S5 T# +2 T# =4
temperature +10 +5 K

Rodentia: The Rodentia category is the cate-
gory for all small rodents such as gerbils, guinea
pigs, and rats.

Ability Fridic Koriandric
awareness +3 +1
climb +2 +1
constitution +1d4 +1
dexterity +1d4 +2
dodge +3 +1
prowl +3 +1
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Terran Random Matations
Fridic |Koriandric | Merianic Nidic |Mutation
01to 02 01to 02 01to 02 [Achilles' Heel
03 to 05 3 03to 05 |Albino
Altered Attribute
06 to 07 04 to 07 01to 02 06 to 07 | strength
8 08to 11 03to 07 08to 10 | constitution
9 2to 6 08to 11 Mto 2 dexterity
10 6to 18 R2to ¥ Bto ¥ | agility
1 9 to 20 Bto 7 1B5to 6 | empathy
© 21to 23 Bto 23 17to 9 | intelligence
13 24 to 25 24 to 26 20to 21 | appearance
“ 26to 27 27to 29 22to 23 | charisma
Bto 6 28to 30 30to 33 24 to 25 | willpower
7to 31to 34 34 to 36 26to 27 | perception
20to 23 35to 36 37to 39 28to 32 |Altered Perception
Altered Sense
24to 27 37to 39 40to 41 33to 35 | audio
28to 31 40to 42 42to 43 36to 38 | smell
32to 35 43to 45 44 to 45 39to 41 | tactile
36to 39 46 to 48 46 to 47 42to 44 | taste
40to 43 49to 51 48 to 49 45to 47 | vision
44to 48 52to 57 50to 51 48to 52 |Altered Skeletal Str.
49to 50 58 52to 54 53to 54 |Amnesia
51to 52 59 to 60 55to 57 |[Androgenous
53to 54 61to 65 58to 61 |Arterial Change
Body Alteration
55 to 64 66 to 70 62 to 67 | integument
65to 74 71to 76 55 68to 74 | somatic
75to0 84 77 to 82 75to0 80 | structure
83 to 84 56 to 70 Eugenics Experiment
85to 87 71to 74 81to 82 |Immortality
85to 87 88to 91 75to 81 83to 86 |Immunity
88to 91 92to 93 82to 91 | 87to 90 [Life Cycle
92 94 92to 94 91 Mind Alteration
93 to 96 95to 96 92to 93 |Resiliency
97 to 98 97 to 98 95to 97 94 to 95 |Vulnerability
99 99 98t0 99 | 96t0o 99 |Roll Twice More
100 100 100 100 Choose One
Matations

The following list is divided up into four
parts: Fridic, Koriandric, Merianic, and Nidic.
The chart represents the likeliest kinds of muta-
tions for each character. For each mutation
that a character has, roll a percentile die and
compare the result to the chart below. To see
what each of the mutations means in game
terms, consult the mutation description located
in the next section.
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Mutation Descriptions

Achilles Heel: The character with this muta-
tion has some body part that is exceptionally
vulnerable to attack. Whenever the character is
hit in this part of the body, the character should
roll a 1d4. On a result of 4, the character will
take double the usual amount of damage, and
will need to roll on the appropriate critical
injury table. Players and game masters should
choose a part on the character's body that rep-
resents the character's Achilles heel.

Albino: The character is a true albino, with no
melanin in the skin. The character takes dam-
age at 10 degrees Celsius sooner than others do
when exposed to direct sunlight. Albinos burn
easier in the sun, as well as receive a -1 while in
direct sunlight.

Altered Attributes: The player should roll a
1d4. On a result of 1-3, the character will gain
1d6 of the attribute indicated. If the result is 4,

the character should reduce the attribute by
1d4.

Altered Perception: Players whose characters
have this mutation should roll 1d4. On a result
of 1 to 3, characters gain a bonus of -5 T# on
to the particular perception ability indicated.
On a result of 4, it is a +5 T#. To determine
which area of perception, make a random roll
with equal chance for each area of perception.
Malke a random roll to determine which sense is
affected.

Altered Sense (audio): Characters with
altered audio have developed unusual sensing
powers that are not common to the species.
Characters should roll 1d4 and consult the
chart below.
Roll Mutation
1 The character has the ability to locate
and track by echolocation. To do this,
the character sends out a hypersonic
pulse that bounces off objects back to
the character. The character can "see" in
this fashion, even in total darkness.
2 The character's hearing is extremely sen-
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A Fridic chameleon
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sitive. The character can hear better (-
10 T#), but loud noises will distract the
character (+5 T#). The character also
receives a -5 modifier from sonic attacks.
The character will also be deafened for
1d4 turns.

The character can hear subsonic sounds
The character can hear supersonic
sounds.

NN~

Altered Sense (smell): The character's sense of
smell has been altered in some way. Characters
should roll 1d3 and consult the chart below to
determine the change.
Roll Mutation

1 The character is adept at telling the dif-
) l. ference between smells. Characters will
A [ get a bonus of -10 T# towards deter-
Y A mining the identity of a particular scent.
F. ?\ \ 2 The character's sense of smell is dull.
3 A Characters get a +10T# towards the

- character's perception modifier.

v INQW
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3 The character can
smell even the
faintest amount of
particles in the air.
The character
gains a bonus of -
10 T# towards the
perception modifi-
er.

Altered Sense (tactile): The
character has an altered sense
of touch. Characters should
roll 1d4 and consult the table
below.

Roll Mutation

I The character's ability to

sense with the skin is
amazing. The character
gains a bonus of -10 T#
towards all tactile per-
ception rolls.
The character has an ex-
tremely dull sense of
touch and receives a
+10 T# towards all tac-
tile perception rolls.

3 The character is adept at sensing chemi-
cal differences with the skin, almost to
the point of smelling. The character can
make a perception roll to smell chemical
differences with the skin. If the charac-
ter has chemistry as a skill, then the
character can be told specifically what
the chemical is.

4 The character can sense the life force of
other people through her skin. The
range is equal to the character's percep-
tion divided by 20 (rounded down)
meters, but in blind combat, the charac-
ter only receives a -4 unless she is using
a weapon at a longer range.

Fa
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Altered Sense (taste): The character's sense of
taste has been altered in some fashion. Players
whose characters have this mutation should roll
1d3 and consult the table below.
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Roll Mutation within 5 meters. ¢
1 The character's sense of taste is acute. 8 The character can see into the infrared
Characters gain a bonus of -10 T# spectrum. Heat images are easier to see. ¢
towards all taste perception rolls. The character can see when it is dark, if r
2 The character has an extremely dull there is infrared light. i
sense of taste that gives the character a 9 The character is nearsighted and z
+10 T# towards all taste perception receives a +2d4 on all attacks that are a
rolls. further than the modifier's negative. ¢
3 The character's taste buds are extremely 10 The character has excellent night vision =
attuned to what is healthy for the char- and can negate modifiers up to 2d4 for I
acter and what is not. The character being in the dark. Of course the charac- o
will automatically sense if food is poi- ter gains no modifiers if it is completely n
sonous when it touches the character's dark. The character also suffers from
tongue. half the night bonuses during the day, T
unless the character has eye protection h
‘ Altered Sense (vision)- The character's vision from the daylight. <
i has been changed in some way. Players should 11 The character has tunnel vision and
roll 1d12 and consult the table below to deter- close to no peripheral vision. All aware- } R
mine the exact effects. ness checks are made at +5 T#. f a
( Roll Mutation 12 The character can see colors in the ultra- |, c
; 1 The character has well-developed sense violet range. Some hidden inks become <
of sight that gives the character a -10 visible to the character in addition to <
' T# towards vision perception rolls. the sheen from force fields.
i 2 The character's eyes are attuned to see-
ing the electromagnetic aura of life Altered Skeletal Structure: The character's
forms. This gives the character a skeleton has been altered in some way. Roll
general idea of the emotions of others, 1d4 and consult the results below.
f and if they have any psionics. Roll Mutation
3 The character is a true color-blind and I The character's bones are much more
cannot distinguish more than tones of flexible than before. Characters will
gray from colored objects. have a -5 T# towards breaking bones.
4 The character has bad depth perception 2 The character has stronger bones that
and cannot judge distances accurately. give the character a +5 on the roll to
The character receives a +5 on all save towards breaking bones.
actions that require good depth percept- 3 The character's bones are thicker and
tion gains a +5 on the roll towards saves
5 'The character's sense of sight is extreme- involving contusions.
ly dull giving the character a +10 T# 4 The characters bones are thinner than
towards all perception rolls. most. The character receives a +5 T#
6 The character's sight is geared towards towards breaking bones.

seeing the electromagnetic spectrum.
I The character can see force fields and Amnesia: Character has amnesia and has a ten-
' screens with the naked eye as well as dency to forget things (1d20% chance per

electromagnetic fields created by differ- encounter) at crucial moments when under II J
ent machines. great stress. i
7 The character is farsighted and cannot 4 n 1
see very well at close range. The charac- Androgynous: The character has an appear- / :
ter receives a -2d4 on all attacks made ance that looks neither strongly male nor 4 -
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strongly female. The character could easily pass
for either.

Arterial Change: The character's veins and
arteries have been altered in some fashion.
Players should roll 1d2 and consult the chart
below.
Roll Mutation
1 The character's veins and arteries are
much thicker than normal. This
reduces bleeding damage by half.
2 The character's veins and arteries are
thinner than normal. Character suffers
+1 damage from wounds bleeding.

Body Alteration (integument): The charac-

ter's skin has been altered in some way. A play-

er character with this mutation should roll 1d12
“and consult the table below.

Mutation

The character has developed long bris-
tles that cover his body. They give the
character a 1d4+1 armor rating and
will do 1 base damage to anyone who
strikes the character with exposed flesh.
The character has developed a carapace
which covers his body. The character
with this skill should roll 2d4%x5 to
determine the armor rating. A thick
carapace slows the character down. For
every 10 points of protection the char-
acter has, add a +1 T# to all physical
actions the character performs.

The character's body has the ability to
change colors to match the surrounding
area. The character receives an addi-
tional -5 T# to the chance to hide. It is
not a perfect chameleon ability and can
be seen if the character is being watched
closely. The character's clothes do not
change color.

The character's hair is an exotic color.
The player should choose an unusual
color of hair for the character.

The character has an exotic skin color
that should be chosen by the player.
The character's hair is overgrown to the
point of being fur. The character can

ey

withstand temperatures that are 1d3x5
degrees cooler than other members of
the species can but is also much more
sensitive to warmer temperatures.

7 The character's skin is tougher and
lumpier than most. The character gains
an extra 1d4 to wound modifier.

8 The character does not have the ability
to grow any hair on the body whatso-
ever. The character's temperature sensi-
tivity is 5 degrees Celsius warmer.

9 The character's body is covered with
scales.  The character may choose
whether or not to retain the hair. The
character has an armor rating of 1d4+1.

10 The character's skin sheds instead of
grows. During adulthood, the character

will molt once every few months.

11 The character's skin is thicker and
tougher than other members of the
species. The character gains 1d4 to
wound modifier and an armor rating of
1d3.

12 The character's skin is much thinner
than other members of the species. The
character loses 2d4 life and takes twice as
long to heal.

Body Alteration (somatic): The character's
body has abilities unusual for members of the
species. Players should roll 1d8 and consult the
chart below.

Roll Mutation

1 The character has an organ that gives an
inner direction sense. The character can
always tell where home is on a planet.
If not on a planet, the character will be
disoriented.

2 The character has an organ that enables
her to produce natural electricity. The
character will be able to deliver 1d6+1
base damage to any opponent.

3  The character's heart is either weak or |

strong. Players should roll a 1d4. On a
result of 1 to 3, the character has a
strong heart and the character gains
extra 2d4 x5 points of endurance. On a
result of 4, the character has a weak
heart and loses 1d4X5 points of
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endurance.

4 The character has an adrenal gland that
produces too much adrenaline. In com-
bat  situations, the character will
have an extra 1d4 points to wound
modifier, and an intelligence check is
necessary to see if she recognizes
friends. The character also gains a tem-
porary 1d6 to wound modifier. Once a
frenzy starts, it will continue until all
foes are killed or the character is
knocked unconscious, restrained, or
killed.

5 The character's lungs are either healthi-
er or sicklier. The effects are the same
as #3 under this section.

6 The character can retain oxygen and
save it for later use. The character can
save enough oxygen to survive the num-
ber of minutes equal to her constitution
times 10.

7 The character has poison glands within
the body. Every 25 hours, the character
can produce enough poison to infect 4
targets. She or he can store enough poi-
son to infect 12 targets. The player
should roll 1d4. If the result is 1, the
character's poison is a damaging poison
hat will do 1d4 points of damage to
others for 1d10 turns. If the result is 2,
the poison will make the character
delirious. If the result is 3, the charac-
ter will have delirium poison. If the
result is 4, the character will have para-
lysis poison. All non-lethal poisons will
last for 2d4 x5 minutes, unless other-
wise stated.

8 The character has remarkable regenera-
tive abilities. The character heals up to
a maximum constitution worth of life
in one hour. They can regenerate lost
limbs in a matter of weeks. Damage
that goes to critical, but not below, can
be healed at twice the normal rate in a
hospital. They can make a constitution
check versus all lethal damage to see if
they can survive. All other life related
saves would be at -5 T#.

below.
Roll
1

2

10

11

Body Alteration (structure): The character's
body structure has been altered in some way.
Players should roll 1d12 and consult the table

Mutation

The character has antennae and gains a
bonus of -5 on audio and tactile senses.
The character's bones naturally protrude
through the skin. Stylizing the bones
and details should be left up to the
game master and player. Some of them
may be able to cause extra damage if the
game master permits.

The character has unusually-shaped fea-
tures. The ridges of bone on the charac-
ter's body stick out more than usual, but
do not protrude. Features on the char-
acter will be much more defined.

The character has claws that add an /
extra 1d3 points of damage to the char- |

acter's base punching score.

The character has horns, tusks, or small
antlers. The composition is left up to
the game master and player.

The character is hunchbacked and loses
-1d4 x5 from appearance.

The character has an eyelid that allows
her to withstand incredibly bright light
without being blinded.

The character is capable of producing
light out of an organ that protrudes
from the character's head.

The character has an extremely unusual
body build for its species. The charac-
ter will have more or less fingers and
toes than Terrans typically have. The
rest of their body will also be atypical.
Game masters and players should feel
free to come up with their own designs.
The character is appreciably shorter
than average. Roll 2d6 and multiply
the result by 10. The character is short-
er by this number of centimeters. The
character requires only half as much
food and water to survive as other char-
acters do.

The character has a tail. The player
should roll 1d4. On a result of 1, the tail
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is short and useless except as a decora-
tion. On a result of 2, the tail is long
and gives the character a bonus of -10
T# on balancing rolls. On a result of 3,
the tail is prehensile and can be used for [
grasping. On a result of 4, the tail is use-
ful for storing fat and food for long peri-
ods of time.

12 The character is appreciably taller than
normal. Roll 2d6 and multiply the
result by 10. The character is this num-
ber of centimeters taller than normal.
The character has to eat twice as much
food in order to survive.
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JO0 =~ =B N==Q ~0p3p 3N

QA T~

Eugenics Experiment: The character is part of
 a long-standing genetic breeding program that
. has gone on for centuries. The character should

sroll 1d4 and examine the results below. All @
Jcharacters that are in eugenics projects will be
part of a highly ordered and structured organi-

| Zzation. There is only a 1 in 10 chance of the
character being set free without being tracked.

h Characters may only be part of one eugenics

n Qoo

project. Subsequent rolls to this table should be |
ignored.

Roll Mutation

I The character has been bred for the pur- [

poses of combat and survival. The char- |

acter is strictly controlled and watched

by the founding members and is used

strictly as a tool. If the character choos-

es to defect, then she will usually be

hunted down and killed. The character |

" !{ gains 1d4 to strength, constitution, dex-

terity, agility, and perception attributes.
Roll once for each attribute.

\ 2 The character is part of a eugenics proj-
'l,:_ ect, which believes that well-rounded
}:- evolution is the most sensible method of £z ‘
L : h practicing eugenics. The character may [a \ =y

)

(] roll 1d6 for each attribute. For every 4

W
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and 5 rolled, the character may increase _ ‘\‘%\\&\\{\\ an
N
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E!& i | the attribute by 1d3. For every 6 rolled, k \?\\aﬁm
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1 the character may roll 1d4 and increase
' ‘A the attribute by that amount.
3  The character's mental abilities have
been the focus of his or her evolutionary

A Chameleon Koriandric




|
=

"ol

school. The player may add 1d4 to the
character's empathy, intelligence, charis-
ma, and willpower attributes. Roll once
for each attribute. If the character has
an intelligence of 15 or greater she has a
50% chance to have additional mental
training (determined by the game mas-
ter).

4 The character has been part of a eugen-
ics project with the primary purpose of
instilling psionic ability. Player charac-
ters with this project gain an additional
2d6 on to the roll for psionics. The
characters are carefully watched for their
abilities and are forced to be part of the
system.

Immortality: The character's system can heal
and regenerate itself to a point where the char-
acter will never die of natural causes. The char-
acter is capable of regenerating one point of
damage per hour, and can even re-grow lost
appendages. The character can still be killed by

conventional means.

Immunity: The character is immune to some
kind of attack. Players should roll 1d6 and con-
sult the following table to determine what kind
of attack their characters are immune to.

Roll Mutation

1 The character is immune to bacteria of
all kinds and cannot be infected.

2 The character is immune to bio-genetic
agents and can no longer be mutated
from these sources.

3 The character is immune to the effects
of drugs. They gain no bonuses or
penalties for drug use and suffer no ill
effects from the worst drugs.

4 The character is immune to mental
attacks and is not affected by illusion-
ary or mind control psionics.

5 The character is not affected by any
kind of poison.

6 The character's immune system has
developed to a point where she cannot
be stunned. During combat, all results
to the contrary should be ignored.
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Life Cycle: The character's life cycle has been
altered significantly. To determine how the
character's life cycle has changed, the player
should roll 1d6 and consult the chart below.
Cycles can be anywhere from one year to 10
days (one week) depending on the particular
cycle. All cycles are assumed to let the charac-
ter's current attributes remain the medium
score. This means that the upswing process will
probably start somewhere in the middle of a
cycle. When scores are averaged out the score
should be at the character's base.
Roll Mutation
1 The character has a monthly cycle for
how she looks. When on the upswing,
the character gains 2 points of appear-
ance per day. On the downswing, the
character loses 2 points of appearance

per day.

J
I

2 The character has extreme weekly (10 |

days) bi-polarity added to her intellec-
tual and emotional state. The first five
days, the character gains 1 point of
intelligence and loses 1 point of empa-
thy. The last five days the opposite
reaction is true. The character also
becomes more detached when the intel-
lectual stage is dominant, and more
emotional when the empathic stage is
dominant.

3 The character requires varying degrees
of food, depending on the time of year.
Specifics are left up to the player, but
the character should eat up to 3 times as
much food during part of the year and
one third the usual amount during the
rest of the year.

4 The character needs to hibernate during
at least 25% of the year. The character
will begin to eat large quantities of food
and then sleep for a quarter of a year
before waking up.

5 The character's life cycle requires that
the character change sexes on a month-
ly basis. If the character should become
pregnant, she will remain pregnant for
the full term and then become male for
twice the duration after the pregnancy is
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6 The character's constitution goes
through a weekly cycle of strength and
weakness. The character gains 1 point
of strength and constitution each day
for the first five days, and then loses the
points during the last five days.

Mind Alteration: The character's mind has

been significantly altered by eugenics and/or

mutations.  Players with this modification

should roll 1d10 and consult the following

table.

Roll Mutation

I The character has developed amnesia in

the same fashion as the mutation
described previously.

2 The character has almost fully integrated
the intellectual and emotional sides of
the brain The character gains a bonus
on all intelligence and empathy skills of
+1. The character will become balanced
and wise.

3 The character has eidetic memory. The
character remembers every perception
with clarity. The character will gain a
bonus of -1 DL to learn all skills. based
on intelligence.

4 The character's mind is strongly empath-

ic and has the ability to read surface emo-
tions of others. The character will have a
T# of 20.

5 'The character has the ability to use her
own psi to heal damage done to herself.
For each focus point used, the character
can heal up to 1d4 points of damage.

6 The character has the ability to steal psi
from others. The victim will get to make
a willpower check to prevent the loss of
psi.

7 The character has developed a talent for
learning one kind of skill. Player charac-
ters should choose a particular skill area
to determine what skills the character
can learn -1 DL.

8 The character has multiple personalities.
Each new personality may or may not
know the skills and abilities of the other
personalities. Individual details should

Terran - Relations
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be left up to the game master and play-
er, but the character should have at least
1d4+1 personalities.

9 The character has a photographic mem-
ory. The character can recall anything
she sees for more than 3 seconds.

10 The character will have at least mini-
mum psionic ability and gains a bonus
of 1d4 X5 on to the roll for psionics.

Resiliency/Vulnerability: The character is
resistant to or vulnerable to a specific type of
attack. If the character has a resiliency to a par-
ticular type of attack, then the damage is
reduced by one FS. If the character is vulnera-
ble to a specific kind of attack, then the damage
is increased by one FS. Characters should roll
1d10 and consult the chart below to determine
to which attack the character is resistant or vul-

nerable.
Roll Mutation

1 Electromagnetic
2 Sonic
3 Laser
4 Maser
5 Electron
6 Proton
7 Radiation
8 Particle
9 Plasma
10 Neural

Relations

On the whole, Terrans are trying to establish
good relations with others, but have fallen short
on many occasions. Aside from the Sharr'Dann,
the Terrans are the most hated members of the
galaxy. The Middarians and Sehlmna absolute-
ly loathe them, but will usually try to get along
with them. The Quiizbenqq have are very sim-
ilar to the Terrans, but their hatred of the
Sharr'Dann has colored their view of the

Terrans, whom they believe to be pawns of the |

SharrDann. The Pjanji find them to be an
excellent source of profit, but they have to be
extremely shrewd to deal with any of the
Terrans.
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Character Creation

There are many factors that go into making
Terran characters. Many of them depend on
the kind of character, but there are some simi-
larities that apply to all of them. Most Terrans
have a need to understand the world around
them and a desire to learn more about their
past. Many Terrans wish to explore the uni-
verse to seek understanding. They do this
through technical, spiritual, and scholarly
methods. Even the rogues have an explorative
nature. When creating a Terran, this kind of
curiosity should be portrayed in the character's
skills and personality. It can sometimes be his
weakness.

Another factor to be considered is the
intense prejudice that Terrans suffer from other
races — and not without justification. To a
Terran, every nuance becomes a political state-
ment. They are hypersensitive about doing
anything that could be construed in the wrong
way. They are very aware of how others per-
ceive them, and they wish to change their
image.

Terrans use a variety of different naming
styles to identify themselves. Many of them are
offshoots of Prime. The Fridic names often
refer to different aspects of shadows or a play
on light. The Koriandric names were taken
from many of the Terran myths that they
admire. Although their names seem Greek, the
origin of these myths lies elsewhere. If they
belong to a house, the Merianic will sometimes
use the Koriandric names. Otherwise they will
use the names listed below. The Nidic have
shunned most of the other Merianic names and
languages. They have devoted themselves to
spiritual advancement, and most of the names
reflect this. Some of the more common names
are detailed below. All of the names below are
last names.

| Fridic Koriandric Merianic Nidic
Names Names Names Names
Antu  Andon Adrian Arrus
Azal Callias Avatar Baiis
Bali Charmides  Chan Catala
Fesa ~ Epimetheus Mansour Fedic
Feva  Hephaestus Miles Fekeus
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Fridic Koriandric Merianic Nidic
Names Names Names Names
Jeta Hesiod O'donnel Ido
Kadi Myrrinus Okiro Kenfala
Kafa Pericles Peterson Makri
Mesu  Phaedipides Seneca Narris
Tulu  Philippides  Starspawn  Nephos
Venu  Simonundos Vorcheck Tolanis
Zini  Xanthippus Williams Zatala

The descriptions below describe what the
Terran cultures are like in more complete detail.
Each culture has its own unique style and way

of doing things.

Fridic — The Fridic are the most difficult Terrans
to play. They do not hold on to the other
Terran commonalities as the other cultures do.

They are enigmatic spiritualists who are con- /
stantly seeking to understand the "shadows"

that they see. Some become conspiracy theo-
rists, while others choose to understand the
phenomena through technical means. When
making a Fridic character, this hould be taken
into account. Their eccentric attitudes make it
difficult to pin down what a typical Fridic is.
They will often be obsessed with a particular
facet of something and glean all the knowledge
they can from that one particular source.

Koriandric — There are many kinds of Koriandric,
but they all have taken on the more brutal
aspects of animal existence. When action is
called for, they often respond in a most violent
and calculated manner. They are extremists
who do not like to dabble in worthless pursuits.
The Koriandric have no use for freelancers,
investigators, or smugglers. Those who follow
these professions have forsaken the Koriandric
way of life. When picking out skills, they will
usually focus on a small number that are useful
in a few situations. They are team players, who
recognize the results of careful consideration.

Merianic — The Merianic are the archetypical
Terran described earlier. They are hierarchical
and professional. They believe in themselves
and their abilities. They are eugenicists, who
believe they can attain a perfect society through
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individual perfection. In the pursuit of genetic
perfection, they have created many houses to
which the character may belong. These houses
provide a firm structure for the character, but
the character is expected to follow the rules to
the letter. Game masters may wish to make a
Terran character part of a house.

Their philosophy sometimes calls for a sacri-
fice in the name of perfection. Merianic are a
tough-minded, realistic people, who do not
believe in fooling around. When making
Merianic characters, they should have at least
one skill that backs up the strong attitude with
T force. This can be in a combat form or a
h
[
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weapon skill. The Merianic are very strong on
making a show of force.

t Nidic — When making a Nidic character, the reli-
'\ gious aspects are important to remember. Many
jof them will be spiritualists, but some will have
their religion as a secondary skill. Those who
are only interested in religion secondarily can be
of any profession. They shy away from any pro-
fession that might give them a negative, such as
a rogue or smuggler, but a few do exist. They
will never get any kind of augmentation, and
hence will never be Enhancers. Many Nidic
prefer to spend their lives in the wilderness, liv-
ing with a large group of people.

Honor

For the most part, Terran cultures have a
wide spectrum of moral values, but they all tend
to be oriented toward an ends/means philoso-
phy. They feel that there is some necessary end,
the guide by which all else should be judged
Most Terrans believe this end to be the perfec-
tion of the species by whatever means neces-
sary.. The Koriandric, Merianic, and Nidic are
the most extreme in the ends/means analysis.
The Koriandric and Merianic hold that perfec-
tion of body and mind are of fundamental
importance. The Nidic lean towards the muta-
tion of the self to become closer to Gusu and
closer to perfection. The Fridic are the least
interested in these theories. They are primarily
interested in attaining knowledge and under-
standing their place in the universe.

Jd-— T —
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Honor

My

Except for the Nidic, Terrans do not need to
be in touch with individual moral systems,
because their morality is focused on the evolu-
tion of the species and not of the individual.
Those who do not share their goal are consid-
ered to be inconsequential, which allows Terrans
freedom to do as they please.

Miscellaneous Information

Roll  Skin Color Roll Eye Color
1 black 1 brown
2 brown 2 blue
3 dark brown 3 green
4 red-brown 4 yellow
5 tan
6 white Roll  Eye Quality
1 clear
Roll ~ Skin Texture 2 cloudy
1 soft 3 dark
2 silky 4 opaque
3 rough 5 pale
4 hairy 6 vibrant
Roll Hair Color Roll Hair Quality
1 black 1 course
2 blond 2 fine
3 brown 3 greasy
4 gold 4 stiff
5 red 5 thin
6 white 6 wiry
Roll Build KG *
1 slight 32 + 1d4
2 skinny 34 + 1d6
3 thin 36 + 1d8
4 average 38 + 1d10
5 husky 40 + 2d6
6 hefty 42 + 3d6
Age Category Age
Young 12 + 1d6
Mature 17 + 1d20
Middle-aged 49 + 1d20
Old 75 + 1420
Aged 112 + 1d20
Height

115 + 2d5 x 10 + 10 centimeters

*Multiply this number times the character's height in
meters for final kilograms.
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Terran Honor

Condition Honor |Condition Honor
All Terrans Merianic Honor
good decision +4 breaking from the house -25
caring for others -2 disobeying the head of a house -10
cheating others -2 emotional outbreak on assignment -8
committing a crime -5 failing a mission -4
greed -2 following orders that require personal sacrifice +6
killing without justification -12 furthering species ewvolution +4
lying to achieve House goals +1 losing control -7
lying to achieve petty goals -5 keen insight +4
over indulgence -1 killing for the betterment of the specie +1
quick good decisions +4 killing out of hate alone -4
quick poor decisions -5 professionalism +5
putting aside great prejudice for greater goal +15
Fridic Honor putting aside petty differences for a greater g¢ ~ +2
acting out of malice -6 self discipline +4
being extreme +2 self sacrifice for greater good +5
being natural +3 showing disloyalty -5
conforming to the group -4 showing excessive disloyalty -12
enjoying self +1 showing great commitment towards a goal +6
enjoying oneself to the point of unnaturalness -8 showing strong commitment to House +6
following curiosity +2 unteamlike behavior -4
forcing extremeness on others -4
forcing extremeness on self -6 Nidic Honor
going against one's own nature -8 becoming a priest of Gusu +5
obsessive behavior -5 cheating others out of mutation -10
provoking others out of spite -12 confessing wrongs done to self or others +1
provoking others to teach a lesson +3 converting others +4
self discipline -1 gaining a level in religion +12
getting a bad mutation -5
Koriandric Honor getting a good mutation +5
backing out of a fight -6 getting mutation before designated time -25
cheating others -9 getting a new mutation +10
defeating enemy +3 getting unwanted mutation -5
forging alliance +2 getting wanted mutation +10
inciting others to violence +1 lying -5
killing children -20 lying to get mutations -12
killing those who are weak -15 never cutting beard (per year) +5
losing control in a non combat situation -5 never cutting hair (per year) +5
professionalism +3 opening shrine for Nidic +20
quick thinking +2 never cutting nails (per year) +5
self sacrifice for greater good +6 showing strong conviction in Gusu +2
showing commitment to Koriandric kind +5
showing mercy -6
showing prowess +2
showing weakness -4
taking a bribe -6
winning a fight +2
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Purchasing Skills

~

Skills

The Xro Dinn Chronicles™ SE are designed
with a wide array of skills in order to create
more options for the player character. Skills are
one of the defining features of the character.
They describe what the character can do. The
list of skills is long, but it allows players to
round out their character and provide solid def-
inition. For those players who don't want to
spend time picking out individual skills, skill
packages are presented in the next section. In
some cases, players may wish to have an unlist-
ed skill. Players should consult with the game
master to create the new skill. Examples should
be taken from the skill list to determine the

\ parameters of the skill,

/Skill Divisions

Skills are broken up into 3 primary areas,
Basic, Advanced, and Professional. There are
no requisite skills. Basic skills are simple skills
with no prerequisites. Anyone can choose to
select any of the skills within the basic category.
Advanced skills all have prerequisites that one
must select before one can select the skill.
Anyone can choose an Advanced skill, if they
have the prerequisites. Professional skills are
complicated skills with multiple prerequisites.
For the most part, only those characters that
gain the skills as part of their profession will
select these skills.

Purchasing Skills

Purchasing skills after the character is creat-
ed is different from purchasing skills during
character creation. For the most part, purchas-
ing skills is as simple as selecting the kind of
skill (Basic, Advanced, or Professional) and pay-
ing the corresponding experience points that go
with it. Professions allow characters to purchase
skills at a cheaper price than listed on the skill
page. In those cases they can pay requisite
prices.

After selecting the skill and the difficulty, the
next thing to do is to determine at what level

ey

the skill is going to be purchased .To do this, the
character should ascertain the current skill level.
If the character has no levels in the skill, then
the character must first purchase level one. All
skill levels must be chosen in order, and no skill
level may be skipped. For example, a character
may not choose to purchase a skill at level two
when level one of the skill has not been pur-
chased. The cost of each skill level is deter-
mined by cross-referencing the difficulty level
with the skill level. For example, if a player
wants to get the melee skill (a basic skill) level
one in the skill would cost 2 experience points.
When getting more than one level at once, the
player must pay for each level of experience.

SKill Success Rates

Skills have a success rate that usually corre-
sponds to the level of the skill. To determine
what the success rate is for a skill, look up the
skill and look across to the success rate column
under the skill. This will tell the player what
kind of success the skill will have. The success
rate of the skill is equal to the level of skill. A
level one skill will give the character a +1 to
their success, a level two skill a +2, and so forth.
The skill will not have a success rate in some sit-
uations, instead "none" will be listed. In these
cases the player should consult the skill descrip-
tion to determine what the skill does for the
character.

Skill Modifiers

Most skills have a modifier assigned to them.
This will be one of the character's primary
attributes. If the modifier is intelligence, the
character should use the intelligence primary
attribute to determine the modifier. The modi-
fier modifies the success rate of the skill. No
modifiers should be ignored. To determine the
effect of the modifier, the character should look

up the attribute modifier for the appropriate |

attribute. This number will then modify the
1d20 roll of the skill use. For example, if a char-
acter had boxing skill, and he or she had a
strength of 20, then the attribute modifier
would be +2. If the character's boxing level
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Skill Level Cost Table
Level Requisite Basic Advanced Professional Translation
1 1 2 4 6 Unskilled
2 2 4 8 12 Novice
3 3 6 12 18 Practiced
4 4 8 16 24 Competent
5 5 10 20 30 Proficient
6 6 12 24 36 Skilled
7 7 14 28 42 Experienced
8 8 16 32 48 Seasoned
9 9 18 36 54 Accomplished
10 10 20 40 60 Expert
11 11 22 44 66 Adept
12 12 24 48 72 Ace
13 13 26 52 78 Wiz
14 14 28 56 84 Virtuoso
15 15 30 60 90 Master \

were 5 then the character would have a +7 to
the D20 roll when using boxing.

Technology Levels and Skills
Technology levels play an important part
when using skills in this game. It is important
to remember that every skill is learned accord-
ing to a particular technology level and within
the confines of a particular culture. A Middar-
ian (TL 16) learning an Engineering skill will
have a distinct disadvantage when working with
races that are of a higher technology level. The
Middarian would receive a +15 T# when at-
tempting to understand a piece of Quiiz-benqq
technology based upon technology levels alone.
Additionally, the cultural approaches to tech-
nology will be different. All attempts to work
with alien technology will have a +5 T#. This
is important to remember when purchasing
skills.
All the skills are designed for people at a par-

. ticular technology level or higher. If the charac-

ter has too low a technology level within the

| area of expertise, the character can only learn

the skill with strong justification by the player
and the game master's approval. These cases
should be considered exceptions to the rule.
The Tech Level listed by the skill is the mini-

mum technology level needed to learn that par-
ticular skill.

ProTficiencies

Many skills require that a character choose
a proficiency for the skill. It will always be very
specific, such as a particular kind of computer
or sword. If no proficiency is chosen, the char-
acter has the normal success rate chance of
using the weapon (described earlier). If the
character has a proficiency, she gains a bonus of
+1 when using that skill. Proficiencies cost the
amount of the skill at first level. Unless the
skill dictates that the character needs a profi-
ciency, the character cannot get a proficiency
until third level.

When the character reaches level 8 in a skill,
she may choose to get a specialty proficiency. A
specialty proficiency gives the character a bonus
of +1 FS when performing that skill. This
should be extremely specific, for example, a
martial artist performing a jump kick. At level
12, a second specialty proficiency may be cho-
sen with the same skill. The factor shift bonus
is ignored, and the character gains a bonus of -
5 T# to all attempts to use the skill with a par-
ticular piece of technology or style. The first
specialty proficiency costs double the proficien-
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Basic Skills List
No Prerequisites

Skill Modifier TL |[Skill Modifier TL
Acting Empathy 3 |Martial Arts I Dexterity 5
Activity: Pick One None 3 |Mathematics Intelligence 4
Art: Pick One Empathy 2 |Meditation Willpower 6
Awareness Perception 4 |Melee Weapons: Pick One Dexterity 4
Bluff, Lie, and Evasion Willpower 4 |Missiles Intelligence 11
Boxing Strength 6 |Nanotechnology Operation Intelligence 13
Brawling Dexterity I |Personality Skills: Pick One None 6
Bribery Empathy 3 |Physical Conditioning None 11
Bureaucracy: Pick One Intelligence 4 |Pilfering Agility 3
Camouflage Perception 4 |Pilot: Aquatic Vehicles Dexterity 2
Communication: Operation Intelligence 10 |Pilot: Ground Vehicles Dexterity 8
Computer Operation Intelligence 10 [Pilot: Machine Vehcles Dexterity 10
Concealment Intelligence 3 |Pilot: Power Armor Dexterity 13
Contacts: Pick One Charisma 6 |Play Instrument: Pick One Dexterity 5

‘-._l Culture: Pick One Intelligence 6 [Projectiles: Ancient Dexterity 4

,.n'l Detect Forgery Intelligence 6 [Projectiles: Heavy Dexterity 10
Disguise Intelligence 6 |Projectiles: Pistols Dexterity 6
Deep Space Survival Intelligence 12 [Projectiles: Rifles Dexterity 6
Demolitions Intelligence 6 |Psyche Scan I Empathy 8
Digital Multimedia Intelligence 13 |Quickdraw None 4
Dodge Agility 2 |Religion: Pick One Intelligence 3
Energy: Heavy Dexterity 13 |Robotic Operation Intelligence 11
Energy: Pistols Dexterity 13 |Scent Detection Perception 10
Energy: Rifles Dexterity 13 |Science: Botany Intelligence 8
Escape Artistry Dexterity 6 |Science: Zoology Intelligence 11
Etiquette: Pick One Intelligence 7 |Sensor Operation Intelligence 10
First Aid Intelligence 4 |[Stealth Intelligence 5
Forgery Intelligence 6 |Surveillance Perception 13
Gambling Empathy 5 |Survival: Pick One Intelligence 1
Law: Pick One Intelligence 6 |Thrown Weapons: Pick One Dexterity 2
Lore: Pick One Intelligence 3 |Tracking Perception 2
Machinery Intelligence 8 |Tronics Intelligence 6
Maintenance Intelligence 8§ |Welding Intelligence 8

cy. The second specialty proficiency costs triple
the proficiency.

BE<ecution Time

Different skills take a different amount of
time to perform. The following chart gives
game masters a rough idea of how long it takes
to perform a skill. The amount of time should
be up to the game master. For execution time,
skills are divided into 3 categories — Action,
Situational, and Intensive.

Action skills take up one action. These are
combat-oriented skills, such as martial arts and
melee weapons.

Situational skills, such as Psyche Scan I,
depend upon the situation. Sometimes it will

be instantaneous, while at other times it might |

take longer for the character to complete the
task.

Intensive skills take the amount of time
detailed below. These are the scientific skills,
the engineering skills, the technical skills, etc.
Game masters may decide that some situations
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Advanced Skills
Check for Prerequisites
Skill Modifier TL Skill Modifier TL
Academics: Pick One Intelligence 5 |Medicine: General Intelligence 4
Accounting Intelligence 10 |Medicine: Mind Matrix Intelligence 16
Acquisition Intelligence 4 |Medicine: Natural: Pick One Intelligence 6
Adopt Persona Willpower 7 |Medicine: Veterinary Intelligence 10
Animal Training Intelligence 3 |Memory Manipulation Intelligence 17
Anthropology Intelligence 8 [Minor Surgery Intelligence 6
Appraisal Intelligence 4 |Pilot: Atmospheric Vehicles Intelligence 10
Archaeology Intelligence 8 [Pilot: Submersables Dexterity 8
Assassination Intelligence 8 |Pilot: Tanks and APC's Intelligence 10
Atmospheric Navigation Intelligence 10 |Pilot: Walking Vehicles Dexterity 13
Communication: Deep Space  Intelligence 14 |Read / Write: Pick One Intelligence 4
Communication: Satellite Intelligence 12 |Read Lips Perception 8
Computer: Networks Intelligence 11 |Repair: Computers Intelligence 12
Computer: Specialized Intelligence 12 |Repair: Force Fields Intelligence 15
Criminal Science Intelligence 8 |Repair: Miscellaneous Intelligence 10
Cryptography Intelligence 8 |Repair: Robots Intelligence 12
Cuisine: Pick One Intelligence 3 |Repair: Vehicles Intelligence 11
Economics Intelligence 5 |Science: Astronomy Intelligence 4
Evidence Analysis Intelligence 5 |Science: Biology Intelligence 8
Force Field Operation Intelligence 14 |Science: Chemistry Intelligence 8
Genetics Intelligence 12 |Science: Geology Intelligence 10
Information Search Intelligence 4 |Science: Physics Intelligence 6
Jury-Rig Intelligence 9 |Security System Operation Intelligence 10
Language: Pick One Intelligence 2 |Starship Gunnery Intelligence 14
Martial Arts II Dexterity 8 |Starship Operation Intelligence 13
Matter Transporter Operation Intelligence 18 |Stellar Vehicles Intelligence 12
Medical Physiology: Pick One Intelligence 8 [Streetwise Intelligence 10
Medicine: Cryogenics Intelligence 13 |Teaching Empathy 4
Medicine: Forensic Intelligence 8 |Writing Intelligence 4

will take a much longer time for the character
to perform.

To use the chart, just compare the difficulty
level with the corresponding intensity level
chart.

DL I
Basic 10
Advanced 20
Professional 25

Skill Descriptions

Below are descriptions of the skills and how
they are used in the game. Game masters
should feel free to change or modify the skills to

fit his or her game. Characters must have the
prerequisite skill before the skill can be taken.
Of course, many skills do not have prerequi-
sites.

Accounting — The accounting skill gives the
character the ability to balance budgets, books,
and financial accounts. The character learns
the resources and methodologies available for
dealing with different types of accounts. This
may include restructuring and reallocating
budgets make it appear as if no money was
received or paid to an account by using loop-
holes, oversights, or other loose ends in the sys-
tem. Prerequisite: Mathematics 3
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Professional Skills
Check for Prerequisites

Skill Modifier TL [Skill Modifier TL
Artificial Intelligence Intelligence 12 |Engineer: Vehicle Intelligence 10
Medicine: Bionics & Cybernetic Intelligence 13 |Engineer: Weapon Intelligence 9
Cloning Intelligence 14 ]Espionage Intelligence 7
Computer: Security Intelligence 12 |Industry Trends: Pick One Intelligence 7
Criminal Psychology Intelligence 12 |Linguistics Intelligence 7
Engineer: Aeronautical Intelligence 12 |Major Surgery Intelligence 7
Engineer: Aerospace Intelligence 13 |Medicine: Life Chamber Intelligence 14
Engineer: Bionic / Cybernetic  Intelligence 13 |Medicine: Regeneration Intelligence 14
Engineer: Chemical Intelligence 11 |Programming: Nanotechnology Intelligence 14
Engineer: Communication Intelligence 12 |Programming: Pick One Intelligence 13
Engineer: Computer Intelligence 11 |Programming: Robot Intelligence 12
Engineer: Faster Than Light Intelligence 14 |Psyche Scan II Empathy 16
En