FiRerR's DEX (top) vs. TarRGeT size (lefr sidE)
1 a 3 4 S 6

6: 7- 8- 9~ 10- 11- 11 7= = Roll 2 dice. If you roll A 7 or less,
SH 6- 7- 8- 9~ 10- 1l1- you Hit. If NOT, you miss.

4: 5- 6= 7- 8- 9~ 10- 11 = Roll 1I- & Firer cHoosEes Hit locaTion.
3: 4- 5- 6= 7- 8- 9= 3" = Roll 7- & TarGer cHooses locaTion.

a: 3- 4- 5= (5 7- 8- SubtrACT yOUR sHooTing skill frRom THe dice.

1: 3 3~ 4~ o= 6~ 7-

The Hit location (roll 1 dig)

1.  WEAPON MOUNT: WEAPON(S) desTROYEd. ANy PERSON iN THE MOUNT TAkes A MEGAHIT.

2. CaArRGO: SOME is desTrROVEd.

5. CRew: SOMEONE TAkes A MEGA HiT. TURRET OPERATORS & TAil GUNNERS ARE HiT WHEN THEIR WEAPON
MOUNT is (and NOT by crRew Hits).

4. ENGINE: THE engine Takes A HiT. Its damage capacity is THE same As THE Vehicle size. Max
perfORMANCE WiTH damaGe is NORMAL, max WiTH Half damage is slow & sluggish. THe ship cannoT
MOVE OR MANEUVER ONCE THE ENGINE is desTROyEed.

9. PoOwer planT (OR Gas Tank): 1akes 1 Hit. Its damage capacity is THE same As THE VeHicle size.
THinGs THAT Need lots of power will NOT OperaTE WHEN iT is destroyed. This iNncludes ENGINEs,
OVERARIVE, GRaviTy, deflecTOr, ANd ENERGY WEAPONS. SpAce sHip power plants explode if THe
disable roll is 1 (unless A player cHARACTER is ON boaRrd).

6. Overdrive OR WHEeEels: THe faster-THAN-ligHT dRrive Takes A HiT. Its damage capacity is THE SAME As
THe vehicle size. THe vehicle cannoT o faster THan ligHt wHen iT is destrRoyed / A wheel Takes a
Hit and may bEe impaiRed OR desTrROyEed.

IF A NON-EXiSTENT OR desTROyed sysTem is HiT, THE GAME MASTER AssiGNs OR Rolls A New HiT, and

AsSiGNs EXTRA dAMAGE. (SOMEONE's fooTlocker, THe stereo, THE TOIlET, ETC.)

Tactics (THese ARe THiNGS you can do iN A veHicle)

Artack: Most Guns may fiRe.

Close amrack: OppoNent sHooTts first. BotH ships may use SHORT-RANGE WEAPONS THiS TURN. YOUR TAil GUNs
cANNOT fiRe. Fails vs. OpEN RANGE OR diSENGAGE. Example: 1aking yOur figHTER iN TO STRAfE A bartleship.
DiseNGAGE: Escape, unless oppONENT doEs close ATTACK OR MANEUVER. YOUR NOSE GUNS CANNOT fiRe. Fxample:
RUNNING AWAY.

MANEUVER fOoR position: Puts you behind A vehicle of equal or |ArRGER size. Make pilot skill roll To succeed.
Fails if THe other quy makes his pilot skill roll. Both pilots deduct 1He size of THeiR vehicle lrom THEIR
skill roll. Example: 1RyiNG TO GET ON THE OTHER Guy’s Til.

OpeN RANGE: YOU caN ONly fiRe ANd be fiRed AT WitH lONG-RANGE WEAPONS. YOUR NOSE GUNS CANNOT fiRe. THis
MANEUVER fAils vs. close ATTack, diSENGAGE, OR MANEUVER. FxampILE: TRYING TO GET ARTHER AwAy SO you CaAN
pASTE Him with missiles AT lONG RANGE.

Vehicle combat NoOTEs

Torpedoes and cannons do double damage.

Normal sized vehicle Weapons ARE THE samEe As Heavy WEAPONS fOR CHARACTER cOMbAT (MEGA dAMAGE).
Normal veHicle weapons do 1 damage per Hit. Size 2 weapons do 2 damage per Hit, and so forth.
Disable Rule: Many [ARGe Vehicle systems can be disabled by damage. THE game master Rolls A die
wHeN THey are Hirt. If He rolls THe weapon damage or less, THE system is disabled (stops
functioning) until someone fixes it by making A mechanic roll. THE game master sHould iGNORE This
RULE selecTively TO Advance THE ploT WHEN NECESSARY.




DAmAGE classes

Wimpy: 1 point of damage. Mega: Roll 2 dice, and add THem.

Light (Ir): Roll 2 dice, and THe lowest one Tells you THe amount of damage you did. (Example: Bare fists.)
Medium (md): Roll 1 die. This is THe damage. Heavy (Hv): Roll 2 dice, and 1ake THE biggest.
Killing (kill): Does body damage + stun damage. STUNNING (STUN): DOES STUN dAMAGE.

Killing weapons do THE same sTuN damage as body damage unless otherwise specified.
AuTOfiRE WEADONS AN bE used several ways.
Drill: Roll your Hit die and make AN extRA Hit for each lower Number THaT would Hit THE TARGET.
THe Hits cOMbDINE TO OVERCOME ARMOR.
Hose: Make one atiack and TReat THE TARGET as DEX 1.
SprAY: MAKE ONE ATTACK AGAINST EVERY TARGET iN A closE GRoOup. TREAT yOUR DEX as 1.
ARMOR SUDTRACTS dAMAGE pOINTs.
Fists usually do light stun damage. Women witHout any boxing-type skills do wimpy damage.

The character Hit cHart (This is THE same As subtracting THE dice flRom your Hit Roll)
Aracker DEX (top) vs. Roll 2 dice (lefr side)

1 2 3 4 o) 6
2: 6 6 6 (6) (6) (6) Check your DEX against THE die roll.
32 S 6 6 6 (6) (6) You Hit if THe TARGeT Has THAT DEX OR less.
4: 4 S 6 6 6 (6) (Lots of dodging happens in pulp SciFi)
G H 3 4 S 6 6 6
6: 2 3 4 S 6 6 3 = You Hit if THe TARGET Has A DEX of % oRr less.
7 1 2 3 4 S 6 (6) = You hir with the next bigger damage class.
8: (1) 1 2 3 4 5 (L) = You hir if the 1arGeT has A DEX of 1 oR less
o: - (1) 1 2 3 4 with THE NexT smaller damage class.
10: - - 1 1 2 3
11 - - - v 1 2 TARGETS THAT ARE NOT TRYING TO Avoid yOUR Atiack
12: - - - - 1 1 Have A DEX of 1.

Add THe appropRIATE skill To your Hit Roll stat, making iT easier 1O HiT.

Add THe 1arRGETS sizemod 1O your Hit ROll staT. Examples: Car: sizemod +2, Breadbox: sizemod -2

Add A penalty to THe Hit ROl if THE TARGET is TAKING cOver. Example: -2 penalty for good cover.

Example: Rex punches A bad quy and rolls a 7. Applying THE bONUSES (ke has boxing 1) TO His hit roll (11) 10
make it 12. Subtract THe dice fRom his hit RoOll (12): 12-7=5. Rex hits if the 1aRGer Has A DEX of 5 or less.

Tactics (things you can do in A fighr)

Advance: Move m and amack with -1 penalty 10 your Hit Rroll star.

Aim: Spend A TURN AiminG ANd THEN you can attack at THAT TARGeT wiTH +2 bonus 1o your Hit Roll.

Amack: Normal amack, you do NoT mMove an appreciable distance.

Block: Instead of amacking, make your Normal HiT roIl 1O block The oTHER quys punch.

Cover: Delay your atrack until something Happens with THe TarGet. Example 1: You cover A bad quy; if He Tries 10
draw His qun you punch Him. Example 2: You cover a window; if A bad quy Tries 10 shoot out of iT, you sHooT AT
Him firsT.

Dodge: Move ?m and attackers Have -1 penalty 1o THeiR HiT Rroll.

RuN: MOVE 6 METERS.

OpporTunity fiRe: IF THE game masTer allows, you can TAKE YOUR TURN EARly TO SHOOT AT A MOVING TARGET.

CHARACTER-ON-MINOR-NPC: WHEN A cHarRACTER ATTacks A MINOR NON-Player-CHaracTER, apply THE HiT Roll spillover 10 ONE
damage die. Example: IF you hit A DEX of three, bur only needed 10 Hit A DEX of one, add ™wo 10 A damage die (six
max). If you do max damage you kill or knock out THe minorR NPC. THe game master decides when you can do This.

NPC-oN-NPC: WHEeN MiNOR NON-Player-CHaracTERs ARE ON bOTH sides of a fight, do NOT wasTe TiMe KeepinGg RECORdS
for THem. Roll a die wHen They shoot At each oTHer, They incapacitate on A Roll of 1-2. Good figHTers or hv dmg
WEAPON INCAPACITATES ON 1-3, A pOOR figHTER OR |T WEAPON ON A 1.



