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t tion. Her interlocutor had insisted on audicmntyt c 

but it didn't matter. She knew who he was. 

male voice went on, at the same time deep 

"...and as a result the price of titaniumis@ng& 

Furthermore, I have enlisted the cooperation $f c a  

Haig, a pirate operating from a small asteroid 

ter, whose task will be to  intercept any titaniu 

guard Mountain. As a result, the shipyards inVAng 

some assistance from the Confederation. 

tion you just provided me with, we now know 

the Valiant has just been refitted after h e d a s t w  

to  go. All we need now is t o  tip the Javians abobtj  

of Captain Mortimer's asteroid and they'll leapethe 
while, CEGA will trace the titanium market man@ 

Elysee, and ..." 

Ada Friedhelm shook her head in disbelief 
weren't going to  believe a word of this. This 

piece of work. 

Running a game may seem like a daunting ta  

tams vital information that will provide eve* 

experienced Gamemasters need to  run a 

highly entertaining Jovian Chronicles camp4 

Players? What kind of stories should you r 

enemies without resorting to  insane Skill leuel 

to quickly generate NPCs? How to get d plo 

faster vehicle combats? It's all in here. 

Three-fold Gamemaster's Screen 

Easy-to-access reference tables 

How to find and keep Players 

How to handle novice Players 

Random equipment packages 

Dramatic Tactical System (DTS) 

Quick design references 
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Point blank [<3m) +I 

Short range +O 
Medium range -1 

Long range -2 

Extreme range -3 

- --__ __ - - __.. 

R O L E P L A Y I N G  G A M  

- 

E T A B L E S  

TYPICAL DIFFICULTY THRESHOLDS MOVEMENT SPEEDS MASTER SKILL LIST [CONT.] 

Attribute Complexity Page Skill 

Communications KNO Complex 7 7  

KNO Complex 7 8  Computer 

Cooking CRE Simple 7 3  

Craft [Specific] CRE Simple 7 3  

Dance AGI Simple 6 9  

KNO Complex 7 8  Demolitions 

Disguise CRE Simple 7 3  

Dodge. Drive AGI Simple 7 0  

Earth Sciences KNO Comolex 7 8  

~~ 

1 Moronic Sprinting Speed* 2 5  + 5 x [FIT + Athletics Skill] 

2 / 3  Sprinting Speed Running Speed 

Jogging Speed 1 / 2  Sprinting Speed 

Walking Speed 1/3 Sprinting Speed 

*All speeds are expressed in meters/round 

2 Rniitinn 

3 Easv 

4 Moderate 

5 Challenging 

6 Difficult 

7 Very Difficult 

8 Extremely Difficult 

1 0  Near Impossible 

12+  Prav for Divine Intervention 

FIRE AND ELECTRIC INTENSITIES 

Inten. Fire Electricity 

1 candle, lighter, or match 9-volt battery 

2 gas light, oil lamp, kindling weapon battery 

3 torch, gas range car battery 

5 campfire,flare, welding torch 11 0 volts 

7 bonfire. napalm, inc grenade 2 2 0  volts 

power lines 1 0  inferno. chemical fire 

2 0  far from nuke*. fuel-air gren power mains 

5 0  near a fuel-air explosion lightning strike 

1 0 0  near a nuke*, meltdown* dam generator 

1 0 0 0  gi-ound zero* fusion plant output 

* These do not include the concussive and radiation ef- 
fects of thpse terrifyng weapons 

FLAMMABILITY RATINGS 

Object Type Flammability 

1 propane, natural gas, hydrogen gas, methane 

3 gasoline 

4 paper, pitch, crude oil 

6 normal clothing. rugs, upholstered furniture 

dry firewood 7 

8 hair, fur 

9 fresli cut or  treated wood, most plastics, leather 

1 2  magnesium flares 

1 5  fire retarding clothing 

50-200 most 'non-flammable" objects 

SKILL IMPROVEMENT COSTS 

Electronic Design* KNO Complex 7 8  

Electronic Warfare CRE Complex 7 4  

KNO Complex 7 8  Electronics 

Etiquette INF Simple 7 6  

Exo-Pilot AGI Comolex 7 0  

ATTACKER'S MODIFIERS 

First Aid KNO Simple 7 8  

Foreign Lang [Spec I KNO Simple 7 9  

Forgery CRE Complex 7 4  

G-Handling FIT Simple 7 6  

Gambling PER Simple 81 

Groomino APP Sirriole 7 2  

Gunnery [Specific] PER Complex 81 

Haggling INF Simple 7 6  

Hand-to-Hand AGI Simple 7 0  

Heavy Weapons AGI Simple 7 0  

Human Perception PSY Complex 81 

Interrogation CRE Simole 7 4  

Intoxication 

Mildly intoxicated -1 

Moderately intoxicated -2 

Heavily intoxicated -3 

Intimidate BLD Simple 7 2  

Complex 81 Investigation PER 

Law KNO Complex 7 9  

Leadership INF Simple 7 6  

Life Sciences KND Complex 79 

Literature CRE Simole 7 4  

Lighting 

Area is poorly lit Area is barely lit -3 
Area is compl. dark 4 

Aiming 

Per round of aiming [max bonus equal to Skill lev.) +I 

Aiming a t  specific location, except head -2 

Aiming a t  head -3 

Mechanical Design* KNO Complex 7 9  

Mechanics KND Simple 7 9  

Medicine* KNO Complex 7 9  

Melee AGI Simple 7 1  

Music CRE Simple 7 4  

Naval Pilot PER Comolex 81 

Weapon Accuracy Modifier 

Varies according to weauon used 

Level Simple Complex 

1 I *  ? 

Navigation [Specific) KNO Complex 80 

Notice PER Simple 8 1  

Parachuting AGI Simple 70 

Physical Sciences KND Complex 80 

Psychology KNO Complex 80 

Securitv KNO Cornolex 8fl 

DEFENDER'S MODIFIERS 
2 4 8 

3 9 1 8  

4 1 6  32 

5 2 5  5 0  

6 3 6  7 2  

Defender M o v e m e n t  

Stationarv 1 

Walking +O 

Jogging +I 

Running or sprinting +2 
Dodging [cumulative with movement) +2 

Cover 

Seduction APP Simple 7 2  

Sleight-of-Hand AGI Simple 7 1  

Small Arms AGI Simple 7 1  

Social Sciences KNO Complex 80 

Space Pilot CRE Complex 7 4  

AGI Complex 7 1  Stealth 

Streetwise INF Simple 7 7  

Survival CRE Simole 7 5  

7 49 9 8  

8 64 1 2 8  

*All costs i-ire listed in XPs. 

~. 

Under light cover + I  

Completely hidden by light cover 

Under heavy cover +3 

+ 2  

Completely hidden by heavy cover Auto success 

MASTER SKILL LIST 

Skill Attribute Complexiy Page 

Acrobatics AGI Simple 6 9  

Aircraft Pilot AGI Complex 69 

Animal Handling CRE Simple 7 3  

Archery AGI Simple 6 9  

Athletics FIT Simple 7 5  

Bureaucracy KNO Complex 7 7  

Business KNO Complex 7 7  

Camouflage CRE Simple 7 3  

Combat Seiise PER Simple 8 0  

Swimming FIT Simple 7 6  

Tactics CRE Simple 7 5  

Teachino CRE SlTl"lP 7 5  Intoxication 

Mildly intoxicated 1 

Moderately intoxicated 2 

Heavily intoxicated -3 

Theatrics INF Simple 7 7  

Throwing AGI Simple 71  

Tinker CRE Complex 7 5  

Visual Ar t  CRE Sirnnlp 7 5  

Zero-G Combat* AGI Simple 7 2  

Zero-G Movement AGI Simple 7 2  

*These skills have a prerequisite [see p 691 
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NPCS IN A NUT SHELL 

Generic NPC +I Attr. -1 Attr Lvl 3 Skill Lvl 2 Skill Lvl 1 Skill 

Bounty Hunter BLO n/a Notice Hand-to Hand Combat Sense 

FIT Investigation Oodge 

INF Small Arms Intimidate 

Law 

Executive APP n/a Business Bureaucracy Computer 

CRE Etiquette Leadership 

INF Leadership Notice 

KNO Psychology 

Combat Sense 

Elec Warfare 
Exo-Armor Pilot AGI n/a n/a Gunnery [Exo] 

PER Communications 

Small Arms 

Marshal AGI n/a Investigation Combat Sense Dodge 

BLO Hand-to-Hand Law 

PER Streetwise 

Martian Guide CRE n/a Navigation [Land] Drive Combat Sense 

FIT Survival Notice First Aid 

KNO Phys Sc Geography Riding 

PER Small Arms 

Medic KND n/a First Aid Computer Bureaucracy 

PSY Life Sciences Combat Sense 

Medicine Etiquette 

Notice 

Mugger BLD APP n/a Notice Combat Sense 

PER CRE Intimidate Oodge 

Hand to  Hand KNO Streetwise 

PSY Melee 

Combat Sense 

FIT CRE Small Arms Dodge 

PER KNO Zero-G Movement Gambling 

- WIL Intimidate 

PC - APP n/a Investigation Combat Sense 

Pirate BLO APP n/a Hand to-Hand 

Notice Dodge 

Small Arms 

Politician CRE n/a n/a Bureaucracy Business 

INF Etiquette Leadership 

F Language Psychology 

Theatrics 

Smuggler AGI APP n/a Camouflage Dodge 

CRE PSY Combat Sense Drive 

PER Stealth Forgery 
Small Arms 

Trader INF n/a Business Navigation (Space) Drive 

KNO Etiquette Intimidate 

PER Gambling Notice 
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