SD.C.TABLE
Airplane, Jet Airliner
Airplane, Sngle Engine
Arrow (to break or cut)
Binoculars

Boat, Cabin Cruiser
Boat, Canoe/Row Boat
Boat, Cargo Freighter
Book

Box, Cardboard

Box, Crate

Box, Jewdry

Box, Meta Shipping Crate
Box, Metd Security
Box or chest, wood
Box, Trunk wood

Box, Trunk metal

Box, Wood Shipping Crate
Cdculator, Hand Held
Camera, Digita
Camera, Standard 35mm
Canteen, Half Gdlon
Car, Compact

Car, Door Only

Car, Luxury

Car, Window (sde)
Car, Windshidd

Cdl Phone

Chain (to cut or snap)
Chain, Heavy

Chain, Standard

Chair, Light
Communicator, Smal
Communicator, Large
Compuiter, Laptop

Computer, Notebook/Pam Filot

Computer, Typicd Desktop

Door, Metd Bank Vault Type

Door, Exterior Wood
Door Hinge, Heavy (metd)
Door Hinge, Light (metd)
Door, Interior Wood
Door, Med Safe

Door, Metd, Solid

Door, Metd Grille/Gate
Door, Solid Metd

Fence, CydoneMesh
Fence, Iron Post

Fence Wood

Fed Radio

Hashlight, Standard
Hashlight, Unbregkable
Frying Pan

Gate, Metd Security
Gae, Metd

AR Table

Substance

Cloth/Fabric

Padding

Soft Leether

Glassor Pottery Ceramic*
Rubber or Soft Plastic
Hard Lesther or Drywall

30/60/200
10
48/60/100
30/60/90
15/30/50
50/90/160.
100/150/200
120r20

RBBGB

150
450-500

700r 100
5020
30t050

8888y

E&5 8

5,000

170

25 eech
10 eech
100
800-1,200
500-600

350
600-800
100
250

e

3550

15

100
20/40/60
250

100

AR. Substance

4
5
6

116 Thick Wood (>2 inches)

7
8

Bone
Thin Wood (<2inches)
Brick or Cinderblock

Ice
Dirt or Clay

ITEM
Gate, Wood

Glass, Automative Bulletproof

Glass Automoative Sefety
GlassBottle

Glass, Brick

Glass, Heavy Security
Glassor Ceramic Jug
Glass, Ordinary
Handcuffs, Regular
Handcuffs, Heavy
Handcuffs, Super-Alloy
Het

lceWall or Shield, 5x6ft (1.5x1.8 m)
lceWall or Shield, 10x8 t (3x2.4 m)
lceWall or Shield, 20X 10ft (6.1x3 m)

Ladder

Leether Bdt

Legther Strep, Heavy
Legther Strap, Light

Leg Irons Heavy

Leg Irons, Light

Leg Irons, Super-Alloy
Lock, Burglarproof

Lock, Common Latch

Lock, Deed Bolt

Lock, Heavy Sliding Bar
Lock, Heavy Padlock

Lock, Light Padlock

Lock, Medium Padlock
Lock, Smdl for Box or Bag
Lock, Trunk
ManadesHandcuffs, Heavy
ManadesHandcuffs, Regular
Manades/Leg Irons, Heavy
Manades/Leg Irons, Light
Matorcycle

MI, Hap

MI, Lute

MI, Mandolin

MI, Leka

MI, Metd Sde Hute

MI, Bamboo Straight Hute
MI, Wood Straight Hute
MI, Clay Straight Flute

MI, Metd Straight Hute
MI, Bugles'TrumpetsHorns
M1, Wood /Reed Pan Fipes
MI, Meta Pan Pipes

MI, Large Drum

MI, Traveling Drums(3)
MI, Bagpipes

MI, Accordion

Plant, weeds/grasy/soft plants
Plant, heavy weeds/vines

AR. Subsgance

o

11 Sone
Concrete

12
12 Meds Hard (Titanium, Sted)
13

1,000

50r10

120

1-6
100

40

5/8/10
10/20/40
14

200
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ITEM

Plant, bushes/shrubs/sm trees
Plant, averagetrees
Plant, large trees
Pontoon

Rope, %2 Nylon "Climbing"
Rope, Cotton "Clothedine’
Rope, Heavy (to cut)
Rope, Light (to cut)
Rope, Lightweight Twine
String/Twine (to cut)
Table, Heavy or Large
Table, Medium

Table, Smdl & Light
TV/Monitor

Tires, Norma

Tires, Armored

Tires, Robotic

Treads

Truck, Freight Hauler
Truck, Half-Ton Hauler
Truck, Medium-Sized Pickup
Weagon, Large

Wagon, Medium

Wagon, Smdl/Cart
Wagon, Whed

Wagon, Whedbarrow
Wakie-Takie

Wall, Cadle Stone

Wall, Cinder Block

Wall, Clay or Send

Wall, Dirt

Wall, Exterior Wood
Wall, Exterior Brick
Wwall, Heavy Stone

wall, Interior Plaster
Wall, Light Stone

Wall, Reinforced Concrete
Wall, Stockade

Wal, Super-Alloy

Wall, Wood, light
Watch, Pocket

Watch, Wrist

Wespon, Artillery Piece
Wesgpon, Assault Rifle
Wegpon, Energy
Wegpon, Hard Wood
Wegpon, Magic

Woegpon, Metd Sword
Wesgpon, Smdll Fistol
Woegpon, Super Advanced
Woegpon, Super Advanced
Window, Ordinary Glass
Window, Plexiglass
Wineor Water Skin

SD.C.
4D6+4
4D6x10
6D6x10
75
15/325
5175
12
6or8
15

1

150

50

25

15

8

20

60

Z8 88

1525
1,000

125
120
150
200

75
100

150
600/1,000
50

10

1,500

75

50

40

200

100

35
2D6x100+80
1D4x10+12
20

35

5

AR. *Glasshasan A.R. of 11 againgt unarmed hand to hand

14
14

15 **AR15vshulles

16

Hard Plestic, Hard Ceramic or Kevlar* 13/15 atacks, but only 6 when up against metal, stone, or energy
10  Meds Soft (Aluminum, Copper) '



Throwing Objects ThrowingMaximum Weight
Object Norma P.S. EXPS. SNPS  Danage PS Nomd Superhuman Supernatural
Extraordinary
P.S.03-19 PS.20-30 PS18+ 1 4in 8in 1ft
Upto1lb. Object 50 ft 201t 300ft 2 8in 1ft4in 2ft
Upto10Ib. Item - 100ft 2001t 3 1ft 2ft 3ft
Upto 100 Ibitem - 50ft 100ft 4 1ft4in 2ft 8in 4ft
Upto 200 Ibitem - 10ft 30ft 5 1ft8in 3ft 4in 5ft
Greater waights setableat right 6 21t a4t 61t
Boa 60 ft 1201t 180ft 2D4 7 2ft4in 4ft 8in 7t
Boomerang 60 ft 1201t 180ft 1D6 8 2ft8in 5ft 4in 8ft
Dat 30ft 60ft 90ft 1 9 3ft 6ft oft
Discus, Metd 500ft 1000 ft 1500 ft 2D4 10 3ft4din 6ft 8in 10t
Discus, Metd w/ Blade Edges 500ft 1000 ft 1500 ft 2D6 11 3ft8in 7ft 4in nft
Frisbee Toy 2001t 400 ft 600ft none 12 41t 8ft 12t
Frying Pan 201t 401t 60ft 1D6 13 4ft4in 8ft 8in 13ft
Hardball/Baseball 2001t 400 ft 600ft 1D6 14  4ft8in 9ft 4in 141t
IceBall 100ft 201t 300ft 1D6 15 51t 10ft 15ft
Ice Shard 100ft 201t 300ft 2D6 16 5ft4in 101t 8in 16 ft
Javein 300ft 600 ft 900ft 3D4 17 5ft8in 111t 4in 17 ft
Knife, Ordinary 21t 401t 60ft 1D4 18 6ft 12t 181t
Knife Throwing 401t 80ft 1201t 1D6 19 6ft4in 121t 8in 191t
Marble 1001t 201t 300ft 1 20 6ft8in 13ft 4in 20ft
Metal Pipe/Chunk of Debris 50 ft 1001t 150ft 2D6 21 7t 14ft 21 ft
Rock, Softball-sized 2001t 400 ft 6001t 2D4 22 7ftdin 141t 8in 2ft
Shuriken 60 ft 1201t 180ft 1D4 23 7ft8in 15ft 4in 23ft
Sing 80 ft 160 ft 2401t 1D6 24  8ft 16ft 241t
Snowhbdll 80 ft 160 ft 2401t 1 25 8ftdin 16ft 8in 5ft
Softball 300ft 600 ft 900ft 2 26 8ft8in 17ft 4in %6ft
Spear 100/150ft 200/300ft 300/450 ft 2D6/3D6 27  9ft 18ft 27t
Spear Thrower 200/300ft 400/600 ft 600/900ft 2D6/3D6 28  9ft4in 18ft 8in 28ft
Sword 15ft 30ft 45ft 1D6 29 9ft8in 191t 4in 201t
Throwing Axe 80 ft 150 ft 2401t 2D4 30 10ft 20t 30ft
Throwing lron 401t 80ft 120ft 2D4
Throwing Spike 60 ft 1201t 180ft 1D4
Throwing Stick 401t 80ft 120ft 1D6
Optional damageresult tables (N& S & COCW)
Roll  Damege Minusss Roll  Damege Minusss
01-14 Minor bruisesand lacerations. Spd -2, -1 to dodge 01-10 Severely battered and bruised Spd -2, -3 to dodge
15-29 Severdy bruised and battered muscles PP.-1,Spd-3 11-20 Tornammuscle PP.-3,PS.-2
30-44 Damaged (sprain, pulled, cut, etc.) arm or shoulder. P.P.-3 21-29 Tornlegmusde SdisY4, -2 to dodge
45-59 Damaged leg or hip. Fdis¥, - 2to dodge 30-39 Fractured bone arm PP.-2,PS. -3
60-74 Damaged hand and/or wrist PP.-1,PS. -2 40-49 Fractured bone leg Spdis¥,, -4 to dodge
75-89 HeadInjury -5%onadl ills;, Spd - 2 50-59 Fractured bone: ribsor pelvis PE. -2, SpdisY2
90-00 Damaged back or pelvis. PE.-1,PP.-2,Spd-3 60-69 Brokenbone am PP.isY, PS.is¥2
70-79 Brokenbone leg Spdis1/3, -6 to dodge
80-89 Brokenbone ribs PE.-3,PP.-1,Spd-3
90-00 SevereConcussion -8ondl skills, Spd -3
MISC DAMAGE TABLES
Fire Damege Heat Damege Cald Damege Electricity Damege
Candle, Lighter 1 140d F 50% KO/8min Night Freeze  1D6/hr  Jolt (Car Battery, Stun Gun) 1D4
Torch 1D6 190d F 1D4/rd; 70% KO/6 rd Frosthite 1D4 Low Volt (Fuse Box, Socket) 2D6
Campfire (smdl) 2D6 290d F Blind; 1D6/rd; 80%KO/30 sec; 2D6 Ice(Contact) min - MediumVolt (Elec Fence) 4D6
after 3min
Borfire (large) 3D6 500dF Blind, Pain, 4D6/rd, 90%KO/1 rd  Ice(Immerse) 1D4/min High Vot (Pwr Line, Lightning) 8D6
HouseFre(smdl) 5D6 700d F Blind, Pain, 6D6/rd, 95%0KO/1 rd;  lce(Encese) 4D6/rd
degth after 90sec
HouseFire(lage) 6D6 1200d F Blind, Pain, 2D6x10/rd, -70% Spd ~ Hypothermia Effects
Forest Fire 1D6x10 1500d F Blind, Pain, 3D6x10/rd, -80%Spd ~ 97.6-95.0d F -2init, -1 combet ralls, -5% skills
FreStorm 2D4x10 95.0-91.4d F noinit, -1 APM, -2 combet ralls, -20% skills, ¥2 Spd
91.4-87.8d F noinit, 2APM, %2 combet ralls, -50% skills, -75% Spd
87.8-85.2d F noinit, 1 APM, no combat bonus, -85% skills-90% Spd
Lava (Contact) 2D6 Bailing Liquid (Contact) 1D6 85.2-78.8d F noinit, 1 APM, no combat bonus, no skills, no Spd
Lava (Immerse) 2D6x10 Bailing Liquid (Immerss) 1D6x10 below 78.8d F ComalDegth




HEARING CHART

Digtancein Y ards (unless specified miles)

Ship Car
Clear Day 30 mi 3000
Cloudy/Overcast Day 20 mi 2400
Migt/Light Rain Day 15mi 2000
Light Fog/Snow or Heavy Rain Day 7.5mi 500
Moderate Fog/Snow or Torrentid Rain Day 3mi 250
DenseFog/Blizzard Day 200 50
Twilight 10 mi 1000
Clear w/ Full Moon Night 15mi 1000
Clear w/ Half Moon Night 10 mi 800
Clear w/ Stars Night 5mi 600
Overcast w/Full Moon Night 2mi 500
Overcast w/Hdf Moon Night Imi 400
Overcast w/ino Moon Night 1000 500
Mist/Light Rain Night 1000 500
Light Fog/Snow or Heavy Rain Night 100 100
Moderate Fog/Show or Torrentid Rain Night 40 20
Dense Fog/Blizzard Night 12 12

Sorub, brush or bush

MovingMan ~ Man-sized Generd ID Individud ID  Details
1500
1200
1000
500
100
10
500
100
75
50
30
25
15
10
5
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Reducedl rangesby hdf (1/2)

Light Forest Reducedl ranges by one-fourth (1/4)
Jungleor Dense Forest Reduce dl ranges by one-eight (1/8)
Indoors Vighility limited to line of sight

** Triplenight distanceif object seen haslight
VISBILITY CHART

Decibds HearSound  Didtinguish Adv Hearing - Adv Hearing -
Sound Hear Distinguish

10 * * * *

20 * * 1ft *

30 * * 2ft 1ft

40 1ft * 8ft 2ft

50 2ft * 32t 8ft

60 8ft 1ft 64ft 32t

70 21t 21t 256t 64ft

80 64 ft 8ft 1024 ft 2561t

0 256 ft 321t 2048 ft 1024t

100 1024t 64ft 8192 ft 20481t

110 20481t 256t 6mi 8192t

120 8192ft 1024 ft 25mi 6mi

130 6mi 20481t - 25mi

140 25mi 8192ft - -

150

160

170

180

190

200

Saving Throws

Easy 10

Moderate 12

Chdlenging 14

Tricky 15

Difficult 16

Impossible 18

Physicd

Easy; Cdedtid Cdligraphy

Moderate; Basic Magic, Chi Magic

Chdlenging; Common Disease, Extreme Heet, Extreme Cold, Letha Poison/Gas, Pain,
Magic Wards, Demorvinfernd Magic, Magic Fumes

Difficult; Virulent Disease, Non-lethd Poison/Ges, Magic Cirdes, Magic Ritud, Faerie
Magic

Tricky; Toxins, llIness, Knockout

Damn Near Impossible; Anti-Magic Cloud, Dragorvlmmorta/Deific Magic,
Electrocution

DECIBEL TABLE

rustle of leavesin gentle breeze, quiet whisper, ordinary light bulb hum, pin drop
average whisper, wind in leaves

Bedroom at night, Totally quite nighttimein desert, quiet conversation
waves on seashore, quiet room,

hotel, theatre (between performances)

Conversstion @ 1 meter

Noisy Room, Shouted conversation, traffic on busy street, train, subway
Vacuum deaner, light/medium factory, beginning of hearing damage
heavy traffic, heavy mechinery, thunder

expresstrain, average car or house stereo a max volume

Rock band (gpproximeate)

Loud human screem

Gunshot (gpproximeate)

Threshold of Pain

Rece car, largetrain horn

Glasshregkshere jet arplane

Quarter ick of dynamite, 1 ton of TNT @ 200 ft

1pound of TNT @ 151t

2pounds TNT @ 15ft

Human Deeth from sound (approximate)
Merid
Easy; Magter Psonicvspdonics
Moderate; Mgor or Master PSonic vspsionics, Insanity
Chdlenging; Soul Drinking
Tricky; Possession, Horror Factor
Difficult; Cam, Non Psychic vspgonics
Damn Neer Impossible; Anima vspsionics

Perception
Situation

Easy; hearing aloud noise, finding a bright colored object againgt awhite background

4or better
Moderate; looking for somebody in awell lit ares, hearing adight noise
8or better

Chadlenging; looking for something in apoor light, hearing something over anoisy

background
14 or better
Difficult; finding something in the dark; hearing asneke diding over acarpet
17 or better



Ranged Combet Modifiers
Burdts
Short SA (1 atack)
Long SA (2 atacks)
Full SA (4 attacks)

Short FA (1 attack)
Long FA (2 attacks)
Full FA (4 attacks)

Short MG (1 attack)
Long MG (2 attacks)

Full MG (dll attacks)

Short Gattling (1 attack)
Long Gattling (2 attacks)
Full Gattling (4 atacks)

Butt Stroke

Coldcock

Double Tep

Head Shot

Leading

Pistol Whip

Called Modifiers
Partialy Obscured
Mogly Obscured
Am
Leg
Hands/Feet
Heart
Head

Range Modifiers
Point Blank
Melee
Short
Medium
Long

Beyond Effective Range
i%g](uetus Matchlock, & Whed-

Black Powder Pistol

Advanced Black Powder
Modern Firearms
Energy Wegpons
Shooting Down
Shoating Up
Cover Modifiers
Mogtly exposed
Half Exposed
Masly Covered
Bardy Visble
Completely Covered
Moving Targets
Running, Legping, up to 45mph
Moving 40mph+
Mounted on moving horse

Modifier

X2 damege

x5 damege

x10 damage (20+ md)
x5 damage (<20 rd)
X3 damege

X7 damege

x12 damage (30+ md)
x10 damage (<30 md)

x4 damege
x10damage

x10 damege (50-99 rnd)
%20 damage (100-190 md)
%30 damage (191-300 md)

x10damage

x20 damage

x40 damage (400-700 md)
x80 damage (800-1200 rnd)

x120 damage (1300-2500 md)

1D6 Riflet
Knockout

X2

X2 direct to HP
Offset -3/-6 pendty
1D4 pigtol+

-4to Strike
-6to Strike
-3to Strike
-2to Strike
-4to Strike
-7to Strike
-8to Strike

5+ to hit

5+ to hit

8+ to hit

12+tohit

16+to hit

Up to 30% beyond Effective Range

Y4 damage, - 8to Strike

-510 Strike,

-4to Damage (25ft)

-5to Strike, -3to Damage
-2to Strike

-1to Strike

X2 range

Yorange, -4to Strike

-2to Strike
-3to Strike
-6to Strike
-8to Strike
Must Shoot Through

-3to Strike
-1to Strike/Spd Class
-8to Strikerider

Notes

5 rounds
10rounds
EntireMagezine

5 rounds
10rounds
EntireMagezine

Spray x1 damege,
40% chance of hit

Spray x2 damege,
50% chance of hit

Spray, x2 damage, 70%
Spray, x3 damage, 70%
Spray, x5 damage, 70%

Spray, x1 damage, 60%
Spray, x5 damage, 75%

Spray, x4 damage, 70%
Spray, x6 damage, 70%
Spray, x10 damage, 70%

1D6 meleerounds
1 attack
2 attacks

10ftorless

11-60 ft

61-200 ft
200-500ft

500ft to Eff Range

Upto 20ft.

-12to Strike,

-10 to Damege (50 ft)
for every 251t

for evary 251t

for evary 251t

Non-E Wegpons
Non-E Wegpons

Usedosest Sod Class
-3to Strike horse

HTH Damage
Strike

Backhand

Black Tiger Claw Strike
Claw Had

Crane gt

Double Fist Punch
DoubleKnuckle Fist
Duo-Claw Strike
Duo-Knuckle Strike
Fingertip Attack
ForeKnuckle Figt
Gou Combination
Gou Grip

Gou Strike

Humean Figt (Punch)
Knife Hand

Lau

Overhead Fore-Knuckle Fist
Pdm Strike

Power Punch

Push OpenHand
Rotary Pdm Strike
Roundhouse Punch
Two-Hand Push
Uppercut

Kick Attack

Snap Kick
Roundhouse Kick
Whed Kick
Crescant Kick
AxeKick
Backward Sweep
Sweep Kick
Tripping/Leg Hook
Jump Kick

Hying Jump Kick
Hying Reverse Turning Kick
Chuk

Elbow

Forearm

Knee

Headbutt

Knee Spike

Snp Spike

Leg Spur

Gore

Double-Gore
Shoulder Ram
Elbow Spike

Leap Kick
Clothedine

Attackingwhile Running (HTH)
Attack

Dodge

Parry (Successful)

Parry (Unsuccessful)

For each 12 points of damege teken

Damege
1D4
1D6+4
1D6

1D8

2D4

1D8

2D6
Shock/Stunonly
1 point
1D6

3D6

1D4

2D6

1D4

1D6

1D4
1D10
1D6
1D10
Knockback
1D6+
1D8

Sun

1D8

1D8

1D6

2D6
1D10
1D10
1D10
Knockdown
1D4
Knockdown
1D8, Ciit
1D10, Crit
2D6, Crit
2D6

1D4

1D4

1D6

1D4

2D6

2D4
1D6+
2D6
1D4/2D6
2D4/4D6
1D10
3D8
1D6+50% K .D.

Within 30 fest
-3 dtrike, -20% Spd
-3 dodige, -20% Spd
-3 parry, -5% Sd
-3 parry, -20% Spd
-1toSpd



Running, Leaping, Lifting, and Carrying, Tables.
Running

Attribute
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I EEEEEEEEEEEEE

10/20

Yd/meee

15
20
25
30
35
40
45
50
55
60
65
70
75
80
85
90
95

100
105
110
115
120
125
130
135
140
145

.S. Normal

Strong
(20/40)
NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA
340/680
360/720
380/760
400/800
420/840
440/880
460/920
480/960
500/1000
520/1040
540/1080
560/1120
580/1160
600/1200

YdMin

60
80

8
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Brute
(20/50)
NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA

NA
340/850
360/900
380/950
400/1000
420/1050
440/1100
460/1150
480/1200
500/1250
520/1300
540/1350
560/1400
580/1450
600/1500

Mph

205
273
341
409
417
545
6.14
6.82
75
8.18
8.86
955
10.23
10.91
11.59
12.27
12.95
13.64
14.32
15
15.68
16.63
17.05
17.73
1841
19.09
19.77
20.45
EX/Beast
100/200
200/400
300/600
400/800
500/1000
600/1200
700/1400
800/1600
900/1800
1000/2000
1100/2200
1200/2400
1300/2600
1400/2800
1500/3000
1600/3200
1700/3400
1800/3600
1900/3800
2000/4000
2100/4200
2200/4400
2300/4600
2400/4800
2500/5000
2600/5200
2700/5400
2800/5600
2900/5800
3000/6000

Kph

3.6
4.8

7.2
84
9.6
108

132
144
156
16.8

19.2
204
216
228
24

25.2
264
276
288

312

324

336

348

36
Super/Robot
200/300
400/600
600/900
800/1200
1000/1500
1200/1800
1400/2100
1600/2400
1800/2700
2000/3000
2200/3300
2400/3600
2600/3900
2800/4200
3000/4500
3200/4800
3400/5100
3600/5400
3800/5700
4000/6000
4200/6300
4400/6600
4600/6900
4800/7200
5000/7500
5200/7800
5400/8100
5600/8400
5800/8700
6000/9000

L eaping (distancein feet)
Running
Long Jump

15
2
25
3
35
4
45
5
55
6
65
2
75
8
85
9
95
10
105
11
115
12
125
13
135
14
145
15

SN/Crush
300/500
600/1000
900/1500
1200/2000
1500/2500
1800/3000
2100/3500
2400/4000
2700/4500
3000/5000
3300/5500
3600/6000
3900/6500
4200/7000
4500/7500
4800/8000
5100/8500
5400/9000
5700/9500
6000/10000
6300/10500
6600/11000
6900/11500
7200/12000
7500/12500
7800/13000
8100/13500
8400/14000
8700/14500
9000/15000

Running Standing Sanding

HighJump LongJump  HighJump

0.75 0.9 045

1 12 0.6

125 15 0.75

15 18 0.9

175 21 105

2 24 12

225 27 135

25 3 15

275 33 165

3 36 18

325 39 195

35 42 21

375 45 225

4 438 24

425 51 255

45 54 27

475 57 285

5 6 3

525 6.3 315

55 6.6 33

5.75 6.9 345

6 7.2 3.6

6.25 75 375

6.5 7.8 39

6.75 81 4.05

7 84 4.2

725 87 4.35

75 9 45
P.S. Strong Brute EX/Beast
31 620/1240 620/1550 3100/6200
32 640/1280 640/1600 3200/6400
33 660/1320 660/1650 3300/6600
34 680/1360 680/1700 3400/6800
35 700/1400 700/1750 3500/7000
36 720/1440 720/1800 3600/7200
37 740/1480 740/1850 3700/7400
38 760/1520 760/1900 3800/7600
39 780/1560 780/1950 3900/7800
40 800/1600 800/2000 4000/8000
41 820/1640 820/2050 4100/8200
42  840/1680 840/2100 4200/8400
43 860/1720 860/2150 4300/8600
44 880/1760 880/2200 4400/8300
45 900/1800 900/2250 4500/9000
46 920/1840 920/2300 4600/9200
47 940/1880 940/2350 4700/9400
48 960/1920 960/2400 4800/9600
49 980/1960 980/2450 4900/9800
50 1000/2000 1000/2500

Swimming (yardsmelee)
Basc Advanced Super

x3 (x4

EERBELBENRREER @
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116
120
Super/Robot
6200/9300
6400/9600
6600/9900
6800/10200
7000/10500
7200/10800
7400/11100
7600/11400
7800/11700
8000/12000
8200/12300
8400/12600
8600/12900
8800/13200
9000/13500
9200/13800
9400/14100
9600/14400
9800/14700

SYIRRIAINBIP3 LR

5000/10000 10000/15000

(x5)
15
20
25
30
35
40
45
50
55
60
65
70
75
80
85
90
95
100
105
110
115
120
125
130
135
140
145
150
SN/Crush
9300/15500
9600/16000
9900/16500
10200/17000
10500/17500
10800/18000
11100/18500
11400/19000
11700/19500
12000/20000
12300/20500
12600/21000
12900/21500
13200/22000
13500/22500
13800/23000
14100/23500
14400/24000
14700/24500
15000/25000



XPtable

Experience  Good

*

10
yis)
5
5
5*

25-50
25-50*

50-100

75-100
100
100
100
100*

100

500-700

8

8

g

1000

2000
2500

3000
4000
5000

6000
7000
7500

8000

9000
10,000

Performing a Skill (unsuccessful)

Performing a Skill (successful)

Clever, but futile idea

Heroic Soliloquies/Trash Taking during bettles

Playing in character, minor (includes demonstrating
common quirks and persondity traits, aswell astraits
commonto O.C.C))

Killing or Subduing aMinor Menace
Roleplaying furthering relationships with the other PCs
or NPCs.

Good Judgement

Playing in Character, mgjor (demondirating physiological
and psychologicd traits of the character (i.e deformities,

insanities, physical idiosyncracies, etc.)

Daring (clever or not)

Playing within the Genre Bonus.

Killing or Subduing amgjor menace

Clever, ussful ideaor action

Quick thinking idea.or action

Avoiding unnecessary violence

Playing in character bonus, greeter

(demonstrating exceptiond in-character playing.)
Avoiding/preventing destruction of property (Must be
major property, i.e. ahouse, vehide, building, magic
relic, etc.)

Deductive reasoning and/or ingght

Thwarting amgor villainous plot
Endangering the character’ sown lifeto help others

Killing or subduing a grest menace

A criticd plan or action that savesthe character’slife
and/or afew comrades

Resolving persond conflicts with aignment, dass,
dispostion, etc

A plan or action that ssvesasmdl  group of people (12
or lesspeople)

Sdf-sacrifice (or potentia sdlf-sacrifice) inalifeand
desth situation (likelegping infront of afirebal meant
for someone dseto save that , eventl
islikely to die, or offering higher own lifeto savethe
group or another)

Saving alarge group of people (more than 12 people)

Saving asmall building full of people (more than 20
peoplein the building)

Saving alarge building full of people (more than 100
peoplein the building)

Saving acity block or smal community (500-1000
people)

Saving atown or city (2000-500,000 people)

Saving alarge city/metropolis (varies, but usudly a least

500,000 people)
Saving asmadl region (smdl country, county, state, etc)

helshe

Sdfish

Performing a Skill (unsuccessful)

Performing a Skill (successful)

Clever, but futile idea

Sdf-aggrandizing satementsiwitticisms during battles

Playing in character, minor

Killing or Subduing aMinor Menace

Roleplaying maintaining one' sown interest over other
PCsar NPCs

Good Judgement

Playing in Character, mgjor

Daing (clever or not)
Playing within the Genre Bonus.
Killing or Subduing amgjor menace
Clever, ussful idea or action

Quick thinking idea or action
Avoiding unnecessary degth
Paying in character bonus, grester

Avoiding/preventing destruction of one! s persond
property

Deductive ressoning and/or insght
Avoiding the efects of amgor villainous plot
Endangering the character’ sown lifeto help
themsdves

Killing or subduing a grest menace

A criticd plan or action that savesthe character’ slife,
and hepsther lifeout

Resolving persona conflictswith dignment, dass,
digposition, etc

A plan or action that savesthe character and
sgnificantly advancestheir life

Sdf interest in alife and desth Situation (like dodging
out of theway of afireball meant for the cheracter or
someone )

Gaining control of or power over alarge group of
e

Gaining control of or power over asmdl building full
of people

Gaining control of or power over alarge building full
of people

Gaining control of or power over acity block or small
community

Gaining control of or power over atown or city
Gaining control of or power over alarge
city/metropolis

Gaining control of or power over asmdl region

Saving alarge region (country, large state, kingdom, etc.) Gaining control of or power over alargeregion
Saving alarge nation or empire (large nationsthesizeof - Gaining control of or power over alarge nation or

the US, Canada, Russia, Ching, &tc)
Saving a continent
Saving an entire planet

Saving an entire solar sysem

Saving amultiple solar systems

Saving agdaxy
Saving the known universe

empire

Gaining control of or power over acortinent
Gaining control of or power over an entire planet
Gaining control of or power over an entiresolar
System

Gaining control of or power over amultiple solar
sysems

Gaining control of or power over agaaxy
Gaining control of or power over the known universe

Evil

Performing a Skill (unsuccessful)

Performing a Skill (successful)

Clever, but futileidea

Sdf-aggrandizing statementsfinsulting or taunting
opponents during baitles

Playing in character, minor

Killing or Subduing aMinor Menace
Roleplaying ruining relationships with other or
between other PCsor NPCs

Good Judgement

Playingin Character, mgjor

Daring (clever or not)

Playing within the Genre Bonus.
Killing or Subduing amgjor menace
Clever, useful ideaor action

Quick thinking ideaor action
Performing unnecessary vidlence
Playing in character bonus, grester

Destruction of property

Deductive ressoning and/or ingght
Putting into motion avillainous plot
Endangering other peopl€ slivesto hep themsaves

Killing or subduing agreat menace
A critical plan or action that resultsin other’ s desths

Resolving persond conflicts with dignment, dass,
digposition, eic

A plan or action thet resultsin the desth or
endavement of some people

The sacrifice of another (especidly if that other person
isa‘friend’ or dly) inalifeand deeth Stuation (like
pushing an dly in front of afirebal meant for the
character)

Killing or endaving alarge group of people

Killing or endaving asmal building full of people
Killing or endaving alarge building full of people
Killing or endaving acity block or smal community

Killing or endaving atown or city
Killing or endaving alarge city/metropalis

Killing or endaving asmall region
Killing or endaving alarge region
Killing or endaving alarge netion or empire

Killing or endaving a continent

Killing or endaving an entire planet

Killing or endaving an entire solar sysem
Killing or endaving amultiple solar systems

Killing or endaving a gdaxy
Killing or endaving the known universe



SLEEPDEPRIVATION Min Seep NoSleep  Penalties

Minimd Seep 1-4 hours/day for 2-6 weeks 48 hours -2 init, -1 dodge, -20% Spd, -15% Kills
Pushing Too Hard 1-4 hours/day for 7-16 weeks 72 hours -2PB.,-2M.A.,-1APM, -4 init, -2 strike/parry, -3 dodge, -40% Spd, -30% Skills, fatigue x5
Exhausted 1-4 hours/day for 17+ weeks 80-168 hours ¥2P.B & M.A.,-2 APM, no init, only +1 to al combet rolls (ind saves), -70% Spd, -60% Skills,
fatigued
Pushing Beyond Point of Collapse 169+ hours 1 APM, noinit, no combat bonus, dl skills @ 10%, -90% Spd, fatigued.
Collgpse 9 days Unconscious, cannot bewakened
DRINKING ALCOHOL DRUG USE
Penalties Average Heavy L esser Greater Percentile Effect Modifier
Drinker Drinker Supernatural Supernatural
-6% kills 3 drinks 6drinks 8 drinks 9drinks 01-10 Quick temper, argumentative +1init
-12% Skills -2init, -2 6 drinks 12drinks 15drinks 18 drinks 11-20 Totaly passive, will not attack, confused, -5to parry, dodge, roll
combat bonusss, -20% Spd wantsto beleft done
-24% SKills, Y2 Spd, Y2init, %2 9 drinks 18drinks 23drinks 27 drinks 21-30 Extremdy paanoid. Trussnoone noteven  +1init
combat bonuses, Y2APM friends

-40% Skills -80% Spd, 2 12+ drinks  24+drinks 30+ drinks  36+drinks  31-40 Disoriented. Hasdifficulty following movement -4 parry/dodge, -2 strike
APM, Init and combet

bonusss max = +2
41-50 Halucinations. Totaly obliviousto redlity -4 parry/dodge, 50% chance
of not recognizing friend or
KNOCKDOWN TABLE foe
Damage Human Damage Supernatural 51-60 Withdrawn, quiet -6% Skills
1-10 Nochance  01-30 No chance 61-70 Secure/sdf-assured only whilehigh -4% Skillswhen not on drugs
11-20 20%Chance  31-50 10% Chance 71-80 Depressed, pessmistic -8% ills
21-30 30% Chance 51-70 20% Chance 81-85 Reoccurring hdlucinations when under severe  43% chance of
pressure/combat reoccurrencefflash-back
31-40 50% Chance 71-100 40% Chance 86-91 Hyper, agitated, ways moving, distracted -2init, -2% Skills
41-50 70% Chance  101-150 60% Chance 92-00 Super syndrome; believes his abilitiesare +1 grike/parry/dodge; +6%
heightened by drugs Skillswhen high. -1 strike/
51-60 9% Chance 151-200  80%Chance parry/dodge; -12% Skills
when sraight
MOVEMENT AND EXERTION; FATIGUE
Activity Exertion Level Fatigue Rate Fatigue Penalties
walking, jogging, driving, standing guard, SCUBA, doing repairs and Smilar activity, without carrying max weights Light Negligible (PE. x 6 hours)  Speed -2
Carrying maximum weight while walking, standing around, or cther light activity Medium P.E. in hours Initiative-2
Combet, Swvimming, Running (al without carrying or lifting maximum weights) Heavy P.E. in minutes Parry and Dodge-1
Running, Swimming or Combet while carrying maximum weight Strenuous P.E.inmeleerounds Damege -2
Lifting maximum capacity.* Alternatively, the character could have lifting max capacity consdered Strenuous All-Out P.E. in mdeeatacks
ativity, with All-Out Exertion covering Lifting Max Capacity while walking (running, svimming, and combat (or seconds)
would dl beimpossible)
Skill Penalties
Alien Technology/Magic -30%to -40%
Super-Advanced Technology -80% to -95%
Pressure situation, but no big dedl. -5%1t0-10%
Pressure situation, deadly. Time is running out, with dire consequences! -15% to 30%
Countermeaaures, traps and darms arein place. Depending on their leve of complexity and sophistication. -10%to -30%.
Difficult Task/Complex or Unfamiliar. -10%t0-15%
Trying to do something while moving (depending on the situation and just how bumpy therideis). -5% to -40%
Frightened or Jumpy. -5%t0-10%
Serioudy wounded. Hit Points down by more than half. -15%
TemperatureExposure

-2t0P.S, -2to PP, -8t0 SD.C., -1/3 Speed for every 12 hours of expasure (cumulative) After SDCisgone, HP drop by samerate.

RADIATION POISONING

519rads  cumulative 1% chance (up to 30% maximum) of contracting cancer within 2D6 years.

200-399 rads 3D6 per melee round of exposure. Those contracting radiation poisoning (30% chance) suffer the pendties for nausea for one day per 100 rads of exposure.

400-900 rads  5D6x10 per melee round of exposure, the chance of contracting radiation poisoning doubles and those with radiation poisoning take an additiond 3D6 damege per day
left untreated. The character Ieft untrested will dso diewithin 20 days.

900-1999 rads 3D6x100 SD.C. per round of exposure, but radiation poisoning is automatically contracted and the character will die, even if treated.
At 2000+ rads character will lose consciousness within 10 melee rounds and die within 10 hours.
NOTE: All radiation exposure is cumulaive over one year'stime.



