CS Commando

I.Q.: 16, M.E.: 17, P.S.: 19, P.P.: 21, P.E.: 20, Spd.: 26

H.P.: 60, S.D.C.: 60

Math, Radio, Navigation, Intelligence, Parachuting, Tank & APCs, Hover Cycle, (10% have Heli or Jet), Wilderness Survival, Climbing, Swimming, Energy Weapons & Heavy Weapons, 2 Languages

4 attacks, +2 save vs HF, +3 on initiative, +6 to strike, +7 to dodge & parry, +4 to disarm, +3 on all rolls, auto dodge, auto flip, all Hand attacks are 1D6+4, all Kicks are (2D6+4)x2

(25%) CA-4 Dead Boy: 100, H: 70, A: 60, L: 80

(70%) CA-6C: 200, H: 100, A: 100, L: 120, +1 to strike & Computer links

--(80%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--(100%) CP-30 Laser Pulse Pistol: 2D4/4D6, 183 m, 72 blast, +1 on aimed,

--(12%) CP-50 “Dragonfire”: 2D6/6D6 (6D6), 610 m (365 m), 30 blast (12 Grenades), +1 on aimed,

--(8%) C-29 “Hellfire”: 1D6x10, 423 m, 8 blast, +1 on aimed

(5%) In a Robot

CS EOD

I.Q.: 13, M.E.: 18, P.S.: 15, P.P.: 16, P.E.: 15, Spd.: 20

H.P.: 40, S.D.C.: 45

All Basics, All Deemolitions, Warfare, Hovercraft, Energy Weapons

4 attacks, +4 to strike, +5 to dodge & parry, +2 to disarm, +2 on all rolls, Punch: 1D4, Kicks: 1D6

(70%) CA-4 Dead Boy: 100, H: 70, A: 60, L: 80

(30%) CA-6C: 200, H: 100, A: 100, L: 120, +1 to strike & Computer links

--(75%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--(100%) CP-30 Laser Pulse Pistol: 2D4/4D6, 183 m, 72 blast, +1 on aimed,

--(25%) CP-50 “Dragonfire”: 2D6/6D6 (6D6), 610 m (365 m), 30 blast (12 Grenades), +1 on aimed

CS Grunt

I.Q.: 10, M.E.: 14, P.S.: 17, P.P.: 15, P.E.: 16, Spd.: 18

H.P.: 35, S.D.C.: 50

Radio, Navigation, Hover Cycle, Wilderness Survival, Climbing, & Energy Weapons

3 attacks, +2 to strike, +3 to dodge & parry, +2 on all rolls, Punch: 1D4+2, Kicks: 1D6+2

CA-4 Dead Boy: 100, H: 70, A: 60, L: 80

--(50%) C-12 Heavy Assault Laser Rifle: 4D6 or 2D6, 610 m, 20 blast, +1 on aimed,

--(45%) C-14 “Fire Breather”: 3D6 (2D6), 610 m (365 m), 20 blast (12 Grenades),

--(5%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--plus (80%) C-18 Laser Pistol: 2D4, 244 m, 10 blast,

--or (20%) C-20 Laser Pistol: 2D6, 244 m, 21 blast

CS Military Specialist

I.Q.: 14, M.E.: 18, P.S.: 16, P.P.: 16, P.E.: 18, Spd.: 18

H.P.: 45, S.D.C.: 50

Radio, Computer, Navigation, Hovercraft, Robot, Wilderness Survival, Climbing, & Energy Weapons

4 attacks, +3 to strike, +4 to dodge & parry, +2 on all rolls, Punch: 1D4+3, Kicks: 1D6+3

(25%) CA-4 Dead Boy: 100, H: 70, A: 60, L: 80

(40%) CA-6C: 200, H: 100, A: 100, L: 120, +1 to strike & Computer links

--(60%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--(100%) CP-30 Laser Pulse Pistol: 2D4/4D6, 183 m, 72 blast, +1 on aimed,

--(30%) CP-50 “Dragonfire”: 2D6/6D6 (6D6), 610 m (365 m), 30 blast (12 Grenades), +1 on aimed,

--(10%) C-29 “Hellfire”: 1D6x10, 423 m, 8 blast, +1 on aimed

(35%) In a Robot

CS SAMAS

I.Q.: 12, M.E.: 14, P.S.: 15, P.P.: 15, P.E.: 16, Spd.: 18

H.P.: 35, S.D.C.: 50

Radio, Navigation, Power Armor (SAMAS), Wilderness Survival, Climbing, & Energy Weapons

6 attacks, +6 to strike, +7 to dodge & parry, +6 on all rolls

(40%) “Death’s Head” SAMAS: 250, H: 70, A: 50, L: 100, Wings: 50


P.S.: 30, 96 km/h, 480 km/h, 153 kg


C-40R: 1D4x10, 1200 m, 3000 (75 blast)


Mini-Missiles: 1D6x10, 1.6 km, 2 total

(40%) “Smiling Jack” SAMAS: 250, H: 70, A: 50, L: 100, Wings: 85


P.S.: 30, 96 km/h, 480 km/h, 225 kg


C-40R: 1D4x10, 1200 m, 3000 (75 blast)


Mini-Missiles: 1D6x10, 1.6 km, 6 total

(20%) Super SAMAS: 425, H: 90, A: 120, L: 200, Wings: 95


P.S.: 38, 64 km/h, 804.5 km/h, 2.4 tons


Plasma (Laser) (2): 1D6x10 (3D6), 488 m (610 m)


Forearm Grenades (2): 2D6, 305 m, 40 each


Vibro-Blades (3 per arm): 2D6/6D6


C-40R: 1D4x10, 1200 m, 3000 (75 blast)

CS Juicers

I.Q.: 10, M.E.: 18, P.S.: 29, P.P.: 26, P.E.: 32, Spd.: 66

H.P.: 350, S.D.C.: 100

Basic, Tank & APCs, Hover Cycle, Wilderness Survival, Climbing, Swimming, Energy Weapons & Heavy Weapons

7 attacks, +3 save vs HF, +6 save vs PSI, +16 to save vs Drugs, +4 on initiative, +10 to strike, dodge & parry, +6 to disarm, +7 on all rolls, Auto Dodge & Parry, all Hand attacks are 2D6, all Kicks are 3D6x2

CA-5 Juicer: 125, H: 80, A: 70, L: 85,


Plasma: 4D6, 243.8, 50 blast


Laser Tool: 4D6 S.D.C., 1D4, 1D6, 243.8 m, 20 blast


Vibro-Blades: 3D6

CP-50 “Dragonfire”: 2D6/6D6 (6D6), 610 m (365 m), 30 blast (12 Grenades), +1 on aimed,

C-20 Laser Pistol: 2D6, 244 m, 21 blast

CS Ranger

I.Q.: 14, M.E.: 18, P.S.: 18, P.P.: 23, P.E.: 20, Spd.: 22

H.P.: 55, S.D.C.: 50

Math, Radio, Navigation, Tracking, Traps, Tank & APCs, Hover Cycle, Wilderness Survival, Climbing, Swimming, Energy Weapons, 2 Languages

4 attacks, +1 on initiative, +6 to strike, +5 to dodge & parry, +4 to disarm, +3 on all rolls, all Hand attacks are 1D6, all Kicks are 2D6x2

CA-3 Light: 80, H: 70, A: 55, L: 70

--(40%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--(40%) CP-10 Light “Sniper”: 2D6, 610 m, 20 blast, +3 to strike,

--(20%) C-12 Heavy Assault Laser Rifle: 4D6 or 2D6, 610 m, 20 blast, +1 on aimed,

--plus CP-30 Laser Pulse Pistol: 2D4/4D6, 183 m, 72 blast, +1 on aimed,

CS Robots Pilots: I.Q.: 16, M.E.: 14

6 attacks, +1 on initiative, +6 to strike, +6 to dodge & parry, +6 on all rolls

CS “Fly Boy”: I.Q.: 18, M.E.: 18

4 attacks, +1 on initiative, +6 to strike, +6 to dodge & parry, +4 on all rolls

CS Special Forces

I.Q.: 15, M.E.: 17, P.S.: 18, P.P.: 20, P.E.: 21, Spd.: 26

H.P.: 60, S.D.C.: 60

Math, Radio, Navigation, Intelligence, Parachuting, Tank & APCs, Hover Cycle, (10% have Heli or Jet), Wilderness Survival, Climbing, Swimming, Energy Weapons & Heavy Weapons, 2 Languages, Prowl, Moster Lore, Streetwise

5 attacks, +5 to strike, +6 to dodge & parry, +4 to disarm, +3 on all rolls, all Hand attacks are 1D6+4, all Kicks are (2D6+4)x2

(50%) CA-7 Mk 1 Special Forces: 100, H: 75, A: 60, L: 80,

--(80%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--(100%) CP-30 Laser Pulse Pistol: 2D4/4D6, 183 m, 72 blast, +1 on aimed,

--(12%) CP-50 “Dragonfire”: 2D6/6D6 (6D6), 610 m (365 m), 30 blast (12 Grenades), +1 on aimed,

--(8%) C-29 “Hellfire”: 1D6x10, 423 m, 8 blast, +1 on aimed

(25%) Terror Trooper: 400, H: 100, A: 85, L: 160, P.S.: 40 (M), 96.5 km/h, 562.5 kg


+3 attacks, +2 to strike, +2 to dodge & parry, +3 on all rolls


Forarm Laser (2): 3D6, 610 m


Mini-Missiles (2): 1D6x10, 1.6 km, 10 each

--(60%) CTT-P40 Particle Beam Cannon: 1D6x10, 610 m, 40 blast

--(40%) CTT-M20 Missile Rifle: 1D6x10 (2D6), 1.6 km (610 m), 20 missiles (30 blast), +1 to strike

(20%) “Striker” SAMAS: 325, H: 90, L: 130, Forearm: 80, Upper Arm: 70, Jets (2): 60, Wings: 80,


P.S.: 36, 112.6 km/h, 528 km/h, 270 kg


+3 attacks, +2 to strike, +2 to dodge & parry, +3 on all rolls


Mini-Missiles (12): 1D6x10, 1.6 km


Forearm Mini-Missiles (2): 1D6x10, 1.6 km, 8 each

--(60%) CTT-P40 Particle Beam Cannon: 1D6x10, 610 m, 40 blast

--(40%) CTT-M20 Missile Rifle: 1D6x10 (2D6), 1.6 km (610 m), 20 missiles (30 blast), +1 to strike

(5%) In a Robot

CS Psi-Stalker

I.Q.: 14, M.E.: 19, P.S.: 12, P.P.: 17, P.E.: 15, Spd.: 26

H.P.: 25, S.D.C.: 35

Math, Radio, Navigation, Hovercraft, Robot, Wilderness Survival, Climbing, Swimming, Energy Weapons & Rifles, 2 Languages, Prowl, Read Sensors

4 attacks, +4 to strike, +5 to dodge & parry, +1 to disarm, +3 on all rolls, all Hand attacks are 1D6, all Kicks are 2D6

CA-4 Dead Boy: 100, H: 70, A: 60, L: 80

--(50%) C-12 Heavy Assault Laser Rifle: 4D6 or 2D6, 610 m, 20 blast, +1 on aimed,

--(45%) C-14 “Fire Breather”: 3D6 (2D6), 610 m (365 m), 20 blast (12 Grenades),

--(5%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--plus (80%) C-18 Laser Pistol: 2D4, 244 m, 10 blast,

--or (20%) C-20 Laser Pistol: 2D6, 244 m, 21 blast

CS Dog Boy

I.Q.: 10, M.E.: 16, P.S.: 17, P.P.: 16, P.E.: 20, Spd.: 35

H.P.: 35, S.D.C.: 65

Intelligence, Radio, Navigation, Hovercraft, Wilderness Survival, Climbing, Swimming, Energy Weapons & Rifles, Prowl, Read Sensors

5 attacks, +6 to strike, +7 to dodge & parry, +1 to disarm, +3 on all rolls, all Hand attacks are 1D6, all Kicks are 2D6

DPM D1 Heavy: 80, H: 50, A: 35, L: 50

or DPM D2 Light: 50, H: 50, A: 35, L: 50

Vibro-Blades (2, Arm): 2D6

Vibro-Blades (1, Hand): 3D6

--(60%) C-12 Heavy Assault Laser Rifle: 4D6 or 2D6, 610 m, 20 blast, +1 on aimed,

--(30%) C-14 “Fire Breather”: 3D6 (2D6), 610 m (365 m), 20 blast (12 Grenades),

--(10%) CP-40 Pulse Laser Rifle: 2D6/6D6, 610 m, 30 blast,

--plus (80%) C-18 Laser Pistol: 2D4, 244 m, 10 blast,

--or (20%) C-20 Laser Pistol: 2D6, 244 m, 21 blast

Xiticix Warrior

I.Q.: 7, M.E.: 18, P.S.: 20, P.P.: 15, P.E.: 13, Spd.: 14, H.F.: 9 or 12

M.D.C.: 50, Flying: 120 km/h

5 attacks, +1 to strike, dodge & parry, Clow: 2D6

TK-Rifle: 4D6, 1200 m, 40 per 20 P.P.E.

Other S.D.C. melee weapons

Xiticix Worker

I.Q.: 6, H.F.: 8 or 10,  M.D.C.: 30, Flying: 100 km/h

4 attacks, +1 to dodge & parry, Clow: 2D6

S.D.C. melee weapons

Xiticix Queen

I.Q.: 14, H.F.: 12, M.D.C.: 300, Flying: 180 km/h

4 attacks, +1 dodge & parry, Clow: 2D6

Psi-Powers

Tarlok “Lokdog”

I.Q.: 9, M.E.: 14, M.A.: 6, P.S.: 35, P.P.: 17, P.E.: 19, Spd.: 16

M.D.C.: 90, A: 27, L: 36, H: 27
Armor: 115, A: 50, L: 60, H: 50

H.F.: 14, Height: 2.5 m, Weight: 220 kg

Basic Math, Literacy: Tarlok, Basic Radio, Jet Pack, Hover Craft, Military Etiquette,


Climbing, Wrestling, Body Building,


Axe, Energy Pistol, Energy Rifle, Blunt, Sword, Heavy Energy, Weapon Systems,


Paired Weapons

Attacks: 5

Critical Strike: 18, Death Blow: 17, Knock Out/Stun: 18

Initiative: +1

Strike: +3 (+1), Parry: +2, Dodge: +2, Disarm: +2

Pull Punch: +3, Rolls: +1

Save vs coma/Death: +18%, Save vs Poison/Magic: +2, Save vs H.F.: +1

Body Flip: 2D6+30,  Punch: 2D6+20,  Kick: 3D6+20

Battlecleaver: 1.4 m, 25 kg, 3D6, 4D6, or 3D6 @ 61 m

Tri-Blaster: 4.5 kg, 1D6 per, 488 m, 30, +1

Tarlok “Tarbull”

I.Q.: 9, M.E.: 12, M.A.: 6, P.S.: 45, P.P.: 18, P.E.: 23, Spd.: 24

M.D.C.: 150, A: 45, L: 60, H: 45
Armor: 115, A: 50, L: 60, H: 50

H.F.: 14, Height: 2.5 m, Weight: 220 kg, I.S.P.: 56

Basic Math, Literacy: Tarlok & Glinerach, Basic Radio, Radio Scrambler, Jet Pack,


Hover Craft, Military Etiquette, Tarlock History, Land Navigation,


Detect Ambush, Intelligence, Interrogation, Climbing, Wrestling, Body Building,


Boxing, Prowl, Running, Swimming


Axe, Energy Pistol, Energy Rifle, Blunt, Sword, Heavy Energy, Weapon Systems,


Paired Weapons, Sniper, Shield

Attacks: 7

Critical Strike: 18, Death Blow: 17, Knock Out/Stun: 18

Initiative: +3

Strike: +5 (+2), Parry: +6, Dodge: +6, Disarm: +6

Pull Punch: +5, Rolls: +2

Save vs coma/Death: +26%, Save vs Poison/Magic: +4, Save vs H.F.: +3

Body Flip: 2D6+30,  Punch: 2D6+30,  Kick: 3D6+30

Meditation

Mind Block (4)

Tarbull Psi-Axe (30): 4D6, +2 & +1

Tarbull Psi-Shield (30): 80, +3

Psy-Body Field (30): 50

Beaked Axe: 1.2 m, 6.8 kg, 1D6+4+30 or 2D6 or 2D6 @ 122 m

Byomer-Axe: 1.2 m, 11.3 kg, 2D6+30 or 3D6, 61 m (Return), +1 to strike (+3 thrown),


+2 to parry & disarm

Ripper Pistol: 2.5 kg, 2D6 or 4D6 @ 183 m, 50

Sidewinder Plasma: 15.7 kg, 4D6+3 or 1D6x10 @ 488 m, 30, +1 on aimed

Tarlok “Cyborg”

I.Q.: 10, M.E.: 14, M.A.: 6, P.S.: 28, P.P.: 22, Spd.: 192 km/h

M.D.C.: 200, A: 85, L: 100, H: 100

H.F.: 15, Height: 2.6 m, Weight: 1 ton

All Combat & Lakdog

Attacks: 7

Critical Strike: 18, Death Blow: 17, Knock Out/Stun: 18

Initiative: +4

Strike: +6 (+4), Parry: +5, Dodge: +5, Disarm: +4

Pull Punch: +7, Rolls: +4

Save vs Possession: +3, Save vs H.F.: +5

Basic Full Conversion Bionic, Amplified Hearing, Wide-Band Radio & Scra.


Multi-Eye, Laser Eye (1D6 @ 90 m), Arm Twin-Blades (6D6),


Arm Laser (3D6 @ 180 m), Arm Ion (4D6 @ 120 m), & other small weapons

Tarlok “Dreadlors”

I.Q.: 8, M.E.: 8, M.A.: 4, P.S.: 35 SN, P.P.: 25, P.E.: 28, Spd.: 150 km/h

M.D.C.: 250, A: 75, L: 100, H: 75

H.F.: 16, Height: 3.6 m, Weight: 300 kg

Basic Math, Literacy: Tarlok & Glinerach, Basic Radio, Radio Scrambler, Jet Pack,


Hover Craft, Military Etiquette, Tarlock History, Land Navigation,


Detect Ambush, Intelligence, Interrogation, Climbing, Wrestling, Body Building,


Boxing, Prowl, Running, Swimming, Camouflage, Track: all, Streerwise,


Wilderness,


Axe, Energy Pistol, Energy Rifle, Blunt, Sword, Heavy Energy, Weapon Systems,


Paired Weapons, Sniper, Shield

Attacks: 10

Critical Strike: 18, Death Blow: 17, Knock Out/Stun: 18

Initiative: +9

Strike: +12 (+5), Parry: +12, Dodge: +12, Disarm: +10

Pull Punch: +10, Rolls: +9

Save vs coma/Death: +41%, Save vs Poison/Magic: +7, Save vs H.F.: +9

Body Flip: 5D6,  Punch: 5D6,  Kick: 1D6x10

Beaked Axe: 1.2 m, 6.8 kg, 1D6 or 2D6 or 2D6 @ 122 m

Byomer-Axe: 1.2 m, 11.3 kg, 2D6 or 3D6, 61 m (Return), +1 to strike (+3 thrown),


+2 to parry & disarm

Ripper Pistol: 2.5 kg, 2D6 or 4D6 @ 183 m, 50

Sidewinder Plasma: 15.7 kg, 4D6+3 or 1D6x10 @ 488 m, 30, +1 on aimed

Nazeer

I.Q.: 7, M.E.: 11, M.A.: 4, P.S.: 25, P.P.: 18, P.E.: 13, Spd.: 12

M.D.C.: 50

H.F.: 13, Length: 5.2 m, Weight: 110 kg, I.S.P.: 120

Attacks: 6

Initiative: +4

Strike: +4, Parry: +4, Dodge: +4, Disarm: +6, Auto dodge: +6

Pull Punch: +3, Rolls: +1

Save vs Poison/Magic: +2, Save vs H.F.: +6

Bite: 6D6, Head Butt: 10, Claw: 2D6+3+10, Tail: 4D6+10

Telepathy (4 x3), Sixth Sense (2), See Aura (6), See Invisible (4), Mind Block (4)


Resist Hunger (2), Telekinesis (all) (4 to 20), Levitate (ver), Hydrokinesis (ver),


Deaden Denses (4), Psi-Invisibility (10), Psy-Body Field (30): 60, Force Field (30):


150 Mask ISP (7), Intuitive Combat (10) +3 ini, +1 strike & parry, +4 dodge,


+4 punch, +2 roll, +2 disarm


50% has Imper. to Poison or Disropt Senses

Belangial

I.Q.: HA, M.E.: 12, M.A.: 4, P.S.: 30, P.P.: 18, P.E.: 16, Spd.: 70

M.D.C.: 70

H.F.: 12, Length: 2 m, Weight: 150 kg, Climb & Leap: 4.6 m

Attacks: 6

Initiative: +3

Strike: +3, Parry: +3, Dodge: +3, Disarm: +6

Pull Punch: +3, Rolls: +1

Save vs Poison/Magic: +2, Save vs H.F.: +6

Bite: 4D6, Head Butt: 15, Claw: 2D6+15, Tail: 2D6+15, Leap: 1D4

Nikari

I.Q.: 10, M.E.: 11, M.A.: 4, P.S.: 45 SN, P.P.: 16, P.E.: 18, Spd.: 4 or 120

M.D.C.: 500

H.F.: 17, Length: 4 m, Weight: 290 kg

Attacks: 5

Initiative: +4

Strike: +6, Parry: +6, Dodge: +6, Disarm: +6

Pull Punch: +3, Rolls: +1

Save vs Poison/Magic: +2, Save vs H.F.: +6

Bite: 1D6, Head Butt: 1D6+45, Claw: 2D6+45, Tail: 2D6+45 or Stab: 3D6+45

Wing: 1D6x10

Human

I.Q.: 8, M.E.: 11, M.A.: 14, P.S.: 12 or 14, P.P.: 16, P.E.: 14 or 16, Spd.: 25

H.P.: 24, S.D.C.: 35
Armor: 35

Height: 1.6 m, Weight: 60 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Intelligence, Energy Pistol, Energy Rifle, Blunt, 

Attacks: 3

Strike: +3 (+1), Parry: +4, Dodge: +4, Disarm: +3

Pull Punch: +3, Rolls: +1

Body Flip: 1D4,  Punch: 1D4,  Kick: 1D6

Ion-Blaster: 1.3 kg, 2D4 @ 183 m, 25 or Laser Pistol: 0.7 kg, 1D6 & 224 m 40

Pulse Rifle: 2.3 kg, 2D6 @ 610 m, 30, +2 on aimed or


Double Rifle: 4.5 kg, P-Beam: 1D4x10 @ 365 m, L: 3D6 @ 610 m, 20/40

Seerman

I.Q.: 9, M.E.: 16, M.A.: 13, P.S.: 18, P.P.: 16, P.E.: 17, Spd.: 26

H.P.: 24, S.D.C.: 180
Armor: 45

Height: 1.9 m, Weight: 75 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Intelligence, Energy Pistol, Energy Rifle, Blunt, 

Attacks: 3

Strike: +3 (+1), Parry: +4, Dodge: +4, Disarm: +3

Pull Punch: +3, Rolls: +1

Body Flip: 1D4,  Punch: 1D4+2,  Kick: 1D6+2

Ion-Blaster: 1.3 kg, 2D4 @ 183 m, 25 or Laser Pistol: 0.7 kg, 1D6 & 224 m 40

Pulse Rifle: 2.3 kg, 2D6 @ 610 m, 30, +2 on aimed or


Double Rifle: 4.5 kg, P-Beam: 1D4x10 @ 365 m, L: 3D6 @ 610 m, 20/40

Talus

I.Q.: 9, M.E.: 16, M.A.: 13, P.S.: 18, P.P.: 20, P.E.: 22, Spd.: 26

H.P.: 45, S.D.C.: 220
Armor: 45

Height: 1.9 m, Weight: 82 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Intelligence, Energy Pistol, Energy Rifle, Blunt, 

Attacks: 5

Initiative: +1

Strike: +7 (+2), Parry: +8, Dodge: +7, Disarm: +6, Auto Body Flip: +1, Auto Dodge: +2

Pull Punch: +6, Rolls: +4

Body Flip: 1D4,  Punch: 1D4+3,  Kick: 1D6+3, Tail: 1D6+3

Ion-Blaster: 1.3 kg, 2D4 @ 183 m, 25 or Laser Pistol: 0.7 kg, 1D6 & 224 m 40

Pulse Rifle: 2.3 kg, 2D6 @ 610 m, 30, +2 on aimed or


Double Rifle: 4.5 kg, P-Beam: 1D4x10 @ 365 m, L: 3D6 @ 610 m, 20/40

Human (Super)

I.Q.: 10, M.E.: 15, M.A.: 13, P.S.: 12 or 15, P.P.: 16, P.E.: 14 or 17, Spd.: 24

H.P.: 24, S.D.C.: 35
Armor: 35

Height: 1.6 m, Weight: 60 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Intelligence, Energy Pistol, Energy Rifle, Blunt, 

Attacks: 3

Strike: +3 (+1), Parry: +4, Dodge: +4, Disarm: +3

Pull Punch: +3, Rolls: +1

Body Flip: 1D4,  Punch: 1D4,  Kick: 1D6

Super P.S.: 40 (4D6), Flight: Wingless: 360 km/h, +1 attack, +2 to strike, +2 to parry,


+4 to dodge, Kinetic Energy, Channeling: (1D6), Nightvision, Advanced Sight (3.2 km),


Teleport, Clocking, or Energy Blast (1D4 per level @ 20 m per level)
Seerman (Super)

I.Q.: 9, M.E.: 16, M.A.: 13, P.S.: 18, P.P.: 16, P.E.: 17, Spd.: 26

H.P.: 24, S.D.C.: 180
Armor: 45

Height: 1.9 m, Weight: 75 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Intelligence, Energy Pistol, Energy Rifle, Blunt, Boxing

Attacks: 4

Strike: +3 (+1), Parry: +4, Dodge: +4, Disarm: +3

Pull Punch: +3, Rolls: +1

Body Flip: 1D4,  Punch: 1D4+2,  Kick: 1D6+2

Healing Factor, Radar, Heightened Senses, Bio-Ghost, Cloaking, Divine Aura, Mimic, or


Negate Super Abilities (50 m)

Talus (Super)

I.Q.: 9, M.E.: 16, M.A.: 13, P.S.: 20, P.P.: 20, P.E.: 22, Spd.: 26

H.P.: 45, S.D.C.: 220
Armor: 45

Height: 1.9 m, Weight: 82 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Intelligence, Energy Pistol, Energy Rifle, Blunt, 

Attacks: 5

Initiative: +1

Strike: +7 (+2), Parry: +8, Dodge: +7, Disarm: +6, Auto Body Flip: +1, Auto Dodge: +2

Pull Punch: +6, Rolls: +4

Body Flip: 1D4,  Punch: 1D4+4,  Kick: 1D6+4, Tail: 1D6+4

Ion-Blaster: 1.3 kg, 2D4 @ 183 m, 25 or Laser Pistol: 0.7 kg, 1D6 & 224 m 40

Pulse Rifle: 2.3 kg, 2D6 @ 610 m, 30, +2 on aimed or


Double Rifle: 4.5 kg, P-Beam: 1D4x10 @ 365 m, L: 3D6 @ 610 m, 20/40

M.D.C., Spikes (2D6), Tail Spike (+1D6), Forearm Blade (2D6), Super P.S.: 40 (4D6)
Leader: Tonny

Race: Human (Super) Male, Level: 5
Age: 24

I.Q.: 15, M.E.: 13, M.A.: 18, P.S.: 14, P.P.: 16, P.E.: 12, P.B.: 10, Spd.: 12

H.P.: 25, S.D.C.: 38, I.S.P.: 54

Height: 1.4 m, Weight: 55 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Wrestling, Find Contrband,


Streetwise, Computer Operation, Jet Pack, Hover vehicle, Running, Land Navigation


(City only), Surveillance Systems, Computer Hacking, Computer Programing,


Weapon Systems, Intelligence, Energy Pistol, Energy Rifle, Blunt, 

Attacks: 4

Strike: +3 (+2), Parry: +4, Dodge: +4, Disarm: +3

Pull Punch: +3, Rolls: +1

Body Flip: 1D4,  Punch: 1D4,  Kick: 1D6

Clocking, Energy Blast (1D4 per level @ 20 m per level)
Machine Ghost (12) & Total Recall (2)

Patty

Race: Human (Super) Female, Level: 1
Age: 16

I.Q.: 9, M.E.: 8, M.A.: 11, P.S.: 5, P.P.: 12, P.E.: 9, P.B.: 12, Spd.: 13

H.P.: 9, S.D.C.: 9

Height: 1.3 m, Weight: 38.5 kg

Basic Math 50%, Literacy: English 55%, Basic Radio 45%, Hover Craft 45%, Climbing 45%,


Pick Pockets 35%, Streetwise 30%, Computer Operation 40%, Land Navigation


(City only) 35%, Energy Pistol

Attacks: 2

Punch: 1D4-1,  Kick: 1D4

Bio Ghost

Age

Race: Seerman (Super) Male, Level: 6


I.Q.: 10, M.E.: 16, M.A.: 15, P.S.: 42, P.P.: 11, P.E.: 28, P.B.: 10, Spd.: 7

M.D.C.: 245

Height: 1.25 m, Weight: 45 kg

Basic Math, Literacy: English, Basic Radio, Wrestling, Find Contrband, Land Navigation


(City only), Surveillance Systems, Weapon Systems, Body Building, Boxing,


Energy Pistol, Energy Rifle, Blunt, 

Attacks: 4

Strike: +2, Parry: +5, Dodge: +5, Disarm: +0

Pull Punch: +2, Rolls: +3

Body Flip: 5D6,  Punch: 1D6x10,  Kick: 2D6x10

Meld: with Stone: M.D.C. x1.5, with Wood: M.D.C. Same & take x2 for fire,


with Concrete M.D.C.: x2, with Week Metal M.D.C. Same & take x2 for Ele.,


with Med. Metal M.D.C. x1.5, with Stronge Metal M.D.C. x2,


with Water M.D.C. x0.5 & take 0.5 from Particulars,


with M.D.C. metal M.D.C. x10,


with Runber M.D.C. x0.5 & take x2 from heat & Laser plus x0.5 from Particulars,

Metleist “Metal Storm”
Race: Teklok “Human” (Borg) Female “Male”, Level: 7
Age: 180 “28”

I.Q.: 22, M.E.: 20, M.A.: 15, P.S.: 30, P.P.: 20, P.E.: n/a, P.B.: 27, Spd.: 190 km/h

M.D.C.: 150, A.: 80, L.: 90, H.: 120

Height: 2 m, Weight: 125 kg

Basic Math, Literacy: English & Tarlok, Basic Radio, Hover Craft, Cook, Dance,


Play Musical Instrument, Computer Operation, Computer Programing,


Computer Hacking, Streetwise, Lore-Human, Read Sensory Equipment, Intelligence,


Seduction, Heavy Energy Weapons, 

Attacks: 7

Initiative: +3, Strike: +6, Parry: +6, Dodge: +6, Disarm: +4

Critical: 19, Death Blow: 19, Paired Weapons

Pull Punch: +5, Rolls: +3, H.F.: +4, Charm: 83% (98%)

Body Flip: 1D6,  Punch: 2D6,  Kick: 4D6

Right Arm: Light Laser: 1 S.D.C., 800 m


Micro Stun: 1D4 S.D.C., 800 m


Micro Laser: 2D4 M.D., 600 m

“Gramps” Nick Michole

Race: Human, Male, Level: 6
Age: 73

I.Q.: 16, M.E.: 10, M.A.: 13, P.S.: 9, P.P.: 15, P.E.: 12, P.B.: 8, Spd.: 12

H.P.: 45, S.D.C.: 45,

Height: 1.5 m, Weight: 65 kg

Basic Math, Literacy: English, Basic Radio, Hover Craft, Climbing, Find Contrband,


Streetwise, Computer Operation, Hover vehicle, Land Navigation (City only),


Surveillance Systems, Computer Hacking, Computer Programing, Prowl, Sniper


Weapon Systems, Intelligence, Energy Pistol, Energy Rifle

Attacks: 4

Strike: +3 (+5), Parry: +4, Dodge: +4, Disarm: +3

Pull Punch: +3, Rolls: +1

Body Flip: 1D4,  Punch: 1D4,  Kick: 1D6

Right Arm: 23 M.D.C., P.S.: 22, Laser Finger: 1D4 M.D.
