Fading Suns Revised Game Master Screen

Skills Spirit Chart Order of Combat Initiative
Analytical Ttem Lore Situation Goal Modificr| |1. Determine Surprise Dexterity + Wits (= Mod) + df
Burcacracy Jumpweb Lore Reputation Threatened +1 2. Determine Stances - reset Defense
Investigation Flancrary Lore Friends Threatened +1 8. Roll Initiative
Obscrve System Lore ™ Money Involved +1 4. Resolve Actions in order of Initsative; high-to-low
Physick Xeno Lore In Combat +1 5. Any Characters that did not roll Initiative roll now; return to 2.
Warfare Malcfaction Suffering bigotry {class or race based) +2
(_:omba.t L_ockpicking Freedom Ebrc::cncd _ +2 Movement Vict Cl
Artifact Melee Sleight of Hand H_ousc. C u.t’c _ League matter of importance +2 Action Goal Decfensc = = Accomph p—
Archery Snecak Rival / Foe within presence +2 Move - - 1 0 Mool
- - . N - Margin
Ar'l:l.l.lcr}r Strectwizse Lots c_»f mon?y. 10w ctl\ ed _ 2 Split Move 9 _ B 7
Demolitions Torture Ideal 1s publicy belittled or insulted +3 R n 9 5
B I un - - 45 2 Mediocre
Energy Guns Physical Livelihood threatened +3 Charec 49 9 o B
Fiz Athleti Lifc'’s work thr d +8 :
ight ctics : c's wor catene Kneel / Stand 2 ~ 59 4 Satisfactons
Gunnery Self Control Life threatened +5 Pecr Specics Move Tl E -
Melee Survival Focus of your Faith threatened +5 H 5 g
~ uman 12-13 6 Excellent
Slug Guns Vigor Lover threatened +& Ur-Obun / Ur- Ukar 6 Tl =
Throwing Scicnces Crisis of Faith (Overcome) +5 Vorox 50677 = -
. i oroR ! 16-17 8 Brilliant
Control Applied Sciences * Bt 3 1510 g
Asrcraft Life Sciences * Goal Bonuses and Penalties Shantor 5 ?_C . Fail *
ail
B aft Social Sci * i .
caster; : C_mccs Modifier Task Oro'ym 5 91-99 10 51
Landeraft Physical Sciences * +9 MNatural Etve 5 93.94 11 9
Spaceccraft * Terraforming * +4 Easy ]—Ii.roncm 6 9596 12 +5
Watcreraft Social +6 Picce of Cake Ascorbites 6 97.95 13 +4
Ride Empathy +8 Child’s Play 25@ o 14 s
Crearive Engutte +10 Efforless .
Arts Influence 2 Hard Stances For bigher rolls, 1d‘.1b1_ ; G:;;ml
Craft Enavery -4 Demanding Type Defense Goal possible Lon e
Gaming Leadership 6 Tough Aggresive -2 +4
Performance Technical 8 Severe Neutral (Default) No changes
Lore Spacecraft Operations * -10 TElorarilem Defensive +2 -4
Beast Lore Tech Redemption * Full Defense +4 Oanly move
Faction Lore Think Machine * Fighting Style ~ Depends on fighting style
* indicates Guild-only skill; = 5 =
italicized skills are starting skills Value Coin Basic Fight Action
® 1 Farchird {\x:um Roll Goal Dan—m.gc
D o5 Fircbird - Wing Strike Dex + Fight / Melee - 2 or Weapon
Sustained Action (™ 0,25 Firchird - Crest Ezzle Dex + Fight - =
O 0,125 Tal H c ) Enockdown Dex + Fight - 0
Task VP X on - House Currency - i - -
- Dhisarm Dex + Fight / Melee -4 2 or Weapon
ple = Knock Out Dex + Fight /| Melee -4 2 or Weapon
Esz.: Climbing a tree
Complex 10 Heat, Fire and Plasma Damage Basic Firearm Action
Ez.: Rescarching a noble's weakness Effcct Dicc DMG per Action Roll Goal Damasge Notes
Involved 15 S Turn Shoot Dex + Shoot / Archery - - Fires weapon | bow
Eg.: Climbing a sheer cliff Canele Throw Diex + Throw - - Throw a weapon | granade
_ (_)bstiu.rc Torch 3 Reload - - - Reloads Weapon
Eg.: Deciphering Vautech Bonfire 46 Aim - - - + Goal Number/turn, max three turns
- A—rca.nc 25 Chemical Fire 5 Short Burst Dex + Shoot +2 +3
Eg.: Repairing Vautech Rasing Inferno 710 Long Burst Dex + Shoot -2 =Hi) Treat target's Defensze as 2 or lower
Empty Clip Dex + Shoot -4 +7 Treat target's Defense as 8 or lower
Supressing Fire Dex + Shoot - - Cover area = up to shoot skill in meters
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Armor
Armor TL Prot St Dcx End Imit Cost
Padded Clothing [e] 0 1 o 0 0 -1 2
Heavy Cloting [c] 0 2 0 0 0 -2 4
Polymer Knite [e] 4 3 v] 0 0 -2 200
Synthsilk [c] & 4 0 0 0 0 300
Leather Jerkin [eA] 1 4 0 0 0 -1 5)
- Studded (metal) [cAl 1 5 0 -1 0 -2 3
- Studded (plastic) [cAl 5 5 0 0 0 -1 15
- Studded (plastecl) [cAl & 5 0 0 0 0 80
Half Plate {mectal) [cB] 2 4 0 -1 0 -3 a0
- Plastic [c¢B] & 6 0 0 0 -2 60
- Plasteel [cB] 5 4 0 0 0 -1 100
Scale Mail (metal) [¢B] 1 7 0 -1 -1 -2 20
- Plastic [cAl 5 7 0 -1 -1 0 50
- Plasteel [cAl & 7 0 -1 0 0 30
Stiffsynth [eA] 6 7 0 -1 0 0 500
- Smartsynth [eA] 7 & 0 0 0 0 600
Chain Mail {metal) [cA] 2 3 0 -1 -2 -2 50
- Plastic [cAl & 3 0 -1 0 -1 30
- Plasteel [cAl 5} 3 0 -1 0 0 100
Spacesuit (space/1G) [c¢B] & 8 0/-2 0/-2 0/-2 -2 100
- Antiguarian Spacesuit [c¢B] 4 1 -2/-5 -8/-3 -2/-5 -6 50
- Armored Spacecsuit [¢B] E 3 0/-2 -1/-8 0/-2 -4 400
- Marauder Spacesuit [B] 6 9 /-2 -1/-8 0/-2 -2 1.000
Plate Mail Suit {metal) [¢B] 2 10 -1 -2 -2 -4 70
- Plastic [¢B] 5 10 0 -1 -1 -3 100
- Plasteel [cB] & 10 0 -1 -1 -2 1350
Ceramsteel Exoframe [eB] i 14 v 0 0 v 2.000
- Adept Robes [cB] 6 14 +2 +1 0 0 10.000 +
- Unpowered 6 14 -5 -5 -5 -5 -
Frictionless Gel [cA] 7 +6 0 -2 0 0 500
PSI Cloak 8 10 hits 0 0 0 0 3.000
{mectal) -1 Protection v= encroy weapons
[e] Can be worn with Standard and Dueling shields; [cA] Can be worn with Assault
energy shields; [eB] Can be worn with Battle ebergy shiclds
Energy Shield
Encrgy Shicld TL Impact/ Force IHhhis Cost
Standard Shield 7 5/10 10 00
Ducling Shicld 7 5/10 15 700+
Assault Shield 7 5 /15 20 3.000
Battle Shicld 7 5 /20 80 5.000
Bows
Weapon TL Goal DMG STR RNG Shots Rate Size Cost
Self Bow 0 0 2 2 15/25 Quiver 3 M 3
Tarzget Bow 2 0 8 3 30/40 Quiver 2 M 7
Hunting Bow 1 0 4 4 20/80  Quiver 3 M )
War Bow 1 0 6 6 40/60 Quiver 2 1L, 10
Light Futhanga Bow 0 0 3 5/8 40/60  Quiver 1/2 L 20
Heavy Futhange Bow 0 ] 10 7/10 40/65 Quiver 1/2 1L, 30
- Compound Bow Upgrade 4 +1 Same -2 Same  Same 1 Same +30

Slug Guns
‘Wecapon TL Goal DMG STR RBNG Shots Ratce Siec Cost
Deringer {.52) 3 -1 3 1 5/10 4 2 X5 a0
Light Revovler (.82) 8 "] 4 = 10/20 6 8 S 100
Light Autofeed (.32) 4 0 4 2 10/20 13 3 5 150
Med. Revolver (.40) 8 o 3 3 20/30 6 8 S 200
Med. Autofeed (.40) 4 0 5 3 20,30 10 3 5 250
Hvy. Revolver (.47) 8 o 6 4 30/40 6 2 M 250
Hvy. Autofeed (.47) 4 0 6 4 30/40 8 2 M 300
Manfeed Rafle (.40) 8 o 6 m 40/120 8 2 XL 200
Basic Hunting Rifle {.40) 3 0 6 2 40/110 G 2 XL 150
Sniper Rifle (18mm) 8 o 8 4 a0/150 3 2 XL 700
Automatic Rifle (10mm) 4 0 7 3 40/125 30 3 (A) XL 500
Cascless Rifle (5mm) 5 1] 6 1 40/125 43 2(A) i, 300
SMG (.40) 4 0 5 1 30/40 20 3 (A) L 850
Shotgun (10g.) 38 +1/0/-1  8/471 4 10/20/x 7 2 L 300
Twin Barrel (10g.) 3 +1/0/-1  8/41 4 10/20/= 2 2 L 200
- Solid Slug (.47) - v] Fi 8 80/80 - - - -
Firclock Pistol 2 -1 3 2 5/10 1 1 M 40
Firclock Rifle 2 o 38 1 20/60 1 1 L 100
* all weapons using TL 4+ bullets zain Weapon Property (Hard)
Energy Guns
Weapon TL Goal DMG STR BNG Shots Rate Sizc  Cost
Martech Midget Palm Laser G O 8* Y 510 7 2 X5 200
- Ring Laser - - - - - 1 1 - +400
Martech Gold (Pistol) G +1 a5* a 10/20 15 2 5 300
Martech Amber (Pistol) 6 +1 4* "] 10/20 21 = 5 300
Banner Cabal Graser Pistol 7 +1 3 0 13/25 3 3 5 900
Martech Indigo (Rifle) 6 +1 Fis "] B30/80 23 = XL 00
Martech Safire (Sniper) 6 +1 i 0 60/160 10 1 XL GO0
Banner Cabal Xaser Rifle 7 +1 3 "] B30/40 15 = XL 1000
Banner Cabal Graser Rifle 7 +1 6 0 35/45 3 2 XL 1.200
SOE Alembic 7 o 7 8 10/20 10 1 5 700
Lank Eruptor 7 0 7 3 10/20 9 1 {A™) M 200
SOE Crucible 7 o 9 8 20/30 15 1 XL 1000
Nitob: Blaster Axe 7 -1 o= 3 20/30 15 1 XL 3.000
SOE Volcano 7 +20/-1 975 4 10/20/x 8 1 L 1200
Lank Incinerator 7 +2/0/-1 975 4 10/20/x 3 1 {A™) L 1.400
A* - Critical Failure when using autofire causes explosion and self-injury
* -2 DMG when firing thtough thick fog, smoke, or other light-scaterring atmosphere
Assault Laser
‘Weapon TL Goal DMG STR ENG Shots Rate Size Cost
Martech Red 6 +1 8* 0 20/60 20 2 XL 700
Carsten Blacklight 6 V] 8* V] 20/60 20 m XL 700
- Eternal Micro-gencrator 6 - - - - oo - - +50
* -2 DMG when firing throush thick fog, smoke, or other lisht-scaterring atmosphere
Enersy Support Weapons
‘Weapon TL Goal DMG STR RENG Shots Rate Sizc Cost
Gatling Laser 6 +1 7 0 30/80 115 2= XL 2.500
Blaster Cannon 7 "] 15 Fi 30/100 20 1 XXL 5.000 (19
* -2 DMG when firing through thick fog, smoke, or other light-scaterring atmosphere
** The shooter may choosze to fire between one and twice barrels at once (up to twice per turn)
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Crossbows
Wecapon TL Goal DMG STR RNG Shots Ratc Sizc Cost
Wrist Crossbow 2 v} 1 1 /5 Quiver 1 i) 13
Hand Crossbow 2 Q 2 2 510 Quiver 1 5 7
Light Crossbow 2 0 4 4 1020 Quiver 1 35 G
Medium Crossbow 2 V] 6 6 20080 Quuver 1 M 10
Heavy Crossbow 2 0 3 8 30/40  Quiver 1 L 15
Melee
Wecapon TL Goal DMG STR ERNG Sizc Cost

Cestus 1 0 +2 1 Melee X5 1

Hollow Kmifc 4 ] 3 1 Meclec M a0

Enife 0 0 3 1 Melee S5 2

Main Gauche 2 V] 3 2 Melee M 5

Trench Knife 3 0 3/ +1 1 Melee M G

Suresnake Whip 7 0/+3 3 4 Melee XL 100

Whip 1 -1 3 4 Melee XL 5

Club 1] /] 4 2 Melee 1L, 0,5

Dagzer 1 0 4 2 Melee M 4

Flail 1 /] 4 4 Melee 1L, 4

Staff 0 0 4 3 Melee XL 0,5

Mace 1 /] 5 8 Melee 1L, 10

BRapier 2 0 5 3 Melee L 20

Spear 1] /] 5 8 Melee XL 2

Splinter Sword 5 0 5 3 Melee L +50

Arbat’a (Crystal Sword) 2 /] 6 8 Melee 1L, 1.000 +

Curved Sword 2 0 6 3 Melee L 20

Glankesh (Vorox Sword) 2 1] 6 4 Melee 1L 15

Kurgan Side Sword 4 0 i 2 Melee L 45

- Leg Sheath (kick attack) - - +3 1 - 5 -

Saber 3 0 6 4 Melee L 20

War Sword 1 /] 6 4 Melee 1L, 20

Asie 1 0 7 5 Melee L 5

Kossack Chainsword L] -1 7 L] Melee L 150

- Inactive mode - G 4 4 - - -

Pick 1 1 7 6 Meclee 1L, 5

Two-Handed Axe 1 0 3 6 Melee XL a0

Two-Handed Sword 1 ] 8 6 Melee L 20

Garrotc 0 -1 Stranglc 1 Meclee X5 5

Frap Stick 4 /] 2/6 5 Meclec 1L, 15

Body Shicld 0-2 0 3 4 Melee L 15

- Plastic Body Shield 4 +1 - - - - 20

- Razor-cdged 2 - +2 - - - +15

- Bullet-proofing 4 - - - - - x2

- Laser-proofing 6 - - - - - X3

- Blaster-proofing 7 - - - - - X

Buckler 1 0 2 2 Melee M 7

- Plastic Buckler 4 +1 - 1 - 12

- Razor-cdged 2 - +2 - - - +10

Artifact Melee
Wecapon TL Goal DMG STR ENG  Sizc Caost
Wircblade 3 0 3 2 Melee L 10.000 +
Flux Sword 5 +1 7 3 Melee L 15.000 +
Mist Sword 8 +1 7 8 Mcee L 30.000+
Thrown Weapons
‘Weapon TL Goal DMG STR EBNG Shots Rate Size Cost
Dart fletched 1 +1 1 1 5/10  Handful 2 X5 2
- Unfletched - 1] - - B/ - - - -
Star 1 -1 1 1 5/10  Handful 2 X5 2
Throwing Axc 1 1] 4 38 5/10  Handful 2 M &
Throwing Knife 1 0 3 2 5/10  Handful 2 3 3
[Javelin 01 0 84 38 10/20 Handful 2 L 2
Rock 0 0 1/2/4 1/2/8 510 Handful 2 K5/5M -
Large Rock 0 B 63 45 g5 1 1 LxL -
Granade Launchers
Weapon TL Goal DMG STR EBNG Shots Rate Size Cost
Dreskel Bombadier 4 -2 Granade 2 15/25 7 1 XL 500
Hawkwood Lion Roar 4 -1  Granade 2 15/25 4 1 M 500
Granades and Explosives
‘Weapon TL Goal DMG STR RNG Shots Ratc Sizc Cost
Anti-Personel Mine Granade 0 +50 % 1 Melec - - Granade =2
Anti-Vehicle Mine  Granade 1] =3 1 Melec - - Granade =6
Blast Pellet 6 0 3/6 (8 m) 1 10/20 Handful 2 5 20/30
Concussion Granade 4 0 KO 1 10/20 Handful 2 5 50
Demeolition Rag 4 0 0-100 1 Melee - - XL 200
Frag Granades 4 ] 12 {5 m) 1 10/20 Handful 2 S 50
Pipc Bombs 3+ 0 1+TL{lm) 1 10/20 Handful 2 5 TL x 10
- Dynamite Stuck - - %2 (2 m) - - - - x2
Plazma Granade 6 0 18 {6 m) 1 10/20 Handful 2 5 100
Flazh-Bang Granade 4 4] * (4 m) 1 10/20 Handful 2 S a0
Wire Granade 3 0 12 1 10/20 Handful 2 5 30
* No wound. The victim suffers -8 goal penalty to all actions; can try to shake it off with Will + Self-Control cach turn.

Heavy Weapons
Machine Guns

Weapon TL Goal DMG STR RNG Shots Ratc Sizc Cost
Light Machine Gun {10mm) 4 0 7 2 50/150 == 31{A) XL 750
Furystorm Chaingun (20mm) 4 0 11 8 75/200 oo (A) * XXL 1500
* The Furystorm Chaingun has no single-shot setting; it can only perform automatic fire.

Anti-Armor Guns
Deamasine Terrakin (Borer) a 0 10 7 60/175 1 1 XL 1.000 (8)
Bosark Cannoncer (Borer) & +1 10 7 75/200 1 1 XL 2.000 (3)
Rocketeers

Gobo Lobber Jet Pistol 4 (6) -2 6 {1 m) 2 10/20 2 1 M 300 (30)
Gobo Garbage Chucker 4 (6) -2 6 (2 m) 2 10/20 3 1 XL 500 {(30)
Muster Nightstorm 4 -2 9 {3 m) 2 20/30 a 1 XL 300 (23)
Model Hazat R-25 (HEAT) 4 (] 18 (3 m) 4 75/200 1 1 XL 300 (90)
- Panzer Breaker Shell (KE) - - 13 - - - - - 30
Dreskel Bazooka 4 0 18 (3 m) 5 65/175 1 1 XL 750 (90)
- Panzer Breaker Shell (KE) - - 13 - - - - - 30
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