RULES SUMMARY 

(For Combat Purposes)

ARMOR   

       
           
PD
      EKD
EV
SPECIAL

BDU





4

2
0



M3 suit*





14

2
0

M10 ballistic helmet*



25

10
0
Head Only

Gee Suit 





4

1
0


Ghillie Suit (Recon) *



6

1
0
Camouflage (see below) 

Z-110 Acid Neutralizing Combat Wardrobe (TL4)*
18

10
-1
Acid has no effect. 

NeutraGel Modification (TL5)


1

0
0
Acid has no effect. 

Polymer/Alloy combat armor rig.  (TL3)*

16

10
0

WY Shielded Combat Helmet (TL2)


30

10
0

Flak Jacket




12

2
0

Kevlar (Light)




10

1
0

Kevlar (Medium)




12

2
0

Kevlar (Heavy)




14

3
-1

MK 25 Pressure Suit



5

5
-1
Air Pressurized 

MK 50 Compression Suit



10

7
-2
Air Pressurized 

ZCT-1 Armored Spacesuit* (TL3) 


16

10
-1
Air Pressurized 

Portable Force Field



10

20
0
Cannot move when setup 

MAX--Mobile Assault eXo-Warrior

(Special—Look under Armor)* 

“RACK”--Powered Armor 


(Special—Look under Armor)* 


* Prohibited to all except the CMC. 


COLONIAL MARINE LIGHT FIREPOWER 

WEAPON

WA
RANGE
DC
ROF
SHOTS

EV
COST

 VP 70 Pistol

0
50 m

3
2
18

0
400

 M4A3 Pistol

0
100 m

3
2
9

0
400

 ATM-2 Medina

+1
200 m

3
2
16

0
900

 ATM-1 Sabot-Pistol
+3
80 m

2
3
16

0
800


COLONIAL MARINE MEDIUM FIREPOWER 

WEAPON

WA
RANGE
DC
ROF
SHOTS

EV
COST

M41A1 Pulse Rifle

-1
900

7
45
95-100 

0
2 000 

PN 30mm Grenade Launcher
-1
100

Grenade
1
3

0
n/a 

M42A Scope Rifle

+5*
3 800

7
1
12

-1
2 300 

M41AE2 Pulse Rifle
0
900

7
30
95-300

0
3 500

M21A Shotgun

-1
50

6
1
8

0
1 000 

L96 Sniper Rifle

+3
2 500

6
2
12

-1 
2 000 

Duchamp Blaster 

-2
500

8
50
300

-1
2 300

M42A3 Light Rifle

0
700

6
30
90

0
1 800

ATM-3 Shiva Mk. 

1
-1
900

8
60
120

0
4 000

ATM-4 Sabot-Stick

0
600

5
30
120

0
1 000

*See Below 


COLONIAL MARINE HEAVY FIREPOWER 

WEAPON

WA
RANGE
DC
ROF
SHOTS

EV
COST

M56A2 Smart gun            +1 / +2*
1500 

7
60
300

-1
10 000

M240A1 Flamethrower
0
3-50

6/6**
3
60

0
4 000

GC20 Plasma Rifle
0
1000

8
30
500

-1
8 000 

M-199 Mk2 Smart Gun     +2 / +3
1500

7
60
500

-2
15 000 

ATM-5 Shiva Mk.2
0
1500 

9
30
270

-3 
10 000

M-23 "Thumper"

-1
50
Grenade

1
12

0
2 500

*See below 


 **6 DC is automatically done next round if it hits the first round. 


COLONIAL MARINE ASSAULT FIREPOWER 

WEAPON

WA
RANGE
DC
ROF
SHOTS
EV
COST
TARGETS

Plasma Cannon

-2
2 000

2k
½
20
0 / -5*
15 000
Any

M5 RPG


0
2 000

3k
1
1
-1
2 000
Any

M78 PIG

0
1000

1k
1
30
-1
7 000 
Any

M83A2 SADAR@
+1
1000

4k
1
1
-1
4 000
Ground only 


ATTACKS:  2 

     
AUTOMATIC SKILL:  8 

M112 HIMAT***@
+1 
5 000 

6k
1
3
0**
8 000
Ground only 


ATTACKS:  2 

     
AUTOMATIC SKILL:  8 

SIM-118 Hornet@
0
10 000

4k
1
1
-1
4 000
Air only 


ATTACKS:  4 

     
AUTOMATIC SKILL:  9 

ATM-1 Bolter

-1
1 500

1k
1
20
-3
4 000
Any

M80 LP-Cannon

-2
3 000

3k
1
9
-2 
5 000
Any

*:  -5 if not on a tripod 




**Cannot be fired unless deployed 

***Can be linked with other units.  Automated (see below). 
@:  Guided (see below) 


COLONIAL MARINE MISCELANEOS FIREPOWER



(These are weapon systems.  See below) 

 WEAPON

WA
RANGE
DC
ROF
SHOTS

COST
TARGETS

UA 571-C Sentry

+1
800

7
55
500

60 000
Any


AUTOMATIC SKILL:  10 

UA 571-D Sentry

+1
1 200 

8
45
500

70 000
Any


AUTOMATIC SKILL:  10 

UA 571-F Sentry

0
100

Grenade
3
30

65 000
Any


AUTOMATIC SKILL:  10 

LIM-417 Phalanx @
0
80 000

4k
1
6

120 000
Air only 


ATTACKS:  3 


AUTOMATIC SKILL:  12 

HIM-122 Lancer@

+1
120 000

5k
1/10*
1

240 000
Air only 


ATTACKS:  2 each missile. 

     
AUTOMATIC SKILL:  10 

HIM-78 Sprint@

0
540 000

6k
1
4

350 000
Air & Space only 


ATTACKS:  5 

     
AUTOMATIC SKILL:  12 

*:  One Missile breaks into 10 and can assign different targets for each missile. 

All can be linked with other units.  Automated (see below). 


@:  Guided (see below) 


MINES 

WEAPON

BR
DC
SHOTS
COST

DEPLOYMENT
SPECIAL

Nuclear Failsafe

1km
40k
1
1500000

Personnel

See Below

M760 Antipersonnel 
2m
9
1
900

Air / Armor
None 

M862 anti-armor 

3m
10
1
1200

Air / Armor
½ Armor

M5A3 Bounding 

2m
9
1
1 000

Infantry

Can be linked 

M20 Claymore mine
3m
10
1
1 000

Infantry

Remote det. 


GRENADES 

WEAPON


CAP

DC
BR
USE

SPECIAL
COST

 M40 High-Explosive Fragmentary*
Red

9
3m 
Anti-personnel 


100

M38 HEAP


Green 

13 (1k)
1m
Anti-tank
½ Armor


250

M51A Bounding Fragmentary
Blue

10
1m
Small-Charge
double dam stun
120 

M108 Canister (Buckshot)

Black

9
0
Close-in Fighting


70

M230 Baton (Rare in USCM)

N/A

10stun
0
Civil Disturbances


20

M60 Phosphorous* Incendiary
White

0
15m
Smoke Screen


50

M72A1 Starshell*


"S" on top
0
10m 
Flare

45 seconds,











50,000 candles
70

*:  Can be thrown.  The detonator can be set to a 6 or 12 second fuse. 


COLONIAL MARINE AEROSPACE FIREPOWER 


MISSILES 

WEAPON

WA
RANGE
DC
BR
COST
TARGET
CLASS/SPECIAL

AGM-204A TSAM

+3
60 000

1k
n/a
70 000
Missiles

Unique, Guided 


ATTACKS:  1 

     
AUTOMATIC SKILL:  10 

AGM-220C Hellhound
+1
70 000

5k
8m
120 000
Ground

Unique, Guided 


ATTACKS:  1 


AUTOMATIC SKILL:  9 

AIM-90E Headlock

+1
24 000

5k
0
150 000
Air / Space
Unique, Guided 


ATTACKS:  3 

     
AUTOMATIC SKILL:  10 

XIM-28A Long Lance
0
120 000

7k 
n/a
450 000
Space

Unique, Guided 


ATTACKS:  4 

     
AUTOMATIC SKILL:  9 

Mk. 16 Banshee M18
-2
12 000

2k
4m
10 000
Any

150mm 

Mk. 16 Banshee M451
-2
12 000

4k
3m
15 000
Any

150mm

Mk. 16 Banshee M597
-2
12 000

3k
1m
13 000
Any

150mm, ½ armor

Mk. 16 Banshee M598
-2
12 000

1k
6m
12 000
Any

150mm 

Mk. 10 Zeus

0
7 000

1k
1m
5 000
Any

150mm ½ armor

Mk. 88 120mm SGW
0
2 000

1.5k
2m
10 000
Any

150mm, Guided 

NIC-79 Captor 

0
85 000

10k
n/a
550 000
Space

Unique, Guided 


ATTACKS:  2 

    
AUTOMATIC SKILL:  8 

STG Ballistic

0
450 000

20k
200m
950 000
Any

Unique, Guided 


ATTACKS:  5 

     
AUTOMATIC SKILL:  7 


CANNONS 

WEAPON

WA
RANGE
DC
ROF
SHOTS
COST

BR

TARGET

25mm Gargoyle Gattling
0
13000

11(.7k)
20
300

75000

0

Any. 

30mm Railcannon

0
100 000

14 (1k)
12
100

120 000

2m

Any, Missile 

800 MV Particle Beam
-5
350 000

0*
1
n/a

1 550 000
40m

Any. 

80 MW Infrared Laser**
0
30 000

1.5k
3
n/a

350 000

3m

Any,  Missile 

Orbital minefield

n/a
0

1k
1
1

50 000

10m

Any

*Special, see below 

**This is the weapon one spacecraft laser turrets. 


COLONIAL MARINE ARMOR FIREPOWER 

WEAPON

WA
RANGE
DC
ROF
SHOTS
BR
COST
TARGET

Tri-Barrled Particle Beam
0
2 000

10 (.5k)
6
300
0
75 000
Any. 

20mm Gattling Cannon
0
1 000

10 (.5k)
30
1700
0
65 000
Ground

Phased Plasma Cannon*
-1
4 000

14 (1k)
½
500
2m
50 000 
Ground

Free-Electron Laser*
+2
3 000

14 (1k)
½
200
0
65 000
Any

Charged Particle Beam* 
+1
3 000

1.5k
½
100
1m
100 000
Any, ½ Armor 

 *These weapons are found in pairs on the M577 Turret. 


M577 ARMORED PERSONNEL CARRIER 

MANUEVERABILITY:  -3 

LOCATIONS:                            
STRUCTURE
ARMOR 

    
MAIN BODY:                  

4 K                  2 K 

    
WHEELS:                        

60 SDP           35 SDP 

MAX SPEED:  125 

ACCELERATION: 35 

VEHICLE HARDPOINTS:  1 Turret 

BASIC ARMAMENT:  Only one pair of synchronized Republic Electric RE700 20mm gattling cannons.  The Turret can carry a 
variety of armaments (see weapons) 


MAX MOBILE ASSAULT EXO WARRIOR /  



MOBILE OFFESNIVE EXO WARRIOR (TL4) 

STRENGTH: 

     
MOX:  10 

MAX:  12 

MANUEVERABILITY: 

     
MOX:  -1 
     
MAX:  -3 

LOCATIONS: (MOX / MAX )              STRUCTURE:                    ARMOR: 


MAIN BODY:

2K / 4K


1K / 2K 

    
ARMS (2):

1K (50 SDP) / 2K              
0.5 K (25 SDP) / 1K 


LEGS (2):                          
1K (50 SDP) / 2K               
0.5 K (25 SDP) / 1K 

MAX SPEED: 

     
MOX:  14 

MAX:  10 

ACCELERATION:  4 

BASIC ARMAMENT: 

     
MOX:  M56 Smartgun with triple ammunition, M240 Flamethrower with double capacity, M26 Thumper Grenade 


Launcher 

    
MAX: One 20 MeV turboalternator powered charged particle beam cannon, M240 Flamethrower with triple capacity, 


M56 Smartgun with triple ammunition, M26 Thumper Grenade Launcher 

NOTES:  All arm weapons are considered turrets for special rules. 

    
M-242 COMBAT BUGGY 

LOADED WEIGHT:  18 000 kg  (1.8 tons) 
MANUEVERABILITY:  -1 

LOCATIONS:               
STRUCTURE       ARMOR 

    
MAIN BODY: 
1K (50 SDP)
0.5 (25 SDP) 

    
WHEELS:
0.5 (25 SDP)       
0.25 K (15 SDP) 

MAX SPEED:  166 

ACCELERATION:  50 

BASIC ARMAMENT:  Twin Gattling Cannons. 


DAIHOTAI 8X8 ATV 

MANUEVERABILITY:  -4 

LOCATIONS:                
STRUCTURE              
ARMOR 

    
MAIN BODY:

100 SDP

50SDP 

    
WHEELS:                          
20 SDP

10 SDP 

MAX SPEED:  125 

ACCELERATION:  33 


P-5000 POWERLOADER 

MANUEVERABILITY:  -4 

STRENGTH:  13 

LOCATIONS:                  
STRUCTURE             
ARMOR 

    
MAIN BODY:                      
2K                          0.25 K (15 SDP) 

    
ARMS (2):                           
1K                          0.25 K (15 SDP) 

    
LEGS (2):                            
0.5 K                      0.25 K (15 SDP) 

MAX SPEED: 10 

ACCELERATION:  5 


M292A2 SELF PROPELLED GUN 

MANUEVERABILITY:  -6 

LOCATIONS:            
STRUCTURE         ARMOR 

    
MAIN BODY:                  8K                          4K 

MAX SPEED:  70 

ACCELERATION:  21 

VEHICLE HARDPOINTS:  One the main gun. 

BASIC ARMAMENT:  Main Cannon--Special 


Main Cannon: 


Targets: Ground targets with a 5m blast radius; Damage:  5K; Range:  62 000; WA:  +3; ROF:  1; Shots:  78 

M34A2 LIGHT TANK  / M22A3 MEDIUM TANK / M40 HEAVY TANK 

MANUEVERABILITY: 

     
M34A2:  -4 
M22A3:  -6 
M40:  -7 

LOCATIONS:                 STRUCTURE             ARMOR 


M34A2:                              6K                              3K 

        
M22A3:                              7K                              3K 

        
M40:                                   9K                              4K 

MAX SPEED: 

     
M34A2:  100 
M22A3:  90 
M40:  70 

ACCELERATION: 

     
M34A2:  35 
M22A3:  30 
M40:  21 

VEHICLE HARDPOINTS:  Every vehicle has one hardpoint for their main gun, which is a ERFB (Extended Range


Full Bore) Standard Gun.  One additional hardpoint is available for additional firepower.  The M40 has two more. 

BASIC ARMAMENT: 

M34A2:  (Targets:  Ground targets, Ariel can be hit at –8, 1 m br; Damage:  3K; Range:  20 000; WA:  +3;  ROF:  1; Shots:  30) 

M22A3:   (Targets:  Ground targets, 2 meter blast radius; Damage:  4K; Range:  25 000; WA:  +2; ROF:  1; Shots:  40) 

M40:   (Targets:  Ground targets, 3 meter blast radius; Damage:  5K; Range:  30 000; WA:  +2; ROF:  1; Shots:  50


M-442 “RACK”—POWERED ARMOR (TL 5.5, 6) 

STRENGTH: 

     
M-442:  9 
P-7999:  12 
UT-05:  11 
ST-BETA-5:  10 

MANUEVERABILITY: 

     
M-442:  -1 
P-7999:  -4 
UT-05:  -5 
ST-BETA:  -4 

LOCATIONS:       
                STRUCTURE:              ARMOR: 

    
MAIN BODY: 

         

M-442:


3K

2K 

         

P-7999:                               
1K                     
0.5 (25 SDP) 



UT-05:                                   
1.5 K                 
0.5 (25 SDP) 

         

ST-BETA-5:                          
2 K 

1 K 


ARMS / LEGS (2) 

     

M-442:


2K                           1K 

     

P-7999:                                
1 K                          0.5 K (25 SDP) 

     

UT-05:           

1 K                          0.5 K (25 SDP) 

     

ST-BETA-5:                         
1 K                  
0.5 K (25 SDP) 

MAX SPEED: 

     
M-442:  18 
P-7999:  12 
UT-05:  10 
ST-BETA-5:  16 

ACCELERATION:  6 
BASIC ARMAMENT: 

     
M-442:  One Boyars Pars 150 Phased Plasma Cannon, One Republic Dynamics M2025 40 mW free-electron

lasers, OR one 20 MeV Turboalternator powered charged particle beam cannon as well as a M-240 Flamethrower. 

    
P-7999:  None 

    
UT-05:  The only noteworthy form of armament ifs a large flame device similar to the M340 Flamethrower. 

    
ST-BETA-5:  A Pulse Rifle has been added to the arsenal with double capacity ammunition. 

NOTES:  All arm weapons are considered turrets for special rules.


DROPSHIP UD-4 CHEYENNE 

Variant 

Body
WT
Armor
MV
Move
Mach
Orbit
SR 

UD-4B

3
30
1
-2
150
2.5
8.5
11

UD-4C

4
35
1
-3
200
2
7
11

UD-4E

3
35
2
-3 
250
3
9
11

UD-4H

5
40
2
-2
300
3
11
20

UD-4J

4
30
2
-2
200
2.5
9
15

UD-4L

5
40
3
-1
300
3
10
20

Communication range:  2300 km, 3000 for the 4H and 4L models 

Maneuverability: 4H and 4L models have a +2 dodge of guided missiles.  All have +1 Dodge in space. 

Evacuation:  Parachutes--60 

Armament package:  1 Smart Gun, 6 Pulse Rifles, 4 Flamethrowers, 10 Pistols.  May be replaced by higher TL weapons. 

Hardpoints:  4, 6 for the 4H and 4L 

Basic Armament: UD-4B: 1x25 mm "Gargoyle" Gatling, 8x120 mm rockets, UD-4C:  1x25 mm "Gargoyle" Gatling,


8x120 mm rockets, 32 x 150 mm rockets, UD-4E:  1x25 mm "Gargoyle" Gatling, 8x120 mm rockets, 8xAGM-220


missiles, UD-4H:  1x25 mm "Gargoyle" Gatling, 32 x 150 mm rockets, 3 x TSAM Missiles, 3xAIM-90 missiles, UD-
4J: 1x25 mm "Gargoyle" Gatling, 32 x 150 mm rockets, UD-4L: 1x25 mm Gatling, 8x120 mm rockets, 32 x 150 mm 
rockets, 3 x TSAM Missiles, 3xAIM-90 missiles. 


NTV Mk 1 SNAKEFIGHTER 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

NTVMk1

10
250
4
-5
100
2
15
100

Communication range:  10 000, FTL 

Maneuverability:  +4 dodge of guided missiles. 

Additions:  Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  2 EEVs, 120 Parachutes 

Armament package:    4 Smart Guns, 15 Pulse Rifles 8 Flamethrowers, 20 Pistols.  May be replaced with high TL weapons. 

Basic Armament: 2x25 mm "Gargoyle" Gatling, 16x120 mm rockets, 8xAGM-220 missiles, 64 x 150 mm rockets, 2 x TSAM Missiles, 
3xAIM-90 missiles, 2 XIM-28A missiles 


AD-17 COUGAR STRIKESHIP 


STATISTICS 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

AD-17A

4
14
2
0
300
4
-
20

AD-17I

4
14
2
+1
350 
5
12
20

Communication range: 3000 km 

Crew:  1 Pilot.  Life support for 2 personnel. 

Maneuverability:  +2 dodge of guided missiles. 

Additions:  Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bag. 

Evacuation:  1 Parachute, 1 Space Suit. 

Armament package: 2 Pistols. 

Hardpoints:  7, 8 for 17I 

Basic Armament:  AD-17A:  1x25mm "Gargoyle" gatling, 12 AGM-204A's or 16 AIM-90E's can be carried on each of two missile racks, 
AD-17I: 1x20mm "Gargoyle" gatling cannon, 12 AGM-204A's or 16 AIM-90E's can be carried on each of two missile racks, 2 
XIM-28A missiles. 


HA-117 STINGRAY COMBAT INTERCEPTOR 


STATISTICS 

 Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

HA-117

6
35
2
-3
350
4
30
100

Communication range: 5000 km 

Crew:  1 Pilot.  1 Co-Pilot Life support for 4 personnel.  Bunks for 2 

Maneuverability:  +1 dodge of guided missiles.  +2 in space. 

Additions:  Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bag. 

Evacuation:  3 Parachutes, 2 Space Suits. 

Armament package:    2 Pulse Rifles, 2.  May be replaced with high TL weapons 

Hardpoints:  9 

Basic Armament: 30 mm Railcannon, 8 XIM-28A missiles, 2 NIC-79 Missiles, 24 150 mm rockets 

M-1000 TSAPC TRANS-ATMOSPHERIC PERSONNEL CARRIER   (TL4) 

Variant

Body
WT
Armor
MV
G.Move

A.Move

Mach
Orbit
SR

M-1000

3
25
2
-3
35

70

0.5
5
10

Communication range: 500 km, FTL. 

Additions: Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bag. 

Evacuation:  35 Parachutes 

Armament package:    4 Smart Guns, 20 Pulse Rifles, 10 Flamethrowers, 30 Pistols, 10 Shotguns.  May be replaced with higher 
TL weapons. 

Hardpoints:  1 

Basic Armament:  Triple Barreled Particle Beam 


CONESTOGA 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

Conestoga
20
78,000
8
-8
-
-
10
100

Communication range:  Orbital, FTL 

Maneuverability:  +8 dodge of guided missiles. 

Evacuation:  8 EEVs, 200 space suits 80 Re-Entry Pods. 

Armament package:    10 Smart Guns, 100 Pulse Rifles 20 Flamethrowers, 200 Pistols, 30 Shotguns, up to 30 other weapons.  May be 
replaced with higher TL weapons. 

Automatic Systems:  Base 11 skill. 

Basic Armament:  8 XIM-28A missiles, 2 Particle Beams, 4 30 mm railgcannon turrets (each turret has two linked guns), 6  infrared lasers on turrets, 60 orbital mines, 20 decoys, 2 maneuvering drones 


Z-1 RAZZIA 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

Razzia

100
950 000
10
15
-12
-
7
200

Communication range:  Orbital, FTL 

Additions:  Full stock. 

Evacuation:  30 EEVs, 500 Space Suits, 100 Re-Entry Pods. 

Armament package:  Full Stock. 

Automatic Controls: 12 base skill 

Basic Armament:  20 XIM-28A missiles, 6 Particle Beams, 12 30 mm railcannon turrets (each turret has two linked guns), 18 
infrared lasers on turrets, 100 orbital mines, 60 decoys, 9 maneuvering drones, 8 Nuclear Captor Missiles, 4 STG 
Ballistic Missiles. 

Variant

Body 
WT
Armor
MV
Move
Mach
Orbit
SR

Razzia Dropship
15
1 850
6
-9
50
3
15
100

Communication range:  5000 

Maneuverability:  +1 in space. 

Additions:  Full Stock. 

Evacuation:  200 Space Suits, 200 Parachutes. 

Armament package:    10 Smart Guns, 100 Pulse Rifles 30 Flamethrowers, 200 Pistols, 50 Shotguns, May be replaced with higher TL 
weapons.  Up to 30 other weapons. 

Basic Armament: 3x25 mm "Gargoyle" Gatling, 14xAGM-220 missiles, 6 x TSAM Missiles, 6xAIM-90 missiles, 2 XIM-28A 
missiles 


N-1 BOUGAINVILLE CLASS ATTACK TRANSPORT 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

N-1

20
75 000
10
-8
--
--
15
150

Communication range:  Orbital, FTL 

Maneuverability:  +8 to guided missiles. 

Additions:  Full Stock 

Evacuation:  4 EEVs, 300 Space Suits, 30 Drop Pods. 

Armament package:  10 Smart Guns, 100 Pulse Rifles 30 Flamethrowers, 200 Pistols, 50 Shotguns, May be replaced with higher TL 
weapons.  Up to 30 other weapons. 

Automatic Controls:  Base 12 skill 

Basic Armament:  12 XIM-28A missiles, 3 800 particle beams, 6 30mm railgcannon turrets (each turret has two linked guns), 9 
infrared 
lasers on turrets, 80 orbital mines, and 40 decoys 


“M”  CLASS STARFREIGHTER (eg:  “NOSTROMO”) 

Variant

Body
WT
Armor 
MV
Move
Mach
Orbit
SR

M-Class

15
63 000
2
-10
50
0.5
7
50 

Communication Range:  5 000, FTL 

Evacuation:  1 EEV, 20 space suits. 

Armament Package:  3 Stunner, 2 Flamethrowers 

Automatic Systems:  8 Base skill 


LOCKMART STARCUB LIGHT INTRASYSTEM SHUTLE 

Variant 

Body
WT
Armor
MV
Move
Mach
Orbit
SR

SLI Shuttle
4
150
1
-8
20
-
10
50

Communication Range:  1000, FTL 

Additions: Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  3 Space Suits. 

Automatic Systems:  10 

Hardpoints:  1 


“DUTTON” COAST GUARD PATROL CRAFT 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

Dutton

3
120
1
0
300
5
15
100

Communication Range:  10 000 

Additions:  Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  1 Drop Pod, two space suits. 

Armament Package:  Four shotguns, four pistols. 

Hardpoints:  3 

Basic Armament:  1 Particle Beam, 6 AIM-90 missiles 


TF-ALPHA-1 CARGO-CRAWLER 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

TF-Alpha-1
3
350
1
-5
100
0.5
8
10

Communication Range: 1000, FTL 

Additions: Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  Three Spacesuits 

Armament Package:   Pistol, Stunner. 

Automatic Systems:  8 base skill 


DOLOMITE CLASS CARGO HAULER 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

Dolomite

20
45 000
3
-7
40
1
10
50

Communication Range:  5 000, FTL 

Additions: Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  1 EEV, 100 space suits. 

Armament Package:  3 Stunner, 2 Flamethrowers 

Automatic Systems:  8 Base skill 

Hardpoints:  One 


ZAJER / COMM TEHCNIC TRANSPORT VESSEL 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

ZCTV

10
1350
2
-6
100
2
10
50

Communication Range:  5000 km 

Additions: Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Maneuverability:  +2 in Space 

Evacuation:  1 EEV, 20 Space Suits.  20 Parachutes. 

Armament Package:  Various, usually Two shot guns and two pistols. 

Automatic Systems:  Base 10 skill 

Hardpoints:  1 


WY TRADER 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

Trader

10
58 000
2
-8
--
8
--
10

Communication Range:  Orbital, FTL 

Evacuation:  1 EEV, 10 space suits. 

Armament Package:  2 Stunner, 1 Flamethrowers, 3 Pistols 

Automatic Systems:  8 Base skill 

Hardpoints:  None 


SV- 90 RELIANT CLASS ASSAULT TRANSPORT VEHICLE 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

SV-90

8
38,000
1-3 
-9*
-
-
10
10
*:  -6 if pod is dropped 

Communication range:  Orbital, FTL 

Maneuverability:  +6 dodge of guided missiles if configured 

Additions:  Survival gear.  Full stock if configured. 

Evacuation:  10 Space Suits.  400 space suits and 10 Re-Entry Pods if configured. 

Armament package:  Two Pistols.  4 Smart Guns, 0 Pulse Rifles 20 Flamethrowers, 200 Pistols, 30 Shotguns, up to 30 other weapons. May 
be replaced with higher TL weapons. 

Automatic Systems:  Base 8 skill. 

Hardpoints:  3. 


RE-ENTRY POD 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

REP

2
10
1
-10
20
8*
--
--

*:  Straight Down. 

Communication Range:  1000, FTL 

Maneuverability:  +5 against guided missiles. 

Additions:  Full survival suit: Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  None…it IS an evacuation 

Armament Package:  None. 

Automatic Systems:  8 Base skill 


BD-409 EEV (Emergency Escape Vehicle) 

Variant

Body
WT
Armor
MV
Move
Mach
Orbit
SR

  BD-409

3
50
1
--
--
--
2
100

Communication Range:  Orbital, FTL 

Maneuverability:  0 

Additions:  Fire Retardant, Flares, Raft, Emergency Rations, Sleeping Bags. 

Evacuation:  None…It is an evacuation vehicle. 

Automatic Systems:  10 base skill


SYNTHETICS 


CORPORATE—BASE MODEL—SYNTHETIC 


INT:  7-9

PRE:  1-3
TECH:  7-9
REF:   5-7
DEX:  5-7
STR:  6 – 8 

        
MOVE: 2-4      
BODY:  5-7 

HITS  (Average):  30
KILLING DEFENSE:  5 

RECOVERY (TL5):  15 

BASE SKILLS: 


Business:  +1 (+3)

Computer Programming:  +1 (+3) 
Education :  +4 (+6) 


Hacking:  +2 (+4)      
Science:  +3 (+5)                                   
Research:  +2 (+4) 


Paramedic:  +4  (+6)

First Aid:  +3 (+5) 

Engineer--Synthetic:  +1 (+3) 


Xenobiology:  +3 (+5)     

Electronics:  +1 (+3) 
Expert—Corporation:  +5 (+7) 


Bugging:  0 (+2)                

Concealment: 0 (+2)
Perception:  0 (+2) 

ABILITIES: 


Ambidexterity
Common Sense 
Eidetic Memory   

Lightening Calculator 

             
Time Sense           
Speed Reader 


MILITARY—BASE MODEL—SYNTHETIC 


INT:  6-8

PRE:  1-3
TECH:  7-9
REF:   5-7
DEX:  6-8
STR:  5-7      


MOVE:  3-5      
BODY:  5-7 

HITS (Average):  30
KILLING DEFENSE:  8 

RECOVERY (TL5):  15 


Education :  +4 (+6)          
Computer Programming:  +3 (+5)
Science:  +3 (+5) 


Research:  +1 (+3)

Paramedic:  +1 (+3) 

Pilot—Dropship:  +2 (+2) 

            
First Aid:  +4 (+6) 

Engineer--Synthetic:  +1 (+3) 
Electronics:  +2 (+4) 

            
Astrogation:  +1 (+3)
Driving—APC:  +2 (+4) 

Driving—Buggy:  +1 (+3) 

            
Navigation: +1 (+3) 
Engineer—Aerospace:  0 (+2)               Engineer—Armor:  +1 (+3) 

            
Pilot—Starship:  0 (+2)       
Engineer—Starship:  +1 (+2) 

Pilot—Powerloader:  +1 (+2) 

ABILITIES: 


Ambidexterity         Common Sense
Eidetic Memory
Lightening Calculator 


Time Sense
Speed Reader          Double Jointed 


“SEX” AD-CAP GENERAL SUPPORT SYNTHETIC 


INT:  4-6

PRE:  5-7
TECH:  6-8
REF:   4-6
DEX:  4-6      


STR:  3-5      
BODY:  4-6      
MOVE:  2-4 

HITS (Average):  25          
KILLING DEFENSE:  5 

RECOVERY (TL5):  10 


Education :  +3 (+4)
Computer Programming:  +1 (+2)
Science:  +2 (+3) 


Research:  +1 (+2)

First Aid:  +2 (+4) 


Engineer--Synthetic:  +1 (+3) 


Electronics:  +1 (+3) 
Navigation: +1 (+3)

Pilot—Powerloader:  +1 (+1) 

            
Acrobatics:  +1 (+3)               Performance:  +5 (+7)

Conversation:  +2 (+4) 

            
Seduction:  +4 (+5)

Wardrobe & Style:  +6 (+7)

Persuasion: +5 (+7) 

            
Mimicry:  +2 (+4)

Perception:  +1 (+3)

Hand-to-Hand—Evade:  0 (+2) 

           
High Society:  0 (+1) 

ABILITIES: 


Ambidexterity    
Eidetic Memory
Beautiful (Level 3)* 

             
Double Jointed
Night Vision 


GENERAL ANDROID ENTERTAINER (“ROCKERS”) 


INT:  2-4

PRE:  4-6
TECH:  4-6
REF:   6-8
DEX:  5-7      


STR:  4-6
MOVE:  2-5
BODY:  2-4 

HITS:  15      
KILLING DEFENSE:  1 

RECOVERY (TL5):  0 


Education :  +1 (+1)
Computer Programming:  +1 (+2)
Research:  +1 (+2) 

            
First Aid:  +1 (+3)

Engineer--Synthetic:  +1 (+3) 
Electronics:  +1 (+3) 

           
Acrobatics:  +1 (+3)
Performance:  +5 (+7) 

Conversation:  +1 (+3) 

           
Wardrobe&Style:  +4 (+7) 
Persuasion: +3 (+6)


Mimicry:  +4 (+6) 

            
Perception:  +1 (+3)
Play Instrument:  +5 (+8) 

ABILITIES: 

            
Ambidexterity             
Beautiful (Level 1) 

Double Jointed 

Perfect Pitch 


MEDICAL  / TECHNICIAN SYNTHETIC 


INT: 8-10
PRE:  1

TECH:  8-10
REF:   5-7
DEX:  5-7      


STR:  4-6      
MOVE:  3-5      
BODY:  5-7 

HITS:  30
KILLING DEFENSE:  3 

RECOVERY (TL5):  20 

BASE SKILLS: 

         STANDERD (Both Models) 


Education :  +4 (+6)

Engineer--Synthetic:  +4 (+6)

Electronics:  +2 (+3) 


Computer Programming:  +1 (+3) 

         MEDICAL: 


Science:  +3 (+5)

Research:  +3 (+5)

Survival:  +2 (+4) 


Paramedic:  +5  (+7) 
First Aid:  +5 (+7)

Xenobiology:  +1 (+6) 


Forensic Medicine:  0 (+3)
Criminology:  0 (+3)
Professional Doctor: 0 (+3) 

         TECHNICIAN: 


Engineer—Armor:  +4 (+6)            
Weaponsmith:  +3 (+5)
Engineer—Starship:  +3 (+6) 


Engineer—Aerospace:  +4 (+6)     
Mechanics:  +3 (+6) 
Pilot—Powerloader:  +2 (+5) 


Driving—APC:  0 (+3) 

Driving—Buggy:  (+3) 
Pilot—Dropship:  (+2) 

ABILITIES: 


Ambidexterity

Eidetic Memory

Lightening Calculator 


Time Sense

Speed Reader

Acute Touch 


CMC COMBAT SYNTHETIC 


INT:  3-5

PRE:  4-7
TECH:  3-5
REF:   6-8
DEX:  6-8      


STR:  4-6      
MOVE:  4-6      
BODY:   4-6 

HITS:  30         
KILLING DEFENSE:  5 

RECOVERY (TL5):  15 

SKILLS: 


Autofire Weapons:  +4 (+5)

Driving--APC:  +1 (+3) 
Heavy Weapons:  +2 (+4) 

            
Demotion / Disposal:  +2 (+4) 
Gunnery:  +1 (+3)

Pilot—Dropship:  +2 (+4) 

            
Athletics:  +2 (+4) 


Hand to Hand:  +2 (+4) 
Hand to Hand Evade:  +2 (+4) 

            
Firearms:  +3 (+5) 


Ranged Evade:  +2 (+4)     
Mechanics:  +2 (+4) 

            
Survival:  +1 (+3)


Tracking:  +1 (+2) 

Weaponsmith:  +1 (+3) 

            
First Aid:  +2 (+4) 

ABILITIES: 

 
Ambidexterity        

Common Sense

Eidetic Memory 


Double Jointed

Night Vision

Light Sleeper 


XL2 “JERI” MAYAKOVSKY MARK II XENOMORPH SYNTHETIC 


INT:  5

PRE:  3

TECH:  5
REF:   8

DEX:  8       


STR:  11      
MOVE:  10        
BODY:  10 

HITS:  50
KILLING DEFENSE:  22 

RECOVERY:  15 

SKILLS: 


Autofire Weapons:  +4           Engineer—Synthetic:  +4
Athletics:  +4 


Contortionists:  +3

Infiltrate Hive:  +5

Hand-to-Hand:  +4 

            
Hand-to-Hand Evade:  +3
Ranged Evade:  +2

Shadowing:  +3 

            
Xenobiology:  +3

Education :  +4

Computer Programming:  +3 

            
Science:  +3`

Research:  +1 (+3) 

Paramedic:  +1 

            
Pilot—Dropship:  +2
First Aid:  +4 

Electronics:  +2 

            
Driving—APC:  +2

Driving—Buggy:  +1
Navigation: +1 

            
Engineer—Aerospace:  +2  
Engineer—Armor:  +2            Pilot—Starship:  +2 

            
Engineer—Starship:  +2
Firearms: +3 

ABILITIES: 


Acute Smell
Acute Hearing      

Ambidexterity
Blind Reaction 


+3 Combat Sense
Direction Sense

Double Jointed
Common Sense 

            
Eidetic Memory
Lightening Calculator         
Night Vision*         Time Sense 

            
Nutra-Gel 

ARMAMENT:              
Range
WA
DC
ROF        NOTES 

Attack Tongue

1 m 
+2
6
1
Armor Piercing (halves KD) 

Teeth


1m
+1
4
1
Can also grapple 

Claws


1 m          +1
4 
1
Can also grapple 

Tail


2 m 
-3          
n/a         
1
Grapple 


“DEAN” TITANIUM ASSAULT SYNTHETIC 


INT:  1

PRE:  1


TECH:  2 
REF:   7

DEX:  7       


STR:  15      
BODY:  See Below     
MOVE:  5 

RECOVERY:  0 

SKILLS: 


Autofire Weapons:  +6
Athletics:  +2

Hand-to-Hand:  +4 


Hand-to-Hand Evade:  +4
Ranged Evade:  +2

Heavy Weapons:  +5 


Gunnery:  +4 

ABILITIES: 


Ambidexterity                        Blind Reaction        +3 Combat Sense 

Direction Sense




Night Vision

Time Sense 
Nutra-Gel (see below) 

LOCATIONS:                      
       STRUCTURE:                      ARMOR: 


MAIN BODY:

2K


1K 


ARMS (2):
        1K (50 SDP)                       0.5K (25 SDP) 


LEGS (2):                       1K (50 SDP)                       0.5K (25 SDP) 

ARMAMENT:    

WA         RANGE

DC
ROF
SHOTS
NOTES 

Plasma Rifle

0              1000        
8              30            1000 

Plasma Cannon

-2             2000                  
2k            ½             40 

Grenade Launcher        
-1            50                      
9              1              30            3 m BR 

Flamethrower                    
0
3-50                  
6/6**       3              120 

                             **6 DC is automatically done next round if it hits the first round. 


“LISTON” SECURITY MODEL SYNTHETIC 


INT:  3

PRE:  1

TECH:  7
REF:   7

DEX:  8


STR:  12

MOVE:  6
BODY:  15 

HITS:  75 (1.5K) 

KILLING DEFENSE:  30 (0.5k) 

RECOVERY:  20 


Pilot—Dropship:  +2
Driving—APC: +4

Driving—Buggy:  +3 


Navigation: +3

Autofire Weapons:  +4
Demolition / Disposal:  +7 


Weaponsmith:  +3

Heavy Weapons:  +5
Gunnery:  +3 


Smart Gunner:  +3

Tactics:  +3

Athletics:  +3 


Climbing:  +2

Firearms:  +5

Hand-to-Hand:  +5 


Hand-to-Hand Evade:  +4
Melee Weapons:  +4
Melee Evade:  +3 


Security Systems:  +7
Zero-G-Maneuvering:  +3 

ABILITIES: 


Ambidexterity
Eidetic Memory

Lightening Calculator 
Time Sense
Speed Reader

Double Jointed 
Blind Reaction

Combat Sense (+4)

Direction Sense 


Night Vision
Nutra-Gel (see below) 

ALIENS


ACIDIC BLOOD: 


Head:  1D6 - 1 meters 


Arms / Legs:  1D6 - 3 meters 


Torso:  1D6 + 1 meters 

  
Anybody caught in a 90-degree arc from the hit area must make a dodge of roll or avoid the searing effects.  The acid causes DC7 at point blank range and it reduces by one ever 2 meters to the maximum rage of the splatter.


The difficulty to dodge is 18 with –1 for every meter away from the alien.  Unless the acid is cleared up the following round, it will continue to do damage.  Every subsequent round, the target will take –1 DC damage from the initial DC until neutralized. 


Remember that ALL targets must check for spray.  This includes vehicles, weapons, and walls.   Finally, the acid blood causes so much damage, 50% of all damage taken removes armor (round down).  To Kill structures, the continues effect of the acid means that ever 50 points of acidic damage removes 1 K.  This allows even a drone to eat through the armor of an APC.  Any vehicles or structures in the splatter path are hit automatically 1D6 times. 

THE EGG 

HITS:  20 
KD:  2  

ED:  5 

WEAPONS:  Launch Facehugger—see below. 


THE FACEHUGGER 


CHARACTERISTICS: 

INT:  4

REF:  9

DEX:  9

CON:  10
STR:  10

BODY:  3 

RUN:  18         
SWIM / LEAP:  6 

HITS:  15         
KD:  1          
ED:  20 

STUN:  21         
SD:  20 

WEAPONS: 
Range
WA
DC

Tail          
1 m         
+2          
Grapple 


THE CHESTBURSTER: 


CHARACTERISTICS: 

INT:  4          
REF:  10      
DEX:  11

CON:  10
STR:  3

BODY:  5 

RUN:  24         
SWIM / LEAP:  8 

HITS:  25
KD:  5

ED: 20 

STUN:  35         
SD:  20

REC:  13 

WEAPONS: 
Range
WA
DC

Teeth           
1m         
+2          
3 


THE ADULT ALIEN (THE DRONE): 


CHARACTERISTICS: 

INT:  6

WILL:  10
REF:  10

TECH:  3
DEX:  11 

CON:  10         
STR:  10

BODY:  10         
RUN:  24         
SWIM / LEAP:  8 

HITS:  50 (1 K)*         
KD:  11            
ED:  20 

STUN:  70             

SD:   20              
REC:  20 


*A 1 K weapon will kill a drone. 

WEAPONS:             
Range:
 WA: 
DC:
SPECIAL 

Attack Tongue             
1 m          +2            6           
Armor Piercing (halves KD) 

Teeth                            
1m           +1            4           
Can also grapple 

Claws                           
1 m          +1            4           
Can also grapple 

Acid Spit                      
12 m        -2            5           
Continues burn (see above) 

Tail                                
2 m          -3
n/a         
Grapple 


ROYAL GUARD 


CHARACTERISTICS: 

INT:  8

WILL:  10
REF:  13

TECH:  6
DEX:   15 

CON:  10
STR: 13

BODY:  15
RUN:  24

SWIM / LEAP:  8 

HITS:  75 (1.5 K)

KD:  15 (0.2 K) 
ED:  20 (0.5 K) 

STUN:  105

SD:  20

REC:  25 

WEAPONS:             
Range:
WA:
DC:

SPECIAL 

Attack Tongue         
1 m         +2            
7 (0.5 K)     
Armor Piercing (halves KD) 

Teeth                        
1m          +1          
5                  
Can also grapple 

Claws                        
1 m         +1           
5                  
Can also grapple 

Acid Spit                   
12 m 
-2          
6                  
Continues burn (see above) 

Tail                            
2 m
-3            
n/a                
Grapple 

Tail Spear                 
2 m
-3            
6                   
None 


THE QUEEN: 


CHARACTERISTICS: 

INT:  13

WILL:  10
REF:  14

TECH:  8
DEX:   12 

CON:  13             
STR:  18

BODY:  30
RUN:  24

SWIM / LEAP:  8 

HITS:  150 (3 K)
KD:  30 (0.5 K)
ED:  26 (0.5 K) 

STUN:   210
SD:  26

REC:  33 

WEAPONS:             
Range: 
WA:
DC:                
SPECIAL 

Attack Tongue             
2 m        
+2
13 (1 K)      
Armor Piercing (halves KD) 

Teeth                            
1m        
+1
9 (0.5 K)     
Can also grapple 

Large Claws                 
3 m       
+1
8 (0.4 K)     
Can also grapple 

Small Claws                  
1 m         
0
6                  
Can also grapple 

Acid Spit                       
12 m
-2
9 (0.5 K)     
Continues burn (see above) 

Tail                                
2 m
-3
n/a               
Grapple 

Tail Spear                     
2 m
-3
10 (0.6 K)    
 None 

