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Pulp Science Fiction Role-Playing Gawme
Version %.1.2 (Buck). CopyrigHt Ken Young 1988-2026. All riGHTs Reserved. http://www.roaringrockets.org/
GamEe by Ken Young. Development by Marreus Ribiero. Editing by Angela Young.

ROARING Rockers is A fast-moving ReTRO/pulp science fiction Role-playing game based on THE
pulp/golden era of science fiction (1890s-1970s). PopulaR works were Buck RogGers, FlasH Gordon,
aNnd Tom Corberr. Streamlined Rules Allow easy play and sHORT SeT-up TiME.

People iN THE 1890s-19%0s WeRe Self-reliant and moRrally stricT. THEiR divORce RATE was 10%. Polite
sociery did Not curse. THeR fiction was PG Rrated. THey Had strongly defined gender RrRoles. Women
laced corsers TigHT, WHich caused fainTing UNdER Adverse conditions. Corsers came off in THE 1920s,
bur ThHe fainTing sTEREOTYPE peRrsisTed iN pulp ficTion for A wHile.

THe women Reading pulp science fiction were NOT liberated. THey could NoT voTe and WERE expecTed
10 do As THey were Told. THE GenRe Had independent and capable women. Men found This perfectly
accepTable in science fiction, and women liked seeing ThHis. Pulp science fiction was Also pROGRESsiVELy
fREE fROM OVERT RACiSM.

The Genne
THis Genre can be A little different:
o Space sHips do not use fuel, but shoot sparks & smoke out THe back

o They Have faster-THan-ligHT TRAVEL but sTill use vacuum Tubes. THEIR cOMpuUTERS ARE MECHANICAL
devices THAT perform ONe specific compuration.

o THey Have ray quns, bur srill fight with swords

o THey do Not Have Nuclear weapons, but orbital battleships ARe just as effective

o MeN ARe TAUGHT How TO fight but NOT HOw TO cook

o Good looks for sTEREOTYPE WOMEN ARE THEIR SUPERpOWER. THE oOfficial will say yes instead of
NO, THE mMoNsTER Will kidnap Her instead of eating HER, EeTc.

o FainTing is kRypTONITE fOR STEREOTYPE WOMEN. THis usually is NOT A problem during THE GAME.

Sleeping And faintTed wOMEN GeT +1 looks. You can faiNT volunTarily. YOou can be A GENERIC (NON-
STEREOTYPE) WOMAN.

o Men and woMEeN ARE EQUAL iN pulp science fiction, but still Have Ggender-specific jobs and
STRONG ROIES.

o MeN ARe expecTed TO pROTECT WOMEN, AN sAcrifice To keep THEm safe and comfortable. Women
HﬁTE GETTING THEIR HAIR, cloThes, and makeup Ruined, MEN ARE expecTed TO be pROACTiVE About
THAT.

EARTH is uniTed because it is SURROUNded by HosTile Alien empires. IT AdminisTRATES A DENEvOLENT de-
facto empiRe, provVidinG INTERPIANETARY SECURITY. KNOWN spAce is mMosT THiNGs WiTHIN 77 ligHT years of
EARTH (A 79-dAy TRIp). IT ENCOMPASSES %700 STAR-SYSTEMS, MANY CONTAINING AN iNHADITADIE planet. THe
STAR Scouts ARe slowly pusHing back THe boundaries of known space.




Chanacten cneatios (Skip this if you ARE Using A CHARACTER ARCHETYDE)
This is THe quick list. THE insTRuCTiONS ARE demailed below.

1. Ger A cHARACTER SHEeT, CHARACTERS mMAy ONly be Human. This will go berter if THe cHARACTER is
THE SAME GENAER AS YOU. YOUR CHOICES ARE A STEREOTYPE EARTHMAN, STEREOTYPE EARTH-WOMAN, OR
GENERIC HUMAN (MAlE OR femalE).

2. Roll sratistics on 1 die each or divide points berween THem. Make Re-Rolls aAs directed. THE
THRee cHARACTER Types Have different Rules for This. See below.

3. You Need INT a1 least 4 10 be A Space Cader. If you do NoT Have iT, you may switch Two STATS
TO GET IiT.

4. If tHe stats do NoT o witH THE ARTWORK ON YOUR CHARACTER SHEET, NOw is THE TiME TO CHANGE SHEETS.

. Calculate fiqgured cHarAcTERisTiCS (SEE below)

6. Background: Pick A background; roll for skill levels and money

7. Basic skills: Pick or roll for AN extrA skill & roll for level

8. Special skills: Stereotype Men aNd women GeT different special skills (follow direcTions)
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. Cader skills: IF you ARe Going TO be A cader, pick or roll A skill.

. Re-roll one of THe rolls you made earlier, and keep THe best Roll. THis may cHANGE OTHER NUMbERSs.

. Decide on Name, descripTion, aANd personaliTy.

. Buy equipment with money. You Get clothes & effects for [Ree, aNd SOMETHING TO CARRY THEM
iN. Space caders Ger some stuff for [Ree (see bold Text in THE NexT pARAGRAPH).

THe characters migHT bE iN THE SpACE RANGERS (sheriffs in space), STAR PATROL (like our coast Guard), OR STAR
Scouts (explorers). If so, THey ARe issued equipment but Have 10 obey oORrders. New cHaracTers should
be Space Caders assigned TO THE RANGERS, pATROL, OR scourts. Issue uniforms, spAce suit, HelmEet, VesT,
pocker multi-tool, ANd sTtun pistol. STEREOTYPE WOMEN ARE Also AssiGNed PEPPER SpRAy, MAKeup, &
Hair stulf. Everyone with mechanic skill gers A small mecHanics Toolbox.

AsTRO Fleer aANd Space MaRines ARE NOT good cHoices because They just fight bartles and Ger shoTt AT
NON-SERVICE CHARACTERS MiGHT DE AdVENTURERS, COMPANY MEN, OR OTHER NON-GOVERNMENT STATUS. THEY
ARe sTill expected 10 uphold THE laws and societal conventions even THough THey lack AuthoriTy.
THiNnGs Go A little berrer in THiS GAME if EVERYONE is iN THE RANGERS, pATROl, OR scours.

All player cHarRAcTERs ARE Good quys. THE GAME MASTER MusT coNfiscate all cHaracTErs WHO ARE
MORAlly REpUGNANT OR socially unacceptable by THe standards of 100 years Ago OR Today. THEy ARE
kept for use as villains, preferably in pARTNERSHIp WiTH THE player.

High ~Numbers ARE Good oN cHArRAcTER sHeers. Low die rolls ARe good wHeN playing THE GAmE.
ANyTHING THAT Adds 1O your skill or subtracts fRom your die roll is good.

MoOST CHARACTERS ARE STEREOTYPE MEN ANA WOMEN. If you waNT A cHARACTER THAT does ~Not fit THE
sTereOoTypes Of THe day, make A Generic HUMAN CHARACTER: YOU mAy START WiTH EITHER MENS OR WOMENS
backgrounds. Instead of mens Or womens special skills, Take 4 points of Them iN ANy cOMDINATION.




Sraristics

STEREOTYPE MEN & GENERiCsS Have 7 stats. Roll on 1 die eachH, THen TAke 7 Rerolls (keeping The best value

every Tive). OR divide 17 points between THE THREE STATS.

STEREOTYPE WOMEN Have 4 stats. Roll on 1 die each, THen 1ake 4 Rerolls. ORr divide 17 points berween

THEm. THey can TRansfER poiNTs fRom STR TO INT afrer Taking THEIR REROLLS.

INTELligence (INT): Basic MeNTAL STAT. SMARTS, PERCEPTIVENESS, ETC. THE RANGE is 1-6. You TRy TO Roll INT
OR less on A die 10 fiqURe THINGS OUT OR NOTICE THEM.

STRENGTH (STR): Basic physical stat. BRawn, TougHness, erc. THE RANGE is 1-6 for mMen and 1-7 for all
WOMEN & GENERIC CHARACTERS. All women TAke 1 instead of 6, Generic mMen Take 4 instead of 6.

Dexterity (DEX): Basic combar stat. Quickness, accuracy, etc. THE RANGE is 1-6 for All men and
GENERiCS ANd 2-6 [OR STEREOTYPE WOMEN. STEREOTYPE WOMEN TAKe 4 instead of 1. “THe
STORMTROOPERS ARE NOT bad shors, | have a high DEX!”

Looks (LKS): Only stereorype WOMEN Have THis stat. Looks Ger THem A favorable Rresult. The official
says ves instead of No, THE monsTerR kidnaps you instead of eating you, eTc. THE GAME MASTER
decides wWHen 10 ROLl. YOu can TEMpORARily iMpROVE YyOUR looks with ThHings like Heels and
MAKEUDP. SOME SITUATIONS WARRANT A PENAlTY, and looks may NoT work AffErR you atack. LKS O is
AVERAGE ANd Gets NO Roll, LKS 1 is well Above AveraGge, And LKS 6 is sTunning. All men and
GENERIC WOMEN Have LKS 0. Player cHaracTers and some bad quys ARe immune TO looks. Looks
WORks ON MOsT males and some females.

NOTES: YOUR CHARACTER'S sTATS musT All be in THE 1-6 rRanGe. THey may NeveR drRop below 1, OR Rise

ADOVE 6. STEREOTYPE WOMEN CAN NEVER HAve DEX below 2 or SIR above 9. Generics may NOT Have STR

Above 5. If CHARACTER CREATION INCREASES A STAT pAST iTS leGAl RANGE, TAke 7 skill points insTead.

THere is No statisTic for luck; instead THERe is verbal hygiene. Nobody swoRre in pulp science fiction
books, mMovies, orR comics. NOT EVEN SURROGATE SWEAR WORAS. THERe was NO off-color speech oOR
iNNUENdO, EiTHER. IF THE gamE masTeER Needs A victim, He will pick THe player with THe dirtiest mouth.
Good THings will Happen 10 THE cleanest.

Figured CHARACTERISTiCS

Body: You Have as many Body points as SIR points (OR 7 body, wHicHever is GREATER). WHeN THE
amMOUNT of body damage you Have Taken equals your body, you are badly wounded and
CANNOT MOVE ON YOUR OWN. If you go down 10 -6 body, you ArRe dead. You qer 1 body
pOINT back per week you Rest. Big wounds (3+points) bleed 1T body per 10 Turns unTil
SOMEONE sTops THE bleeding OR THE GAME MASTER says iT stops. YOUuR body stat may NoT be
MORE THAN STR+7.

STUN: YOou HAVE As MANY STUN poOIiNTs As STIR points. THE minimum is 7 for aAll men and 2 for All women.
WHen THE AMOUNT Of sTuN damage you Have Taken equals YOUR STUN, you ARe knocked ourt. You
GET 1 STUN pOINT back perR TURN you ResT. If you go down TO -6 STUN, you ARE STUNNEd fOR A
loNG TIME. YOUR STUN STAT MAy NOT bE MORE THAN STR+7.

Hit Roll: Your Hit Roll is 7+DEX. To Hit A TARGET iN combar, you must Roll 2 dice and subtracT THEM
fRom your Hit Rroll. If your Result is bigger THAN OR equal 1O THE TARGET's DEX, you Hit. If
NOT, you Miss. THis is THE saAME As usiNg THE CHART.

Punch: All women witHout A fighting skill (like boxing) puncH for 1 stun damage. Men and fighting
WOMEN pUNCH for lighHT stun. -1 damage if SIR is 1, +1 if SIR is 6.




Character backGrounds fOR STEREOTYPE MEN & GENERiCS (‘CRediTs’ is THE MONEY yOuU START WiTh)

If you do NoT want 1O pick A background, 1ake 8 points of skills and % credits.

1. Space Pilot: 1-6 credits, Pilot skill 1-6, Navigation 1-6, Scope 1-3, Zero-G 1-7

2. SpacesHip Engineer: 1-6 credits, +1 INT, Mechanic skill 1-6, Deflector 1-3, Scope 1-3, Zero-G 1.

7. MEeTeorR Miner: 2-12 credits, Pilot skill 1-7, Navigation 1, Miner skill 1-6, Mechanic 1, Zero-G 1-6

4. Space MaRINe: 1-6 credits, +1 SIR, SHooTing 1, Fencing 1, Boxing 1, Wilderness survival 1-7, Zero-G
1. Not forR women iN TRAdiTiONAL GAMES.

9. MartiaAl Arts: 1-7 credits, 1-7 abiliTies:

1) Judo cHop (md sTuN) 2) Karate cHop (It kill)
%) Judo hold vs minor NPCs 4) Add 1-7 sTUN TO YOUR CHARACTER SHEET
%) Block and punchH combo 6) Sweep: Kvock down Humanoid and do 1 stun

6. ActioN Hero: 1-6 credits, SHoorting 1-7, Fencing 1-%, Boxing 1-7, Pilot 1-7

Character backGrROuNds [OR STEREOTYPE WOMEN & GENERIC HUMANS

If you do NoT want 1O pick A background, 1ake 8 points of skills and % credits.

1. Reporter: 1-6 credits, +1 INT, Operate Audio/visual equipment 1-6, Type fast 1-6, SHorThand 1-6

2. Nurse: 1-6 credits, Medic skills <best of 2 dice>: Stop bleeding, Heal A body point iNn A day
insTead of A week. Also cHemistry 1-3.

5. TrRavel AGent: 1-6 credits, +1 INT, TRavel agent skill 1-6: Encyclopedic knowledge of THe known
planers, plus details About bad quys ANd MONSTERS

4. ENTERTAINER: 1-6 cRredits, +1 LKS, Music skill, singing, dancing, & modeling all 1-6 (or split 12
pOINTs beTweeN THEM). Also TAKE AN EXTRA 7 POINTS iN WOMENS sKills.

9. Rich GIirl: 10-60 credits. Ger-daddy-1o-pay-for-it skill 1-6. THere is A penalty wHen using This skill
fOR EXPENSIVE ITEMS OR TRYING AGAIN.

6. Cowgirl: 1-7 credits, SHooTing 1-7, Cowgirl 1-6: Riding, ROpPING, ANiMAL HusbandRry, €Tc.




Basic skills list

Skills Have A maximum value of 6. Roll your skill level or less 10 succeed. Take 2 points of skills if
you do Not want To pick or Roll skills frRom This lis.

1. SHooTing: 1-7 (iIMpROVES YOUR CHANCE TO SHOOT SOMETHING).

2. Fencing: 1-7 (imprOVES YOUR cHance 1o club someTHing).

3. Boxing: 1-7 (iMpROVES YOUR CHANCE TO puNcH SOMETHING).

4. Pilot: 1-3, Navigation 1, Scope 1.

9. Medic: 1-3 (Stop bleeding, Heal A body point in A day instead of a week).

6. Science 1-3: You know all kinds of science ThHings. THe skill cannot be HigHER THAN your INT.

Special skills forR STEREOTYPE MEN & GENERIC HumANs

Cooking: Men cannot cook. Without This skill THey can only ear wHAT comes out of A can oR box.
Eating AfTER A failed cooking Roll is NOT pleasant. Men sTART WiTH A skill level of 2 iNn one Type of
coOking. GEenerics split 4 points between THE Mens & womens special skills. Mens cooking skills ARe
Half IE)rRiCE; you GET 2 peR skill point. OR 1ake THE Generic Human default of Sandwiches 4 plus
Breaklast 4.

1 - Grilling & BBQ 2 - SandwicHes & burriTos
7 - Soups & STEWS 4 - Pasta
7 - Baking (breads, cakes, erc.) 6 - Breakfast (eGgs, bacon, panflaps, walfles, erc)

Special skills forR STEREOTYPE WOMEN & GENERIC HumANs

STeEReOTYPE WOMEN GET All 4 skills and roll for value. Embrace The stereotype and Have some Fun. If
you do Not want 10 Roll these, divide 12 points between THem.

FAINT RESISTANCE (I-7): STEREOTYPE WOMEN MAy fAINT UNdER sudden stress. THis is YOUR RESISTANCE TO
fainTinG. THE GAME masTER decides WHEN TO RoOll. FAINT RESISTANCE CANNOT START HiGHER THAN 7 (Take %
instead of 6). NoTte THAT sleeping & fainTeEd womeN GeT +1 LKS. You can fAINT volunTarily.

Revive A faintTed woman by fanning Her face or qently slapping THe back of Her Hand 1O Give HeR
ANOTHER fainT ResisTANCE ROLL. THROW wATER ON HerR face for insTtanT Revival At The cost of Her cloThes,
HaiR ANnd makeup. SMelling salts wake Her RigHT up, but you need certified medical skills To ger ThHem.

Run iN Heels (1-6): Heels improve your looks, but slow you down 10 2m/TURN ANd YOU CANNOT SNeak
irNuTHEM. THis skill NegaTes THE penalty. Blow your roll and you stumble loudly. Miss it by 4 and you
All.

Makeup (1-6): A successful roll lets you improve your looks with impRrovised makeup, UNdER Adverse
CO?rdiTiONS, OR puT YOUR face onN Twice As fast. Makeup NorRmally Takes Half an Hour and A bunch of
stulf.

Hairstyling (1-6): A successful Roll lers you imprRove your looks witH improvised stuff, under adverse
conditions, orR do your HAiR Twice As fast. HaiR NORMAlly Takes Half AN HOurR and A bunch of stuff.

Cader skills (for Space Caders, RANGERS, pATROl, & scourts)

You qGet THis WHEN joining THE cadets. Space caders Ger ANOTHER pick or Roll wWHen promoTted TO
SpA(:El RANGER, STAR PATROLl, STAR Scout, orR THE miliTary.

Pilor 1

Scope 1: OperaTE THE SCOPE ON A SpAce SHip

SHooring 1: SubtracT fRom die Roll (iMpROVES YOUR CHANCE TO sHOOT sOMETHING)

Mechanic 1: Fix THiNGS

Wilderness survival 1: This is your ability 10 survive with liTlle OR NO EQUIPMENT

Deflector 1: Operate THe deflecTOR ON A space sHip

28, 5%
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Equipment Liat

A credit (cR) is MONEY. ONE CRediT is A loT of MONEY. INEXPENSIVE THINGS ARE “fREE”.

THis GeNrRe HAs No semiconducTors. ElecTRONics ARE big. It does NoT Have micro-elecTroNiICS,
COMPUTERS As WE kNow THEm, OR ARrrTificial iNTElliGeNCE EiTHER.

Weapons ANd ARMOR ARE RESTRICTEA ON MOST populated planers and iN MOST ciTies. FRONTIER TOWNS will
Allow you 10 cARRY A vesT, force field belr, stun pistol, or baton. Note THAT Rifles ARE cumbERsOME
ANd HARA TO cARRY AROUN. SpACE RANGERS ANd OTHER OfficERs CARRY THEIR SERViCE-isSUEd sTUN pistol
NEARLY EVERYWHERE.

Equipment MARKed @ is usable iN zeRO-G, THOSE MARKEd % ARE USADIE UNAERWATER.

SpACEe suit @%: -1 looks, 20 cr. It is formfiTring ANd comes iN CERTAIN sizes and cuts. IT HAs A 2-HOUR
1ANK, A Radio, A bubble Helmer, and THRuSTERS (ONly WORKS iN SPACE). SpACE suits ARE Also diving suiTs:
Replace THe AR TANK/THRUSTER pack witH THE Gill/impeller pack. Womens suits Have A button on THE
Neck 1O puff AiR ON THEIR face fOR fAINT RECOVERY.

Nice lookiNg WOMENS spACE suiT @%: No looks penalty, 100cr. YOou caN WeAR MAKEUp ANd MOST
HairRsTylEs iN iT. FOR AN EXTRA 7 cRedits iT can Have High-Heeled boorts (+1 looks).

Radio: 2 cr. A walkie-talkie/cell-phone combo THE size of A quart of milk.

INTERSTEIAR TElEGRAM: 1 CR. TeleGrApH oOffices ARe Available in capitols and |ARGE ciTies.

Sleeper Helmer @: Not for sale. Keeps pRISONERS Asleep fOR TRANSPORT.

FirstT Aid kit @: O cr. Medical skills Have A -2 penalty without medical supplies.

Binoculars: 1 cr

Makeup @: +1 looks if properly applied, 1akes About 70 minuTes, 1 cr

Hair stuff @: +1 looks if Hair is properly done, Takes About %0 minuTes, 1 cR

High Keels: +1 looks, bur slows you down 10 2mM/TuRN ANd you cannoT sneak well, 1 cr
Nice clothes or uniform: +1 looks, but THey ARe expensive and easily damaged. 7 cr

Tactical baton: Md Stun + 1 Kkill, O cr. Telescoping bATON cosTs 1 cR but is EASY TO CARRY.

Knife / Bayoner %: It Kill, O cr swoRrd / spear %: Md Kill, 2 cr
Buller pistol: It Kill, 2 cr Buller rifle: Md Kill, 7 cr
Machine pistol: 2 Kill autofire, 7 cr Machine Rrifle: 7 Kill autofire, 4 cr

Norte: IF A machine pistol or Rrifle is fired full auto, it runs our of ammo on A hir rRoll of 9 or MORE
(spend THe Next TURN Reloading if you have MORE ammo).

SHotquN: LT Kill, TREAT TARGET As 1 DEX, 2 cR

Gauss pistol %: I1 Kill, iGgNORES ARMOR, 4 CR Gauss Rifle %: Md Kill, iGNORES ARMOR, 6 CR

Stun pistol @%: Md STun (ENERGY), 4 CR STun Rifle @%: Hv STUN (ENERGY), 6 CR

Rocker pistol @%: L1 kill TO everytHing With Tm of iMpacT. MiN RANGE=6M. 4CR

Rocker Rifle @%: Md kill To everything with Im of impacT, 1 kill To everyThHing WiTHIN 2m.

MiniMum RANGE for RockeT Rifle is 10m. 7 cr

Ray pistol @%: Stun serting (blue) does It Stun. Kill (Red) does It Kill. AutofiRe does 1 stun. 4 cr
Ray rifle @%: Stun (blue) semting does Md Stun. Kill (Red) does Md Kill. AutofiRe does 2 sTun. 6 CR
Heavy weapon: Big TrRipod-mounted version of A rifle. It does mega-damage, but 1akes 2 men 10
CARRY. MEGA-STUN WEAPONS Usually do It kill also. 7x as expensive as Rifle.

Splat qun: Hv Stun + It Kill, TREAT TARGET As 1 DEX. 20 cr. Big bipod-mounted energy weapon, difficult o
CARRY.

SPEARGUN %: Md Kill, 2 cr

ConcussioN GReNadE: Hv Stun+LT Kill, 9m Rradius, 1 cr. FRagMENTATION GRENAdE: Hv Kill, 9m Rradius, 1 cRr.

A Grenade will usually roll 1-?m afrer landing, moRre if THE ground is sSMOOTH.

Pepper Spray: A Hit rReduces THE victims DEX 10 1 And causes A loT of pain. MosT animals and MINOR
NPCs will run if HiT. 4M RANGE.




Force field belr @: 1 poiNT ARMOR vs. ENERGY ATTACKS ONly. 17 cRr. Lasts 30 minutes. FORce fields cancel
insTead of combining. THE belr is somewhat bulky.

HelmMer @%: 2 points ARMOR if THE ATTACkER Rolls max damage, messes up HAIR, 1 cRr.

Ballistic vest @%: 1 poinT ARMOR if THE ATTACKER ROlls Above AVERAGE damagg, -1 looks, 2 cr.

SHield @: Vs ranged: 2 p1 ARMOR if damage die is odd. Vs melee: Make Hit roll 10 block amrack. 1 cr.
Light ARMOR @%: 1 pOINT ARMOR, -2 looks. 10 cr. Your DEX is limited 10 9. Heavy, uncomforTable,
TAkES 17 miNuTES TO puT ON. IT TAkes A TURN TO GeT back up if your SIR is below 3.

Medium ARMOR @%: 2 pOINTS ARMOR, -4 looks, SIR 2 required, 0 cr. YOur DEX is limited 1O 3.
Heavy, uncomfortable, Takes 20 minutes TO put oN, aANd you Need SOMEONE TO Help you put it oN. It
TAkes A TURN TO GET back up if your SIR is below 5.

Heavy ARMOR @%: % POINTS ARMOR, -6 looks, SIR % rRequired, 250 cr. Your DEX is 1. Heavy,
uncomforTable, Takes 70 minuTes TO put ON, ANd you Need SOMEONE TO Help you put it oN. It Takes A
TURN TO GET back up.

Nice lookiNg WOMENS ARMOR @%: 7 TiMES As ExpENsive, but THE looks penalty is 1 less and it only
firs you. FOR AN extRA % cRedits iT can Have HigH-Heeled boots (lowers looks penalty MORE).

SPACE ARMOR @%%: +20 CR, burt it AlsO WORKS AS A SPACE SuiT.

Most ARMOR pREVENTS THE USE of makeup, hairstyles, clothes, & Heels.

ARMOR suits come With Helmers. Vests & HEIMET pROTECTION is NOT cumUIATIVE.

C-rations: Food in cans THAT Men can Handle. Does NoT Taste bad, butr does NoT Taste good Eeither. 1 cr/box.
Delydrated food bar: Food in A box THAT Men can Handle. Does NoT TasTE Good. 1 CR/CRATE.

Ground cArR: 290 cR Speeder (HOVER) caArR: 700 cr

Flying car: 790 cRr Horse, THOAT, OR OTHER beast of burden: 50 cr
Rocker pack @: Flies 20M/TurN, lasts 20 minuTes, 10 CR.

Gill pack %: Lers you breatHe underwATER. THE iMpEllERs MOVE you IM/TURN forR %0 minuTes. 10CR.
BoAr: 600 cRr. LARGE 6-WHeel-drive AMpHibious bOAT/CAR. GOVERNMENT ONES MAY HAVE AN opTional
TURRET.

INTERSTELIAR pAssAGE, PRIVATE cabin: 4 cr per light year (this Takes 1 day)

Radium RecHARGE forR A space sHip: 10 cr Times THE size of THe ship (Good for 70 days of Travel)




Chanacten combuat
CHarACTERS & bad Guys TAKE AITERNATING TURNS

DAmAGE classes
Wimpy: 1 point of damage. Mega: Roll 2 dice, and add THem.
Light (In): Roll 2 dice, and THE lowest one Tells you THe amount of damage you did. (Example: Bare fists). You
caN Roll A d4 (4-sided dice) instead if you prefer.
Medium (md): Roll 1 die. This is THe damage.
Heavy (Hv): Roll 2 dice, and 1ake THE biggest. You can Roll A d8 (8-sided die) instead if you prefer.
Killing (kill): Does body damage + stun damage. STUNNING (STUN): DOES STUN dAMAGE.
Killing weapons do THe same sTunN 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 ThHe TarGet. THEe
HiTs COMDINE TO OVERCOME ARMOR.
Hose: Make one atack and TReat THE TARGET as DEX 1.
FaN: MAke ONE ATTACK AGAINST EVERY TARGET iN A close Group. YOur Hit Roll is 8 (DEX 1) vs EVERY TARGET.
ARMOR SUDTRACTS dAMAGE pOINTs.
Fists usually do light stun damage. All 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)
Amacker 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) (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 % oR less.
7 1 2 3 4 S 6 (6) = You hir with the next bigger damage class.
8: (1) 1 2 3 4 S (L) = You hir if the 1arGer 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 TO HiT.

Add The TARGETS sizemod TO yOuR Hit Roll stat. Examples: Car: sizemod +2, Breadbox: sizemod -2
Add A penalty to THe Hit Roll if THE TARGET is Taking cover. Example: A -2 penalty for qood cover.
Example: Rex punches A bad quy and rolls A 7. Add thHe bownuses (he has boxing 1) TO THE HiT rOIl (11)
TO /}/IA/(E it 12. Subtract The dice from Hhis hit roll (12): 12-7=5. Rex hits if thHe TARGeT has A DEX of 5
OR lEss.




Tactics (Things you can do in A fighT)

Advance: Move m and attack with -1 penalty 1o your Hit roll staT.

Aim: Spend A TURN AiMiNG AN THEN you caN ATTAck THAT TARGET WiTH A +2 bonus 10 your Hit Roll staT.

Amack: Normal attack, you do NOT MOVE AN AppReciable disTAnCE.

Block: Instead of armacking, make your Normal Hit Roll To block THe otHer quys puncH. AN ARM caN
block A punch, A stick can block A sword, bur NoT everyThing can be blocked.

Cover: Delay your atrack until something Happens with THE TarGer. Example 1: You cover a bad quy;
if He TRiEs TO draw His quN you punch Him. Example 2: You cover A window; if A bad quy
TRiEs TO sHooT out of iT, you sHoot AT Him firsT.

Dodge: Move M and attackers Have -1 penalty 1o THEiR HiT ROIL

RuN: MOVE 6 METERS.

OpporTtunity fiRe: IF THE GaME masTER Allows, you cAN TAKE yOUR TURN EARly TO SHOOT AT A MOVING TARGET.

VirRTual damage Rroll: Some attacks do constant damage (punching and autofire). SOME defenses Have you check
THe damage Roll 10 see if THey apply (Helmers & vests). Make a die roll and use it 1o see if THe defense applies
as if THat was THe damage roll.

CHARACTER-ON-MINOR-NPC: WHEN A cHArRACTER ATTACkS A MINOR NON-Player-CHARACTER, Apply THE HiT ROIl spillover
170 ONE damage die. Example: If you kit A DEX of three, bur only ~eeded 1o Hit A DEX of one, add two 10 A
damage die (six max). If you do max damage you might kill or knock out THe minorR NPC. THE GAME MASTER
decides WHen you can do This.

NPC-oN-NPC: WHeN MiNOR NON-Player-CHARACTERS ARE ON both sides of a fight, do NoT waste TiME KEEpiNG
RECORds for THem. Roll A die when THey sHoot At each other, THey incapacitate on A Rroll of 1-2. Good
fighteErs OR Hv dMG WEAPON INCAPACITATES ON 1-7, A pOOR figHTER OR It WEAPON ON A 1.




Vehicle combuat chant
CharacTers and bad quys pick TacTics simultaneously and sHooT simultaneously

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= 6~ 7- 8- SubtrACT yOUR shooTing skill frRom THe dice.

1: 3 3- 4- 5= 6= 7=

The Hit location (roll 1 dig)

1.  WEApON MOUNT: WEAPON(S) destrRoyed by ONE Hit. ANy pERSON iN THE MOUNT TAKES A MEGAHIT.

2. CaArRGO: SOME is desTrROVEd.

3. CRew: SOMEONE TAKEs A MEGAHIT. 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 “NormALY, max wiTH Half damage is “slow & sluggish®. THe sHip cannoT
MOVE OR MANEUVER ONCE THE ENGINE is desTROyEed.

9. POwer planT (OR Gas Tank): 1akes A 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 includes eNGINES, OVERARIVE,
GRrAviTy, deflEcTOR, ENERGY WEAPONS, ETC.

6. Overdrive oR WHeels: I1s damage capacity is THe same As THe veHicle size. THe vehHicle cannoT o
fasTer THAN ligHT WHEN iT is destroyed / A wheel Takes A Hit and may be impaired orR destroyed.

IF A NON-EXISTENT OR desTROYEd sysTEM is HiT, THE GAME MASTER AssiGNs OR Rolls A New HiT, and Assigns

eXTRA dAamAGE. (SoMEONE's fooTtlocker, THe stereo, THE ToileT, E1c.)

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

Artack: Most Guns may fiRe.

Close amtack: Opponent shHoots first. Both veHicles may USe SHORT-RANGE WEAPONS THiS TURN. YOUR Tail
GUNS CANNOT fiRe. Fails vs. OpeN RANGE OR diSENGAGE UNLESs YOUR VeHicle is fasTer. Fxample:
TAKING VOUR figHTER in TO STRAfE A bartleship.

DisenGAGE: Escape, UNlEss OppONENT does close ATTACk OR MANEUVER. YOUR NOSE GUNS CANNOT firRe. Fails
AGAINST fasTER VEHIClES. Example: RUNNING AwAy.

MaNeuver for position: Puts you behind A vehicle of equal or IARGER size AT close RaNGE. Make piloT
skill roll 10 succeed (+2 1O skill if your veHicle is MORE MANEUVERADLE). Fails if THe oTHer quy
makes His pilot skill Roll (-2 o his skill if His vehicle is less maneuverable). Both pilots deduct
THe size of THEiR vehicle fRom THeir skill Roll. Example: TRyinG TO GET ON THE OTHER GuY's Tail.

OpeN RANGE: YOUu caN ONly fiRe aNd be firRed AT WiTH lONG-RANGE WEAPONS. YOUR NOSE GUNS CANNOT fiRE.
THis maNeuver fails vs. close attack, diSENGAGE, OR MANEUVER. Fails AGainsT fasTer Vehicles.
Example: 1RyiNG TO GET MRTHER AwAy SO you can pAsTe Him with missiles AT lONG RANGE.




Size: Small vehicles ARe HARAER TO HiT.
1 = cAR 2 = city bus % = yacht
4 = [erry % = IREiGHTER 6 = TANKER

Size 1 vehicles can be damaged by md kill Hand weapons. THeiR sizemod is +2.

Size 2 veHicles can be damaged by hv kill Hand weapons. THeir sizemod is +4.

It TAkes onNe day for mosT sHips TO cover A ligHT year using OVERARIVE.

Slow sHips need Two days 10 cover A ligHT year. ANy sHip THAT 1akes Half engine damage becomes slow.

Fast ships caNn o 2 ligHT years in A day. A sHip with engine dAmAGE is NO lONGER fasT.

Sluggish ships Halve the pilots skill roll (Round up).

MaNeuverable sHips always succeed in THEIR TAcTics AGAINsT sluggish sHips THAT ARe slower if THE piloT
makes His skill roll.

Space sHips and scopes WORk UNAERWATER like submarines. MosT spAace sHips can only go down 70m.

START THE bATTlE WiTH ONE TURN AT lONG RANGE (ONly if SOMEONE HAS lONG RANGE WEAPONS).

If wo vehicles close amack each other, THey both succeed.

IF SOMEONE is ON YOUR TAil, yOou MAy NOT USE NOSE GUNS, close ATTAck, OR USE THE MANEUVER TACTIC.

Nose & 1ail quns cannoT both be used on THE SAME TARGET ON THE SAME TURN.

Nose GuNs ARe OperaTEd by THe pilot. He uses pilot skill, not shooTing skill.

Tail quns ARe operaTed by A Tail GUNNER, OR THE copiloT can OperaTe THEM REMOTELY wiTh A -1 penalty.

Each TURRET NEeds A GUNNER, OR THey can All be slaved Together and contrRolled fRom THE WEAPONS
CcONsOlE WiTH A -2 penalry.

Vehicle weapons

Equipment marked @ is usable in space, THOSE MARKEd % ARE usADIE UNAERWATER.

Big WEAPONS: [ARGER VERSIONS Of WEAPONS dO MORE dAMAGE TO WHATEVER THEy HiT.

Heavy CaNNON @: SHORT RANGE ONly, but does double damage.

AUTOCANNON @: SHORT RANGE ONly, but sHooTts Twice.

Ray guns @%: Can be ser 1o disable, wHich does NOT do perRmANENT damaGe. THE can AuTOfiRe: A size
% Ray GuN could firRe once for 7 damage or 7 Times for 1 damage. If you want 1O fiRe AT
multiple 1ARGETS, THEY MUST be close TOGETHER.

Deflector sHield @: Blocks ONE (vorval damage) RAY HiT per TURN if THE OperaTOR makes His deflector
skill roll. This is A difficult system T0 Operate, ANd you Need A sHip of size 7+ TO CARRy iT.

Military vehicle weapons (usually found only on military vehicles)

Coil quN @: SHORT RANGE ONLy, iGNORES All defenses. 1T can ONly be A NOSE GuN because it Runs down THE
length of ThHe vehicle. Non-military vehicles could carry This, but do NoT for obvious REASONs.
TorpedoEes @%: SHORT RANGE SINGlE-USE WEAPON, but does double damage. You Have A limited NUMbER, but can

launch All, some, OR ONE All AT ONCE. TORPEAOES ARE EXPENSIVE.
Missile [AUNCHER @%: A lONG-RANGE WEAPON THAT SHOOTS 1 missile perR TURN. Missiles ARE EXPENSiVE. MOST
[AuNcHERs Have 6-12 missiles; enougH for A simple bATTlE WiTHOUT COUNTING. -2 peENAlTy AT SHORT RANGE.
BombaArRd @: LARGE spAce sHips use THese 1O flatren cities. It Needs A larGge supply of bombs.
ECM @%: THis is AN EXPENSIVE SySTEM. AN ECM UNIiT cONfUSES ONE MisSilE PER TURN, SUDTRACTING THE OpPERATORS
ECM skill from THE ATTackers DEX (RougHly canceling THe attackers sHoorting skill). ONe per veHicle max.
Force field @: LaRGe warsHips (size 4+) can Have ONe force field. It blocks one point of rRay dAMAGE PER TURN.
ARMOR @%: CerTaiN VEHicles (like Tanks & batrleships) Have ARMOR. It Reduces THE damage fRom weapons by 1,
so oNly Hits fRom big weapons Ger THRouGH. It is A Heavy system, Reducing speed & MaNeuverability.

Space shHip Technology

Tesla engines ARE used for maneuveriNng ANd landing. THey sHooT sparks and smoke out THe back.

Overdrive mMakes space sHips Go Really fast; it can Go A ligHT year in aAbout A day. OverdRrive cannoT
be engaged quickly. It cannoT be used in AR, ANd you musT slow down in Nebulas. It Takes 7
TURNS TO ENGAGE THE OVERARIVE, THE SHIp CANNOT TURN OR USE WEAPONS WHEN THE OVERARIVE is
being TURNEA ON. WEAPONS cANNOT be Used iN OVERARIVE.

GRAVITY GENERATORS GO UNAER THE floor-plates. THey provide artificial Gravity in space aNd can be Reversed 1O
pROVIAE ANTIGRAVITY HOVER OVER plANETS.

POWER GENERATORS pOWER THE Tesla ENGINES, OVERARIVE, GRAVITY GENERATORS, AN sO forTH. THey Run forR A monTH
AT full power On A Tank Of Radium (Available AT every SpACEpPORT). REefueling means TAKING THE ENGINE APART
aNd it TAkEs A TEam of mechHanics all day.

INTERSTELIAR RAdiO GOES 9-10 ligHT years AN pPROVIAES INSTANTANEOUS COMMUNICATION.

Scope is A TV screen THAT wWoORks like A combination radar, FLIR, and Telescope.




CyrocHAamMbeRrs put soMeoNE iN cold sleep. THey ARE USEd TO TRANSPORT PRISONERS, iNjuRed people, and
deSPERATE PASSENGERS. THE PROCESS is sAfe but UNpLEAsANT.
Self-sealing bulkHeads Turn [ARGE Holes inTo slow leaks THAT can be parched.

VeHicle combar NOTES

*  Normal sized vehicle weapons ARE THE samME 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.

*  Players and iMpORTANT NPCs can cHoose Hit location if THE TARGET is [ARGER THAN size 12.

* Space sHip engiNes caN be Red-lined if THERE is A mecHanic iN THE eNGINE ROOM. THE spAce-sHip is
TReATEd As if iT WeERe fasTer forR A few TURNS (according TO GM), bur Roll against mechanic skill. If
Nobody makes THEIR Roll THE sHip Takes an engGiNe HiT. -1 TO Roll per engine HiT ANd fOR EVERY pREVIOUS
TiME you Red-lined iT.

* Disable rule: Many [ARGE VeHicle systems can be disabled by damage. THE game master Rolls A die WHeN
THey ARe Hit. IF He rolls THe weapon damage oOR less, THE system is disabled (stops functioning) unril
SOMEONE fixes it by making A MechHanic Rroll. THE game master should igNORE THis Rule selecTively 1o
advance THE ploT WHEN NecessARy. SpAce sHip power plants explode if THe disable roll is 1 (unless A
player CHARACTER is ON boaRrd).

Example space sHips (small craft do NOT HAVE AN OVERARIVE OR SCOPE)

TIypical Human crewman: int4/s4/d4, pilot 2, shHooting 2, scope 2, deflector 2

Runabour, size 1 small crafi: A oNe OR TWO seaTs ANd A LiTTlE CARGO SpPACE.

"P-1000 SpAce SHARK” Type fasT & VERy MANEUVERADIE AsTRO FleeT figHTER, size 1 small crafi: ONE SEAT, NOSE
AUTOCANNON

"R-7 STARFIASH” Type fasT & VERy MANEUVERADLE AsTRO Fleer figHTerR-like RECON CRAfT, size T small crafr: ONE SEAT,
scopk, sMall ray GuN (does NoT affecT TARGETS IARGER THAN size 2, ANd ONly does Hv dAamAGE TO CREW).
Exceprionally fast and can usually pull away fRom even fast sHips.

SHuttle, size 2 slow swmall crafi: Crew 1, Holds cARGo OR A dozen people.

"Rock Hound” class small fast maneuverable scourt, size 2: STaR scout vessel, CRew 1-2, optional RAY GUN OR
AUTOCANNON iN NOSE.

"INTREpId” class |ARGE fasT scourt, size 7: STAR scout vessel, CRew 1-6, opTioNal RAY GUN OR Missile laUNCHER
TURRET, sMAll CARGO AREA, caN MAkE 40-day TRips (COVERING 80 liGHT-yEARs).

"Kaze” class fast maNeuverable TORpeEdo boAT, size 2: AstRO Fleer warsHip, ECM, RAY GUN TURRET, 4 NOSE
TORPEdOES, 17 ligHT-yEAR RANGE. THE NamE is proNounced Kaw-zee.

"AARAVARK’ class bRrig, size %, fast: STAR scout vessel, crew 2-8, bay for boar OR flying cAR, AUTOCANNON iN
NOSE, Missile [AUNCHER TURRET, ECM. 7% ligHT-yeAR RANGE, ARGE pANTRY ANd deluxe kitchen for long TRips.
EXpENSIVE SCOPE fOR RECONNAISSANCE MISSIONS.

"STARDURST” ClasS CUTTER, Size 7: SpPACE RANGER/STAR PATROL VEsSEel, Aka pATROL SHip, CREW 2-6, CARGO AREA,
deflector sHield, up 10 2 opTtional RAY GUN TURRETS. THE POWER GENERATOR iS EXTRA RObusT, and Takes 4
Hirs.

"Balclutha”, A small slow & very slugqgisH ReiGHTER, size 4: CREw 2-4, GENEROUS CARGO AREA

"CyrRANO” class prROWIER, size 7, fast: AstRO Fleer warshHip, deflector shield, ECM, missile laUNCHER TURRET (8
wmissiles), 4 R-7 StarFlash Recon crafr, 4 F-2 LigHNiNG figHTERs, OR 8 cRuise dRONES. THis VERSATIlE cRAfT
caN be Reconfiqured for oTther missions, like Replacing THE figHTeERs WiTH A special ops Team with 4
boar ampHibious veHicles. Only EartH builds prowlers.

Most space sHips Have binoculars, A Hand radio, first Aid kit, smelling salts, and TOOlS fOR MAINTENANCE &
REPAIR AbOARd. Every ROOM Has AN iNTERCOM. If SOMEONE stays ON THE sHip, THE away Team is supposed TO
bring THE RrRadio.




AHicna (INI/SIR/DEX, Hit Roll) D hir points ArRe same as SIR unless it says OTHERWiISE
Bequiler inT7/s2/d2, HR9: THese biq GrRubs use MenTAl pOWERs TO AlTER THE WAY ONE PERSON SEES THEM.
Ofren THey will TRy 10 look like A beautiful female, pile of gold, erc. THeEiR Ggoal is 10 GeT THEIR
prRoboscis iNTO THE vicTims EAR TO suck THEIR brains out. THey steal space sHips. THey ARe soliTary.
Bug-Eyed Monster (BEM) int0/s19/d4, HRI11, sizemod +1: Claws & bites for hv kill
Cloudworm in10/s12/d%, HRI11, sizemod +7%: Bites for megastun + md Kill. Flies, can damage veHicles.
Lives iN clouds, mists, & vapoRrs. THey ARe slow, but ARe Hard 1O see in A cloud. Hard 1O Kill bur
easy TO flee. THey Have a snaky dragon-like Appearance. Vehicle stats: slow & VERY MANEUVERADIE.
Dinosaurs of one kind OR ANOTHER ARE ON A loT of planers. Once THey Have you in THEIR mouth THEy
\é«ill keep cHewing (GuaranTeed HIiT Every TURN). Swords do +1 damage 10 THem and bullers do -1
AMAGE.

Small predator iNT0/s4/d4, HRIT: Bites for L1 kill. VElociraApTOR sizE.

Medium predator int0/s8/d?, HR10, sizemod +2: Bites for Md kill. Allosaur size.

LARGE pRedaTOR iNTO/S16/d2, HR9, sizemod +4: Bites for Hv kill. TyRANNOSAUR sizE.

HerRDIVORE: Similar stats 10 carnivores. Can do damage by charging or Tail-whipping WHEN provoked.

Humanoids: AT least Half of inTelligent life is Humanoid of one kind OR ANOTHER. MosT of THEM stay ON
THEIR OWN pIlANET.
INsectoid: THEy ARE Always TRYiING TO cONQUER SOME Helpless community, Take THE land, and enslave THEe
iNHADiTANTS. THERE ARE A lOoT Of THEm, and THey would be A major THReat if THey did ~ot spend most
of THeiR efforts fighting OTHER insecTOids. THey use A mix of High- and low-Tech equipment; THey Have
High TeEchH but produce mostly A mix of Archaic equipment. Insectoids follow orders wiTHouT fear OR
quesTions. THey HAVE many casTes, but HERe ARE THE ONEs you MiGHT MEET:

WOoRker iN12/5%/d2, HR9, sizemod -1: Lots of TtHese. Hits for wimp Kkill, but may Have crude weapons.

Soldier inNT2/s6/d4, HRI1: Claws for Lt kill, can HAVE ANy WEAPON.

JugGernauT inTl/s18/d4, HRIN, sizemod +2: Claws for hv kill, cannot Hold WeApONs, 1 pOINT ARMOR.

SMART iNT7/s%/d%, HR10: THese crew space sHips. Hits for wimp kill, but may Have any weapon.

Kakido inT%/s2/d%, HR10: THe Kakido empirRe came ApART AffeR ATTACkiNG FARTH TOO MANY Times. THE
PRINCES CARRY ON iINdepeNdently with small Hidden forces. THEY ENGAGE iN piRACY, TERRORiISM, AN CRIME
while dreaming of conquering THE galaxy. THey ARe sHort bald Grey Humanoids.

Kraken inT7/s4/d4, HRI11: THese malevolent Rrelics of A sHatered HigH-TECH EMPIRE ARE DENT ON CONQUEST.
THey look like A biq black octopus and only breatHe water. THEiR veHicles ARE less MANEUVERADIE THAN
Air-filled ones. THey Have excellent scientists And MmiliTARy planners. KRaken ARe few in NUMDER, so THey
Allow some planers 10 become vassals, bolstering THE Kraken forces. IF THey Ger you with THEIR
Tentacles THey hHold on and bite for It kill every TURN.

Mimi iNnTO/s3/d%, HR12, sizemod -1: Small and fuzzy. Bites for It kill. Comes iN SCReamMING pAcks ON
MANY WORIds. How THey spread is A mysTERy.

Mollizoon inN12/s3/d%, HR10: THEY WANT TO CONQUER EVERYTHING, STARTING WiTH eacH oTHer. Mollizoon
ARE HAMPpERed by impaTtience and Having TO buy most of ThHeir advanced Technoloqy. THey ofren sHow
Up AMONG PiraTES ANA MERCENARiES. THey look like A faT worM WiTH sucker-feer beneath, spines on Top,
aNd A RiNG Of sHORT manipulatory TenTAClEs AROUN THEIR MOUTH. Bites for 1 kill. BrReathes both aAir &
WATER.

MuTaNT RAT inTl/s3/d4, sizemod -1, HRIl: Dog-sized. Bites for It kill, bur some use crude weapons. A
mad scientisT GeneTically engineered THem, but THey escaped and spread from planetr 10 planer by
Hiding ON sHips.

ORrc iN12/s%2/d%, HR10: Humanoid wannabe conquerors. THEIR TecH is NOT as advanced As EarthHs, and
THey fighT each oTHerR A loT. THey often sHow up AmidsT MERCENARIES, SIAVERS, AN piRATES.




PRedaTOR: PREAATORS ARE PART Of THE balance of NATURE. Big ONes can be danGerous.
Woll-like: int0/s%/d%, HR12: Bites for It kill. Tiger-like: iNT0/59/d%, HR12: Bites for Md Kkill.
Crocodile-like: int0/s12/d%, HR10: Bites for Md kill. SHARrk-like: int0/s19/d4, HRI11: Bites for Md Kill.

Psio inT6/s2/d%, HR10: THese sinisTer Relics of A fallen empire ARe Always up 1O NO Good. THey Have
MENTAL powers ANd ARE VERY TRicky. Hairless pointy-eARed Humanoids. THey HAve WHATEVER MENTAL
POWERS THE GAME MASTER WANTS THEM TO, but Only ONE AT A TiME ANd iT TAkes All THEIR CONCENTRATION.
THEIR pOWERS ARE SHORT RANGE ANd stop AffecTing THE VICTIM ONCE CONCENTRATION OR CONTACT CEASES.
Psios OfTEN USE SPACE APES & MERCENARIES.

PsyrReN inT7/s2/d%/lks?, HR10: SinisTER GREeN HaiRed female. THey can sing A beautiful psycosonic song
THAT stuprTifies MEN (bur not women). VicTimMs ARE Addicted man-slaves AffER A MONTH OR so of Repeated
EXPOSURE. AfER A few yeAarRs THEIR iNTELliGencE Has been so damaged THe men die. THe defense is
eARplugs OR loud music. Because THE sonG is 20% MenTal powers, iT does NoT woRk if RecOrRded,
amplified, broadcast, erc. PsyrRens ARe catry ANd do NoT cooperate WELlL, and usually use THEIR power
for personAl AdvANTAGE ON A small scale. Looks do NoT work on THem. A woman with singing skill
cAN siNG loud iINTO AN EAR TO PROTECT A MAN, OR MAKE A skill ROIl TO PROTECT EVERYONE NEARDY.
Salamander iNT2/s4/d%, HR10: THe salamanders wanT TO be cONqUERORS. THEIR ONly pRObIEMS ARE pRIdE,
pooR planning, comically unreliable Technoloqy, and THe fact THey spend most of THEIR TiME TRYiNG TO
cONqUER EacH oTHeR. THey look like a big wHite 6-legged salamander and bite for It kill. THey breathe
AR ANd WATER. THEY EAT PRiISONERS, EXCEPT forR beautiful sTeEReOTYpE WOMEN, WHO THEY ENs|AVE.

Rouning Rochets Rules Page 1% of-17



SHelk inT7/s3/d%, HR10: Evil wannabe conqueroRs. THey enslave VUINERADLE communities, forcing THEM TO
woRk ANd slowly slaugHTering THe victims 1O feed on blood. They look like spiders with fanged
Humanoid Heads, 8 spider-legs THAT look like fingers, and A paiR of small Humanoid Arms Tucked
UNder THe Head. Looks do nNoT work on THem. Can bite for I kill.

SpAce Ape iNTl1/59/d2, HR9, sizemod +1: GeneTically engineered soldiers by THe Psios, Now WORKING As
THugs & MerRcenaries. THey do md stun with fists, do Hv Stun + Lt kill with batons, and can use
splat quns as Rifles.

Space pirates: Hijackers, slavers, THieves and kidNappers. SOME ARE mulTi-species Groups, often led by
AN Evil EARTHMAN.

Tentacle MoNsTER iNTO/s12/d4, HRI1I, sizemod +1: You CANNOT MOVE ONCE GRAbbDEd. TENTACIE MONSTERS
usually Have Hv Kkill fangs for eating you (THe fangs cannoT miss ONCE you ARe Held).

THark iNT?/s9/d4, HRIN, sizemod +1: 4-ARMed GREeN bARbARIAN Humanoids. THey AcquirRe Technology WHEN
THey can and become Raiders. THey Ger Two Attacks per TURN if using fists, batons, OR swoRrds. THey
SOMETIMES WORK AS MERCENARIES.

TigermAN iNT7/s9/d4, HRIT: Genetically engineered Humanoid wARRIORS mMade by AN extineT people.
Purposeless, THey ATTEMPT TO CcONQUER AN enslave Hapless communities. THEy ARE NOT good AT
GOVERNING OR EMpIRe building. Claws for Lt kill, can HAve ANy WeApON. THEY SOMETIMES WORK As
MERCENARIES.

Void sHark (veHicle size 1-6, fast & VerRy MmaNeuverable): THese HuGe cRiTTerRs live iN space and
occasionAlly TEAR OPEN SPACE sHips TO EAT A CREwMAN OR TWO. IT bites sHips for damage equal 1o iTs
size. It usually 1akes %*size Hits 10 drive it off, ANd you canNOT OUTRUN iT. THE ONly TACTiC iT USES is
close atrack, and it always works. DEX & pilot skill for atracking is usually 7. Void sHark attacks ARe
Terrifying but uncommon. Jetmisoning THE food ofren woRrks.

Wanderers iNT5/s2/d9, HR12: THey were GeneTically engineered To be SpACE WORKERS by AN EXTINCT RACE.
A TARGET fOR cONqUERORS, THEY TRy TO live iN peace and stay out of THe way by building space
STATIONS iN SysTEMS WiTH NO Habitable planers. THey look like multi-armed monkeys, and bite for 1 Kkill.
THey only live iN zeRO-G ANd Never |land oN planers (they only live in spAace sHips ANd STATIONS).

Please iNnvENT NEw GENRE-COMPATIDIE bad quys and draw fRom Golden-age science ficTion.




THe litTle ROCkeTs ON YOUR SpACE suiT ACCEIERATE OR deCELERATE yOu IM/TURN. YOu KEEp GOING UNIESS
you slow down. Doing THings like punching or sHooting A buller pistol cause you 1O SpIN
uNcoNTROllAbLy until you make A zero-G Roll, spinning down witH yourR rRockers. Zero-G skill lets you
do Hard Things, like USING NON-ZERO-G EQUIPMENT WITHOUT SPINNING UNCONTROLIADLY.

Low qravity planers: CHARACTERS cAN jump 8M. Low GRAviTy NATiVES Have -1 puncH damage.

HigH gravity: planers CHARACTERS caN ONly RUN 2m ANd AdvANCE Im pER TURN. HigH GRAviTy NATives Have
+1 punch damage.

Undenwaten
You can swim IM/TURN ANd iT makes you TiRed quickly. BReaTHE underwaTER WwiTh AR TANks OR gill packs.

Expenicence

o THE GAME MASTER GiVES EVERY CHARACTER 7-7 EXPERIENCE POINTS (EP) AT THE end Of EVERy SESSION,
depending ON THE sessioN [engTH.

o Rescuing Earns 1-7 EP, depending on THE NuMber of people rRescued and Rescue quality.

o THE GAME MASTER AWARAS 1-7 EP 1O THOSE playeERs WHO WERE VERY ENTERTAINING ANd enriched THE
play EXpeRIENCE fOR EVERYONE.

o THE GAME MASTER AWARdS 1-7 EP 1O THOSE players wHo stayed in cHARACTER and Role-played well.

o AT THe end of THe adventure THERE is A 1-7 EP for players accomplishing THEIR objecTives
(double for THe leader). THE enTiRe GrROUp is usually Given THE sAME AwARd.

o STEREOTYPE EARTHWOMEN GET A 1 EP per sitring bonus for TRaditional games

WHEN A player (or group of players) GETS A PeNAlTy, THE leader GETs A MATCHING pENalTy

o 1-7 EP penalty for violating OR THE GENRES MORAL code: iMMORAL ACTS, IGNORING INNOCENTS iN
disTrRess, putting INNOCENTS AT Risk, killing instead of capTuring, Abuse of autHORITY, IGNORING
abuse of autHoRriTy, TREATING laws & sociAl NORMS As iMpEediMenTs, eTc. THERE MAY bEe deMERiTS
aNd/oR criminal cHARGES as well.

o 1-7 EP penalty for violating orR THE GENRes PG RATING. THis mMeans No NudiTy, NO SEX, NO
displays of vice, etc. CHarACTERS WHO divORCE OR Have sex outside of MARRIAGE beEcoOME
PROPERTY Of THE GAME MASTER.

o 1-7 EP penalty for blasphemy by player or cHaracter. Public blasphemy would cost you
OPPORTUNITIES A HUNAREd YEARS AGO.

o 1-7 EP penalty for MEN WHO HURT woMmEeN OR Allow THEM TO coMmE TO HARM, ExcepT in THE LiNe
of dury. Women may be Harmed while being AppreHended, ARresTed, fiGHTING AGAINST MEN,
PERPETRATING EVil, ANd so forTH if NECEssARy. FEmAle cHARACTERS may place THEMSELVES AT Risk.

o 1-7 EP penalty forR WoOMEN WHO disrespect OR disobey AutHORiTy.

o THe earTHMANS DUREN is TO proTECT THOSE bEinGs & planets UNdER EARTH pRoTEcTiON, 1-7 EP
penalty for igNORING THIS.

o 1-7 experience poINT (EP) penalty for iRRITATING THE GAME MASTER OR boqgging down THE GAME.

o 1-3 EP penalty for players wHo peeked At THE AAVENTURE OR OTHER GM-ONLy iNfORMATION.

Spend experieNce points during downTiMe, like berween ADVENTURES OR dURING VOYAGES. IT REQUIRES
study and pRACTICE.

10 EXPERIENCE POINTS iIMPROVE ONE skill by ONE poinT.

10 eXpERIENCE POINTS buys A New skill AT level 1.

%0 EXPERIENCE POINTS CAN buy you A sTUN poOINT. THE max is 7 + SIR.

MARTIAL ARTS MANEUVERS like cHops ANd swEEps cOST %0 EXPERIENCE POINTS.

It costs %0 poINTs fOR A STEREOTYPE WOMAN TO RAISE HER fAINT RESISTANCE fROM A 7 TO A 6, And
SHE cANNOT fAINT ANy MORE if sHE does (even if sHe wanTs T1O).

Payday HAppens Affer THE AdvenTURE. Space caders Ger CR/MONTH; Deputy RanGers, Patrol, and Space
Scoutrs Ger 2CR.

Some skills cannotr be added Affer cHaracTerR design, such as Gger-daddy-to-pay-for-iT.

O O O OO



GENRE NOTES

@)

@)

IN TRAdiTiONAL GAMES: A WOMAN caN bEe iN command, but A woman will Rarely be purt in
command of MEN. GAME MASTERS MAY IGNORE THis History-based rule and play A mod gamE.
FRONTIER jusTice: if someoNe TRies TO kill or kidnap you, and you prevail, you ARe entitled 1O
wHAT THey Have oN THEm. If you ARE A SPACE RANGER OR OTHER SERVICEMAN YOU ARE PERMITTEd TO
TAKE ONLly THEIR WEAPON.

Pulp science fiction fRequently featured space stations and domed UNAERWATER ciTiEs.

MEeNTAL pOWERS ARE STRONGLY Associated wiTH evil. ANy cHArAcTER WHO Acquires THEM becomes
evil and/OR insane (but will NoT THINK sO), aAnd becomes property of THE GamME masTerR for
fuTuRe use As A villain (preferably iN pARTNERSHIp WiTH THE player).

THe society Reading pulp science fiction Had limited Accommodation for Non-TRadiTional Gender
ROlEs. Make cHAarAcTERs outside of establisHed GeNdER ROlES ON A GENERIC HUMAN CHARACTER
sheer. Both male & female background & skills ARe Available. Use ANy APPROPRIATE ARTWORK.

IN pulp science fiction, Nobody Goes beyond second base (kissing). Even THougH men and
WOMEN TAKE lONG voyaGes iN small spacecrafr, your cHARACTERS would NEVER EVEN CONTEMPIATE
AN illiciT RrelationsHip.

SAcrifice is AN iIMpORTANT CONCEpPT. CHARACTERS Risk THEIR lives TO save oTHERs. Readers quoted
John 19:1% and expected Heroes 1o AcT like This. IF A cHARACTER peRisHes THis way, THE players
NEXT CHARACTER GETS A Head sTART. THE usual Award is AN experiENCEd CHARACTER; AwaARd +% skill
poiNTs. AwWARd +2% cR if THERE was NO HOpE Of Survival.

Chanacten H

ROARING Rockers Needs Role-playing MORE THAN OTHER GAMES. HERE ARE CHARACTER dESIGN SUGGESTIONS:

Describe THE personality of YOUR CHARACTER.

WHy does THe cHaracTerR do wHAT He/she does?

Defining MOMENT: WHAT evENT MAdE THE CHARACTER iNTO WHAT HE/SHE is?

W|—l|lATHiS THE STORY quesTiON? (SHE wanTs love, will sHe ever find iT? He wants 1O find His faTHeR,
will He?)

WHAT ARe His/HER qUIRkS OR MANNERiISMS? WHAT does yOuR cHArAcTER sound like?

WHAT does your cHARACTER vAlUE ANd WHAT is His/Her attiTude?

WRiTe brief HisTory of your cHarRACTER iN ess THAN 100 woRds.

TRy usinG AT least 7 of these. THe best place for This is on THE back of your cHARACTER SHEET.
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