CONSOLIDATED MEGATRAVELLER ERRATA, v2.14 (03/05/08)

INTRODUCTION

Idn a believer; | believe that MegaTraveller had the best potential of any Traveller rule set ever released.
What became the millstone around its neck were the expansive errata required to make sense of the rules.
Since | still like and use these rules, I&ve consolidated this errata from several documents:

MegaTraveller Errata, dated 4/1/1988;

MegaTraveller Errata, dated 10/1/1988;

MegaTraveller Errata and Clarifications, dated 09/01/1990

Consolidated MegaTraveller Errata, dated 04/01/1993

material printed in issues of Challenge (#36, #43), Traveller& Digest, and the MegaTraveller Journal.
enhancements to the Trade and Commerce rules in Knightfall.

rebuilt vehicle designs from Imperial Encyclopedia presented in DGP& 101 Vehicles.

In addition, I&e applied some formatting in places to make the document cleaner. If you&e got additions,
contact me at don.mckinney@gmail.com. This is a LIVING version of this documentd my intention is to continue
to add to it, making it available for other MegaTraveller players and referees.

This errata provides corrections and elaborations for the entire MegaTraveller rules line. Currently included
errata covers: PlayerséManual (0211), Referee& Manual (0212), Imperial Encyclopedia (0213), Rebellion
Sourcebook (0214), COACC (0216), Knightfall (0219), and Hard Times (0221). As | find errata for Referee®
Companion (0215), Assignment Vigilante (0223), Astrogator® Guide to Diaspora Sector (0224), and Arrival
Vengeance (0225), | will add them to this collection. | am not considering individual errata for Fighting Ships of
the Shattered Imperium (0218), as most of the designs presented in that book must be rewritten.

The three missing product numbers, Flashback (0217), On the Edge (0220), and Rebel& Tales (0222) were
never published by GDW.
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UPDATES
The latest changes to this document are always marked in blue for easy identification.
This section details updates to this document.
v2.14, 03/05/08: point defense rules cleanup, extended Merchant character skills revision.
v2.13, 12/31/07: psionic tasks cleaned up, firing at structures and breaches, formatting changes.
v2.12, 06/11/07: antimatter missiles, modular cutters for the broadsword, mostly housekeeping.
v2.11, 04/13/07: review of character generation and more cleanup.
v2.10, 03/01/07: some cleanup of existing errata from CoTI discussions.
v2.09, 02/13/07: more errata from CoTI discussions, plus additional Imperial Encyclopedia and
Rebellion Sourcebook errata.
1 v2.08, 02/02/07: added errata and addenda from CoTI discussions and TML archives, including stellar
generation and mass drivers.
1 v2.07, 01/09/07: incorporated additional CoTlI discussion errata, added UPDATES and PROBLEMS and
ADDENDA sections.
v2.06, 10/17/06: added rebuilt vehicle designs from 101 Vehicles to Imperial Encyclopedia errata.
v2.05, 09/23/06: reviewed 1990 errata sheets for missing data.
v2.04, 09/16/06: added clarifications from Referee& Gaming Kit and other research.
v2.03, 08/22/06: incorporated material from CoTI discussions and research.
v2.02, 08/12/06: added errata from Challenge #68& fMercenary Supermartoarticle.
v2.01, 08/04/06: added Trade and Commerce errata from Knightfall.
v2.00, 07/21/06: original posting of the Consolidated MegaTraveller Errata document.
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ADDENDA

This section notes additional material which addresses problems without moving away from the original rule

construction as presented in MegaTraveller.

1 Reconciling Book 8, Robots with the vehicle construction rules in the Referee® Manual presents serious
issues. David Jaques-Watson has presented a small set of changes which match the original author&
intent and allow the contact-based locomotion design rules to actually be used.

1 Added a set of rules for modifying the results during Stellar Generation to produce something more
realistic, based on changes from Mark fiGeo0GalinaséChallenge #77 article on modifying worlds for
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TNE, as well as the rules Harold Hale proposed for the star data ultimately used for Regency
Sourcebook (TNE).

PROBLEMS
There are certain issues with the MegaTraveller rules as presented for which no obvious errata exists. At
some point, it is hoped that the MT community might agree on faddendaoto cover these issues. For now, they
are |listed here as known probl emsé
Incorporate Book 8 Robot Construction in MT?
Should aircraft damage points NOT be multiplied by 10 like other vehicles?
Type X Particle Accelerator spinal mount weapon missing from tables (RM 71)
How long do the effects of Trader skill apply? (RM 54)
Prospecting buggy design missing (carried by Seeker) (IE 81)
High Velocity Guns need to expand to allow naval guns (RM 77)
Pirate characters receiving a fletter of marqueedin mustering out are supposed to receive a positive DM
for receiving a corsair? (PM 19)
Tac missiles in MT? MTJ #36& tac missiles are not th
Fusion Rocket stats in COACC/Hard Times very wrong
Existing disintegrator errata makes weapon weaker than particle accelerators
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EXPANSIONS
In addition to the errata presented here, the MT referee might find other sources useful for specific rules
questions:
Replacement body parts, prosthetics and bionics (TravellerséDigest #12, #13 and #14).
MegaTraveller Starship Design Example (TravellerséDigest #13) [steps great, example broken].
Children in MegaTraveller (TravellersdDigest #15).
Nuclear Radiation (TravellerséDigest #15).
Mental lllness (TravellerséDigest #17).
Diseases and their Treatment (TravellerséDigest #20).
Suspended Animation (TravellerséDigest #21).
Custom Ship Add-ons (MegaTraveller Journal #4).
Grapnel Guns (Challenge #38).
One Small Step, rules for pre-gravitic spaceflight (Challenge #45 and #47/Hard Times).
Special Psionics (Challenge #47).
When it& Lances, Not Lasers, pre-gunpowder combat (Challenge #49).
Wet Navy (Challenge #53, #54 and #60).
Wind & Wood, Steel & Steam, early tech design (Challenge #61).
Missing Links/Personal Weapons, slugthrowers (Challenge #64 and #66).
Advanced Lasers (Challenge #66).
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COPYRIGHT NOTICE

The Traveller game in all forms is owned by Far Future Enterprises, copyright © 19778 2008 Far Future
Enterprises. Portions of this material are copyright © 19876 1991, 2008 Digest Group Publications, and used by
permission of Roger Sanger, the copyright owner.

Traveller is a registered trademark of Far Future Enterprises. Far Future Enterprises permits web sites and
fanzines for this game, provided it contains this notice, that Far Future Enterprises is notified, and subject to a
withdrawal of permission on 90 days notice. The contents of this site are for personal, non-commercial use only.
Any use of either Far Future Enterpriseséor Digest Group Publicationsécopyrighted material or trademarks
anywhere on this web site and its files should not be viewed as a challenge to those copyrights or trademarks. In
addition, any program/articles/file on this site cannot be republished or distributed without the consent of the
author who contributed it.
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PLAYERSO6MANUAL
The following corrections should be noted for the PlayerséManual.

Page 9, right column, Universal Task Profile Format (correction): The sample task is incorrect. The
correct task should be:

To diagnose damage done to an air/raft:
Routine, Gravitics, Grav Vehicle, 15 min (uncertain).

Page 13, World Profile Code Equivalents Table (correction): There are several errors in this table.
Below is the corrected table.

WORLD PROFILE CODE EQUIVALENTS

Value Size Atmos Hydro Pop Law Code Tech Code

0 Asteroid Vacuum  Desert World Low Pop No Law Pre-Industrial
1 Small Vacuum  Dry World LowPop LowlLaw Pre-Industrial
2 Small Vacuum Dry World LowPop LowlLaw  Pre-Industrial
3 Small Vacuum Wet World LowPop Lowlaw Pre-Industrial
4 Small Thin Wet World Mod Pop Mod Law  Industrial

5 Medium Thin Wet World Mod Pop Mod Law  Industrial

6 Medium Standard Wet World Mod Pop Mod Law  Pre-Stellar

7 Medium Standard WetWorld Mod Pop Mod Law  Pre-Stellar

8 Large Dense Wet World Mod Pop High Law Pre-Stellar

9 Large Dense Wet World High Pop High Law Early Stellar

10 Large Exotic Water World High Pop Ext Law Early Stellar

11 o} Exotic 0 0 Ext Law Avg Stellar
12 o} Exotic o} o} Ext Law Avg Stellar
13 o} Exotic o} o} Ext Law Avg Stellar
14 o} Exotic o} o} Ext Law High Stellar
15 o} Exotic o} o} Ext Law High Stellar

Page 13, Homeworld Description Codes (omission): Add to the bottom of the Tech Code DMs column:
Starport X, T 2.

Pages 13 and 21, Default Skills, Rank and Service Skills (clarification): While characters generated with
the Advanced Character Generation system do not gain default rank and service skills, advanced characters do
gain the default skills for their homeworld tech codes.

Page 15, Aging (clarification): The aging rules used when a character reaches age 34 and beyond apply
during play as well as during character generation. This is hinted at on page 16 in the paragraph on disability, but
never explicitly stated in the rules. If any character has a birthday during an adventure session and reaches one
of the ages shown on an Aging Table row (page 47), that character must immediately make the indicated saving
throws to avoid losing UPP points.

Page 15, right column, Homeworld Limitations (clarification): After the sentence about Law Enforcers,
Pirates, and Rogues, add the following sentence: AN eapon skill selections for Army and Marines characters are
not restricted by the homeworld& law code.o

Page 16, right column, Aging Crisis (omission): At the end of the first paragraph, a part of the line is
missing: MA basic saving throw of 8+ applies to avoid death (subject to a DM for any attending Medical skill).o

Page 17, left column, Retirement (correction and addition): There is no Retirement Pay table; rather, the
information is given in the Retirement Pay section, in the right column on page 17.

If a character being generated wants to undergo training in psionics, he musters out into the game.

Pages 19 and 21, Mustering Out Benefit Objects, Weapons (clarification): Characters can choose any
weapon that is not greater than their character®& homeworld Tech Code, and is also within the homeworld& Law
Code. Rogues, Pirates and Law Enforcers can select weapons that are one law code lower than their
homeworld. Nobles, who are not subject to any homeworld restriction, can select any weapon.



Page 21, Mustering Out Benefits, Travellers6Aid (addition): Membership in the Society may also be
purchased. Such purchase involves avoidance of a fblackballd(throw 4+ to avoid), and (if accepted) payment
of an initiation fee of Cr1,000,000. Only one application per person is allowed.

Pages 20, 22 and 24, Mustering Out Benefits (correction): The Mustering Out Benefits table shown do
not match the text on page 17. The correct table, which matches the text, is shown below:

Notice the rank bonus rolls are mutually exclusive. In other words, a character who is rank 5 or 6 gets 3
extra rolls; he does not count as rank 1, 2, 3 or 4.

MUSTERING OUT BENEFITS

Per term of service +1
Rank 1 or 2 +1
Rank 3 or 4 +2
Rank 5 or 6 +3

Benefits Table: DM +1 if rank 5+.
Cash Table: DM +1 if Gambling-1+ or Prospecting-1+

References to a DM of +1 if retired below the Cash Table are incorrect and should be disregarded.

Page 21, Acquired Skills Tables (correction): On the Service Skills Table, die roll 1 under Scouts should
be Environ, not Grav Veh; die roll 2 should be Exploratory, not Vacc Suit. On the first Advanced Education
Table, die roll 5 should be Space Combat, not Spl Cbt. These changes allow Scouts to gain Survival, Survey
and related skills, and eliminate the oddity of Scouts receiving Battle Dress training but starving on a mission to a
low-tech world.

Page 22, Mustering Out Cash Table, Diplomat (correction): The Army Cash Table was copied here;
replace with the following:

Die Roll  Cash Table (Cr)

10,000
10,000
10,000
20,000
50,000
60,000
70,000
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Page 22, Mustering Out Tables, Noble (correction): A die roll of 1 or 2 on the benefits table should result
in High Passage; the Low Passage entry should not appear on the Noble& Benefits Table.

Page 23, Rank and Service Skills (omission): Some entries are missing from the table:

Bureaucrat Admin-1

Diplomat 1st Secy  Admin-1

Page 25, Mustering Out Benefit Objects, Weapon (clarification): Player characters can choose any
weapon that is not greater than their character®& homeworld tech code, and is also within the homeworld& law
code. Rogues, Pirates and Law Enforcers can select weapons that are one law code lower than their
homeworld. Nobles, who are not subject to homeworld legal restrictions, can select any weapon.

Page 25, Mustering Out Benefit Objects, Corsair (correction): When a pirate character receives a
Corsair as a benefit, it is wholly owned upon the first receipt of the benefitd no payments are ever made. No
matter how many times the Corsair is received as a benefit, only one ship is received. This is consistent with the
statement made on page 19, second column, under Starships.

Page 26, Character Formats, Rogue (omission): The Rogue is missing the automatic Streetwise-1 skill.

Pages 28 and 29, Skill List (addition): Add fAutoshotgun (Weapon)g fFlamethrower (Weapon)g fiGauss
Pistol (Weapon)oand fShotgun (Weapon)oto the skill list.

Page 28, middle column, Combat Rifleman skill (addition): Combat Rifleman (Includes): Accelerator
Rifle, Advanced Combat Rifle, Assault Rifle, Assault Rocket Launcher, Autorifle, Autoshotgun, Carbine, Gauss
Rifle, Rifle, Shotgun.

Page 28, middle column, Economic cascade (correction): Economic (Cascade): Admin, Broker, Legal,
Trader.



Page 28, right column, Handgun skill (addition): Handgun (Includes): Body Pistol, Gauss Pistol, Pistol,
Revolver, Snub Pistol.

Page 28, right column, Heavy Weapons skill (addition): Heavy Weapons (Includes): Autocannon,
Grenade Launcher, Flamethrower, Light Assault Gun, Machine Gun, VRF Gauss Gun.

Page 28, right column, Interpersonal cascade (addition): Interpersonal (Cascade): Admin, Interview,
Liaison, Linguistics, Recruiting, Steward.

Page 29, middle column, Rifleman skill (addition): Rifleman (Includes): Accelerator Rifle, Autorifle,
Autoshotgun, Carbine, Rifle, Shotgun.

Page 29, middle column, Space Combat cascade (correction): Space Combat (Cascade): Fleet Tactics,
Gunnery, Sensor Ops, Ship Tactics.

Page 29, middle column, Space Tech cascade (addition): Space Tech (Cascade): Communications,
Computer, Engineering, Gravitics, Naval Architect, Vacc Suit.

Page 29, right column, Special Combat (addition): Special Combat (Cascade): Battle Dress, Combat
Engineering, Combat Rifleman, Demolition, FA Gunnery, Forward Observer, Grav Belt. Heavy Weapons, High-
energy Weapons, High-G Environ, Recon, Stealth, Zero-G Environ.

Page 31, left column, Autoshotgun skill (addition): Autoshotgun (Weapon): The individual can use an
Autoshotgun as a weapon.

Page 31, left column, Battle Dress skill (clarification): Add to the end of the sentence, fand the weapons
systems normally associated with it

Page 32, left column, Combat Rifleman skill (addition): Combat Rifleman (Includes: Accelerator Rifle,
Advanced Combat Rifle, Assault Rifle, Assault Rocket Launcher, Autorifle, Carbine, Gauss Rifle, Rifle, Shotgun).

Page 34, left column, Flamethrower skill (addition): Flamethrower (Weapon): The individual can use a
flamethrower as a weapon.

Page 34, right column, Gauss Pistol skill (addition): Gauss Pistol (Weapon): The individual can use a
Gauss Pistol as a weapon.

Page 34, right column, Grenade Launcher skill (clarification and addenda): The individual can use all
forms of grenade launchers, including RAM, auto, and RAM auto grenade launchers, as well as grenades
launched from rifle-based launchers.

Page 35, left column, Gun Combat skill (clarification): Change the phrase fslug throwersoto franged
weaponsg as not all weapons in this cascade are slug throwers.

Page 35, left column, Handgun skill (addition): Handgun (Includes: Body Pistol, Gauss Pistol, Pistol,
Revolver, Snub Pistol).

Page 35, left column, Heavy Weapons skill (addition): Heavy Weapons (Includes: Autocannon, Grenade
Launcher, Flamethrower, Light Assault Gun, Machine Gun, VRF Gauss Gun).

Page 35, right column, Interpersonal cascade (addition): Interpersonal (Cascade: Admin, Interview,
Liaison, Linguistics, Recruiting, Steward).

Page 36, right column, Machine Gun skill (clarification and addenda): The individual can use a
machine gun or gatling gun.

Page 36, right column, Mass Driver skill (clarification and addenda): The individual is trained in using
mass drivers and other direct fire artillery (such as CPR guns and recoilless rifles) as battlefield weapons.

Page 36, right column, Medical skill (correction): Tasks shown are incorrect. Replace tasks with
following sentence: Use of the Medical skill is governed by the Assessing Damage rules on page 75 of the
Player& Manual.

Page 37, left column, Neural Weapons skill (correction): This should be fincludes:q not fiCascade:a

Page 38, left column, Rifleman skill (addition): Rifleman (Includes: Accelerator Rifle, Autorifle,
Autoshotgun, Carbine, Rifle, Shotgun).

Page 38, right column, Shotgun skill (addition): Shotgun (Weapon): The individual can use a shotgun.

Page 38, right column, Small Watercraft (correction): Change fDry Worldoto fDesert Worlda
Presumably, one could use small watercraft on a small body of water.

Page 38, right column, Space Combat cascade (correction): Space Combat (Cascade): Fleet Tactics,
Gunnery, Sensor Ops, Ship Tactics.

Page 39, left column, Space Tech cascade (addition): Space Tech (Cascade): Communications,
Computer, Engineering, Gravitics, Naval Architect, Vacc Suit.



Page 39, left column, Special Combat (addition): Special Combat (Cascade): Battle Dress, Combat
Engineering, Combat Rifleman, Demolition, FA Gunnery, Forward Observer, Grav Belt. Heavy Weapons, High-
energy Weapons, High-G Environ, Recon, Stealth, Zero-G Environ.

Page 44, left column, College (correction): College graduates with NOTC enter either the Navy or
Marines; college graduates with OTC can only enter the Army.

Page 45, left column, Merchant Academy (correction): Remove the phrase fand is immediately drafted
into the Army forowith fand continues witha Since a character must be in the Merchants to enter the Merchant
Academy, anyone unsuccessful simply continues with their first term as a short (three-year) term.

Page 45, Flight and Medical School (addition): The intent with character generation is that any one of
these schools represents a significant career direction, and thus they are mutually exclusive. While it is not
impossible, most people do not indulge in full-blown multiple career paths. If the player insists, the character
must succeed at the following task:

To attend both flight school and medical school:
Formidable, End+Int
Referee: The character must have at least a DM of +3 or this task automatically fails.

Page 46, Brownie Points (clarification): Brownie points are a form of abstract frole-playingoto be used
only during advanced character generation. They are not intended to be used after the character is generated.

Page 49, left column, Skills (correction): For Mercenary characters, the Combat Rifleman skill replaces
the Rifleman skill in the Gun Combat cascade.

Page 51, Special Assignments (correction): DMs should be: Enlisted, DM +1 if Endurance 7+; All, DM +1
if Education 7+.

Page 51, Service Skills, NCO Skills (correction): The DM for E9 should be +3, not +2.

Page 51, Military Occupational Specialty Table (correction): Die roll 2 under Infantry, Commando, and
Ship& Troops should be the Special Combat cascade, not Gun Combat.

Page 53, left column, Assignment Resolution, Survival (correction): Combat missions are battle, siege
and striked not police action, counterinsurgency or raid.

Page 54, Assignment Table (correction): Change die roll 3 from Shore Duty to Frozen Watch. This makes
the table consistent with the Frozen Watch paragraph under Special Rules on page 53.

Page 54, Advanced Naval Characters (omission): The Technical branch assignment resolution table was
accidentally left out:

Technical Training Shore Duty Patrol Siege Strike Battle

Survival auto 3+ 3+ 3+ 3+ 3+
Decoration none none none none 9+ 8+
Promotion (74) 8+ 9+ 8+ 7+ 7+
Skills 7+ 8+ 9+ 7 7+ 7+

Page 55, Engineering School (addition): Under the Special Assignments column, add Naval Architect to
the list of skills available at Engineering School. Naval characters can now acquire Naval Architect skKill.

Page 60, Initial Activities (correction): Change Combat Arm Selection to Department Assignment.

Page 60, left column, Initial Activities, Draft (correction): Delete the reference to the draft. In
MegaTraveller, Merchant characters never enlist via the draft. Flyers (a military career) have replaced
Merchants (a non-military career) in this regard.

Page 62, Department Assignment (omission): DM +1 if Edu 9+.



Page 63, Special Duty (omission): The information on Special Duty resolution was inadvertently omitted:

SPECIAL DUTY
Die Deck Hands Officers

Security Trng ~ Trade School
Trade Station = Command School
Helm Trng Deck School
Drive Trng Engineer School

Steward Trng  Purser School

Commission Business School

Commission Department Test

DMs: If Edu 9+, DM +1.

If rank O4+ and not in Deck department, DM +1.

~No o WNBE

SPECIAL DUTY RESOLUTION (1D)

Business School: Throw 5+ for: Admin, Computer, Legal, Liaison. Confers DM +1 on the exam (when
taken) for O6+. Transfer to Sales department.

Command School: Throw 5+ for: Admin, Leader, Legal, Ship Tactics. Transfer to Deck department.

Commission: Receive rank OO0 (rank O1 in the Free Traders) and Department Assignment (determine
specific assignment and resolve normally). Must pass an examination for promotion within 4 years or revert to
enlisted rank.

Deck School: Throw 5+ for: Communication, Computer, Gunnery. Transfer to Deck department.

Department Test: Individual may take a Department test for promotion without regard for skill requirements.

Drive Training: Throw 5+ for: Electronics, Engineering, Gravitics, Mechanical. Transfer to Engineering
department.

Engineering School: Throw 5+ for: Admin, Computer, Electronics, Engineering, Gravitics, Mechanical.
Transfer to Engineering department.

Helm Training: Throw 5+ for: Navigation, Pilot, Sensor Ops, Ship& Boat. Transfer to Deck department.

Purser School: Throw 4+ for: Admin, Computer, Liaison. Transfer to Purser& department.

Security Training: Throw 4+ for: Zero-G Environ, Vacc Suit, Brawling, Computer.

Steward Training: Throw 4+ for: Admin, Liaison, and Steward. Transfer to Purser& department.

Trade Station: Receive Trader Skill. Throw 4+ for: Broker, Liaison. Transfer to Admin department.



Page 63, Skill Tables (revision, clarification and addenda): This table as published was copied directly
from Book 78 Merchant Prince without revising it for MegaTraveller. Consideration and discussion suggest that
it be replaced with the following:

SKILL TABLES

Die Merchant Life Shipboard Life  Officer Skills Merchant Skills Master Skills
1 Brawling Gambling Brawling Interpersonal Economic
2  Physical Hand Combat  Vehicle Broker Space Tech
3 Gambling Vacc Suit Ship's Boat Trader Space
4 Trader Zero-G Env Gun Combat Liaison Exploratory
5 Mental Technical Liaison Economic Leader
6 Inborn Inborn Interpersonal Legal Vice

Die Deck Skills Engineer Skills  Purser Skills Medic Skills Admin Skills
1 Space Mechanical Interpersonal Interpersonal Admin
2 Economic Technical Medical Medical Liaison
3  Exploratory  Engineering Liaison Medical Vice
4  Legal Economic Space Combat  Science Economic
5  Ship's Boat Space Tech Steward Technical Academic
6 Leader Gravities Liaison Academic Streetwise

Free Trader

Die Sales Life Planet Life Life Service Business
1 Trader Gun Combat Physical Interpersonal Space Tech
2  Broker Streetwise Hand Combat Trader Space
3  Technical Vacc Suit Streetwise Broker Interpersonal
4  Liaison Vacc Suit Mental Economic Legal
5 Economic Gun Combat Vice Space Combat  Exploratory
6 Economic Brawling Legal Leader Economic

Merchant Life available to all characters. Shipboard Life available to all (including Free Traders) except
Sales and Admin Departments. Officer Skills available to rank O0+. Merchant Skills available to all (including
Free Traders) except Engineering Department. Master Skills open to Deck Department rank O4+.

Page 66, 75, Hits Value and Character Damage (clarification): After a combat session has finished, any
damage the character has taken to his life force is applied back to his stats. If the character enters combat again
before any healing has taken place, you will use his lower, damaged life force he had at the end of the
immediately previous combat session.

Now if some healing has taken place, youdl need to determine what his new, less-than-full life force might

be, and use it in the next combat session about to take place.

But unless your character needs to go into combat, dona& worry about figuring out his less-than-full life force.
Only if the wounded character ends up in combat before he& healed is it worth checking to see what his life
force values are before he& good as new again.

Page 66, Tactical Points Pool (addition): Some referees have reported that their players are abusing the
tactical points pool. The intent of tactical points is to simulate the effect of tactics skill being shared among the
group before and during the fight. This leads to some suggestions to avoid abusive use of the tactical points

pool:

1 The single highest tactical skill level from among the group represents the maximum possible draw from
the pool available at any one time. Thus, if the highest Tactics skill possessed by any one character in
the group is Tacticsi 3, the maximum draw at any one time is 3.

1 If the referee feels a questionable use of tactics points is occurring (such as a character with
Handguni 0 getting 8 points from the tactics pool to get a good chance of getting a hit), force the
player to roll a special communications task (using whatever is appropriate: radio, shouting, and so
on) with another character who has Tactics skill. If the task is successful, the Handguni O character
may only draw as many tactical points from the pool as the character he communicated with has as a

Tactics skill level.



However, the referee should only use this task as a last resort to keep abuses in line: the
questionable situation hastobereallyfi s t r e t beforeth rule should be used.

1 Characters do not have to contribute all their Tactics skill as points to the pool. They may hoard some
of their Tactics skill for themselves, creating their own private tactics pool. This may sometimes be
out of character, however.

Page 67, left column, Surprise (correction): In the referee® paragraph of the task for determining

sur pr i s e, angcnhishap gceursfi.dtadfi lexceptional failure occurs...a Thus, if the attacking party gets
exceptional failure on the surprise task roll, the defending party has surprise instead.

Page 67, definitions sidebar, Distance Scale (correction): The last line of the Distance Scale definition
shouldread: i T h e r #ié veeapen® dangerspacei s one square in the 15m scale. o

Page 67, left column, Surprise (correction): The task for determining if an attacking party has surprise
should have f{unskilled OK)oat the end of the task line.

Page 68, left column, Surprise (correction): The task for raising an alarm during a surprise attack should
have f{unskilled OK)o0at the end of the task line.

Page 68, left column, Interrupts (corrections and clarifications): The movement DM is always the
speed of the interrupting unit. The interrupting unit may act against anyone or anything, not just the unit
interrupted.

Remove the note in the task fiThe interrupted unit& turn is considered spent for the combat rounda Once the
interrupting unit finishes his interrupt, the interrupted unit gets to complete his turn as if nothing had happened (if
capable).

Change the line flJnintelligent animals never perform an interruptoto read: AJnintelligent animals never
perform an intelligent interrupta An animal that by nature leaps at its prey will interrupt by jumping at a man, even
though that man is fully protected by combat armor. An animal that by nature flees at loud noises will interrupt to
run away from a defenseless human who is yelling at the top of his lungs.

Page 68, Interrupt Restrictions (revision): Strike the rule that states, fa unit cannot interrupt the turn of
another on his own sidea The idea with this rule was to avoid a complicated chain of interrupts. However,
sometimes a character on your own side may do something stupid, and it makes sense to be able to interrupt to
either help him out or to try and stop him. The rule of fno more than one interrupt per sideoserves quite well to
keep interrupts in check.

Page 68, right column, Matching Vectors (revision): The last sentence of the referee® note, starting with
A f this t as kshoukl besreplacedwitstie iollowing: If this task is successful, use the difference in
speed as movement DM on the fto hitotask.

Page 68, right column, Fire Control (clarification): The table below simplifies the Movement DM rule:

MOVEMENT DM GUIDE

(% OF TARGET SPEED)
LYY %% Range Bands Y2 %% Y2 %
Cls M L VL D VD+
100 50 25 10 5 o}

Page 68, right column, Fire Control (revision): Add the following as the last sentence in the paragraph:
"Vehicle mounted weapons with point defense targeting modules suffer no penalty when firing at moving
targets.”

Page 69, left column, Fire Combat (addenda): Insert the following section after the Direct Fire section:

Point Defense Fire: Direct Fire weapons equipped with a point defense targeting module can fire at
incoming direct fire missiles, grenades, rockets, and indirect fire from mortars, howitzers, high-velocity guns,
multiple rocket launchers, and mass drivers. Incoming rounds must be visible by direct line-of-sight by the
point defense system for at least 150 meters of their trajectory in order to be targeted. When engaging direct
fire projectiles, the firing point defense system must also have line-of-sight to the vehicle or object targeted by
the projectiles.

The range at which a point defense system can engage is limited by the shorter of the weapons range or
the range at which a fire controlled weapon can engage with Routine difficulty (V. Long for TL 9-13, Dist. for
TL 14+). Apply a +1 modifier to the roll for each tech level above 9 of the firing point defense targeting module
(a TL10 module receives a +1, TL11 receives +2, etc.).



A marginal success on the task roll destroys one incoming round; if there is exceptional success (see
page 71) each level by which the task roll is exceeded destroys additional incoming rounds. The number of
rounds destroyed doubles for each additional level of exceptional success (so a +4 exceptional success will
destroy 1+2+4+8+16 = 31 rounds). The effectiveness of Point Defense fire is halved against multiple rocket
launchers, which are designed to saturate point defenses (so, in the preceding example, the 31 rounds result
would be halved to 16 when firing against MRL rounds: always round in the defenders favor).

The player firing the point defense weapon decides which incoming rounds are destroyed. Point defense
weapons ignore the ‘small target' difficulty level increase. Non-grav ground vehicles may not move if they are
to perform point defense fire.

Page 69, right column, Hand-to-Hand Combat Tasks: If the referee prefers, the two hand-to-hand
combat tasks may be combined into this single task:

To hit another unit with a hand-to-hand attack:

Routine, Off=Weapon skill, Str; Def=Weapon skill, Weapon Def (confrontation).

Referee: If the attacker is unskilled, increase the difficulty of this task by one level; if the defender is
unskilled, decrease the difficulty of this task by one level.

The defender may use his weapon (whatever weapon he currently has) for defense. Note that the defender
may later conduct a hand-to-hand attack with his weapon if he has not yet taken his turn. The defender may
attempt to preempt the attack by interrupting the attacker (NOTE: Use Dex in place of movement speed as the
DM when interrupting a hand-to-hand attack in this manner). The defender may not attempt to interrupt anyone
other than the attacker.

Failure means defender blocked or avoided the attack.

Page 70, left column, Hand-to-Hand Interrupts (clarification): A unit undergoing a hand-to-hand attack
can try to interrupt the attacker; in this case, use the interrupting unit& Dex as the DM in place of movement
speed. In effect, two units locked in hand-to-hand combat may interrupt each other, but no other units.

Page 70, Penetration and Damage (clarification): In all combat computations, drop fractions. A
penetration of 3 reduced in half becomes 1. A damage of 0.3 becomes 0.

Page 70, left column, Penetration and Attenuation (clarification): An attenuation of 2 means that
starting with short range, the penetration stays the same for two range bands (short and medium in this case).
So the halving takes place at long range, not medium range.

To better explain and simplify the attenuation rules in the PlayersdManual, the following table is provided:

PENETRATION/ATTENUATION GUIDE (%)
Yol o Yo Yo Yo Yo Yo Yo Yo Range Bands Y2 Yo Yo Yo Yo Yo Yo Yo Yo o Vo
SY
RG XO SS

Atten C/S M L VL D VD CN PL FO IP ST IS
1 100 50 25 10 0 0 0 O 0 0 0 O
2 100 100 50 50 25 25 10 O 0 0 0 O
/3 100 100 100 50 50 50 25 25 10 10 0 O
14 100 100 100 100 50 50 50 25 25 25 10 10
/5 100 100 100 100 100 50 50 50 50 25 25 10
16 100 100 100 100 100 100 50 50 50 50 25 25

Page 70, right column, Penetration (clarification): A weapon with a penetration of 0 is only effective
against unarmored characters or animals. In this case, the weapon penetration equals the target armor value
(both are 0). By default, a successful hit gives a low penetration result, so the weapon inflicts 50% damage.

If the target has an armor value of 1+, a penetration 0 weapon rarely does any damage. In this case, the
weapon gets a zero penetration result, giving just 10% damage. If a target is completely enclosed in armor, and
if the penetration is less than one-tenth of the target& flightestoarmor value, ignore exceptional success. Your hit
cannot do any damage to the target, regardless of the type of attack (hand-to-hand, direct, or indirect fire). (This
prevents a small animal attacking with just its teeth from knocking out an opponent in battle dress.)

What is perhaps not so obvious is what a weapon with a penetration value of 1 or more will do against a
target with an armor value of 0. In this case, no matter what the weapon& penetration is, it always gets a high
penetration resultd which means it inflicts 100% damage.

-10-



The table below clarifies the relationship between penetration and damage:

PENETRATION AND DAMAGE (%)

Pen 0 6 0 Levelof Successd 0 &
Pen vs. Armor* Type +0 +1 +2 +4 +8
Pen < Armor Zero ne*™* npe** 1pt™* 2pt**  4pt*
PenO Ar mor Low 25 50 100 200 400
PenO Ar mor High 50 100 200 400 800
*Pinpoint hit or target under cover, use armor +2
*ne=no effect; pt=points of hit damage, no matter what the weapon damage.
Vehicles and robots take 10% of regular weapon damage as superstructure hit.

Page 71, Damage to Vehicles and Robots (addition): All explosive rounds which penetrate a vehicle&
hull also cause crew hits to all crew members in the danger space of the explosion (at half the penetration value
of the explosive round).

Page 72, Weapon Enhancements (addition): A character who remains stationary for the combat round
and can brace against something may use the Gyrostable difficulty profile when firing his weapon.

Page 72, Fire Controlled (correction): At Tech 6, the difficulty for Long range should be Routine, not
Difficult.

Page 72, Line of Fire (addition): The target closest to the firing unit and in the line of fire is attacked first,
ignoring all friendly units. However, if exceptional failure occurs when rolling for a hit, then friendly units are
included when determining the closest target. (In other words, dond get exceptional failure or you may hit some
of your own guys who happen to be in the line of fire!)

Page 72, Vehicle Hit Value (addition): For purposes of personal combat only, multiply a vehicle hit value
by 10 before starting the combat session. For example, a ground car lists hull hits of 2/5. Its actual hit value in
personal combat is 20/50 (multiplied by 10). In a similar manner, its locomotion and power plant hits are each
10/20 (1/2 multiplied by 10). Use the unmodified values for starship combat rather than personal combat (see
the errata entry for Referee® Manual page 94, Power Plant-n).

Page 72 and 73, Danger Space, Group Hits and Autofire (clarifications and additions): The following
rules more clearly explain danger space, group hits and autofire.

As the referee, when faced with a potentially confusing combination fire attack, you will save yourself a lot of
headaches if you always determine a single primary target before you begin resolving hits. Once the single
primary target has been identified in a combination attack, it remains the primary target for the entire
combination attack. If the firing unit wants a shifting primary target, then he is conducting rapid fire instead.

Once the single primary target has been selected, resolve a combination attack by starting with automatic
fire hits. Automatic fire weapons give the firing unit additional fbonus attacksa Roll a fio hitotask on the primary
target as normal, then roll an identical fto hitdtask for each adjacent target (player& choice), up to the number of
autofire targets possible. The firing unit has considerable freedom when specifying which adjacent targetsd the
attacking unit may actually apply all of its autofire attacks to the primary target if it wants to, as long as no other
potential targets exist along the line of fire in the same range band. In any case, each autofire attack requires its
own roll.

The line of fire rule also comes into play here. A good way to use the line of fire rule with autofire is to make
the closest target in the line of fire the default primary target, with all other targets in the line of fire becoming
adjacent targets. Any leftover autofire attacks (after applying at least one hit roll to each target in the line of fire)
can be applied to laterally adjacent targets. In any event, leftover attacks should prefer the primary target for
remaining unused attacks.

This leads us to a concept of fpreferred target precedencea A preferred target should take more hits than
any other target. The preferred target precedence for autofire is:

1. Primary target;
2. Targets adjacent to the primary target and in the line of fire;
3. Targets adjacent to the primary target and not in the line of fire.

Put another way, the primary target (item 1) should never take fewer autofire hits than adjacent targets in the
line of fire (item 2), and targets in the line of fire should never take fewer autofire hits than targets not in the line
of fire (item 3). If the attacker wishes to violate this precedence, require exceptional success for each fto hitoroll
which violates it. The hit reverts to standard precedence if exceptional success is not achieved.
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Danger space represents how much the weapon fspattersoor fspraysdwhen it hits; that is, what collateral
damage the weapon does to nearby targets when it hits the primary target. These collateral hits are known as
group hits. All units in a weapon& danger space are subject to group hits. Danger space is always expressed in
meters.

To determine the danger space in squares, divide by the distance scale being used and round 0.5+ fractions
up. The result indicates the number of squares (including the primary target square) to which the danger space
extends. The danger space extends in all directions from the primary target square.

Primary
o Target
Square

ARL Danger space of 2 squares at 1.5 meter scale

Pages 72 and 73, Danger Space (omission): The danger space for flechette rounds applies only along the
line of fire and is not circular like the danger space for all other rounds.

Page 73, Pinpoint Location (suggestion): Some players have reported abuses with the pinpoint hit
location rule as written, since specifying such a shot reduces the target& armor rating by one-half. An easy fix is
to change the rule to increase the task in difficulty one level when a pinpoint location is specified, rather than
requiring exceptional success. This makes a pinpoint location shot work the same as a shot at a small target
(page 69). Increasing the difficulty for a pinpoint location hit also works nicely because if the player wants to take
great care in making the shot, he can try for a cautious attempt. Many players will feel the increase in difficulty is
not worth the lowered armor rating, which ends the abuse problem.

Page 73, right column, Indirect Fire (addenda): Insert the following paragraph at the end of the
existing section:

Weapons with point defense fire control can engage incoming indirect fire rounds targeted to land
anywhere out to the range at which the difficulty for the point defense weapon to engage them would remain
at most Routine. The procedure is the same as for point defense against direct fire (see page 69).

Page 73, Hand-Throwing Grenades (omission): Hand-throwing a grenade at a target is a special
situation, and has its own special task:

To hit a target square with a hand-thrown grenade:

[difficulty], Str, Dex, absolute: 1 combat round (fateful).

Referee: Use the direct fire thrown difficulty profile when hand-throwing a grenade at a square. If the task
fails, the grenade fails to hit its intended square, so it scatters. Contrary to normal indirect fire, a hand-thrown
grenade can scatter back into the thrower& square.

If the grenade hits an obstruction (such as a wall, closed portal, or fence), it stops and scatters no further.

The final location of the grenade is where it explodes: it explodes at the end of the thrower& turn.
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Scatter: If indirect fire fails to hit its intended target, it scatters randomly. To determine direction of scatter,
roll 1D and consult the following diagram:

The distance of the scatter depends on the mishap leveld with Forward Observer skill (or Strength plus
Dexterity in the case of hand-thrown grenades) usable as a special minus DM on the mishap table in this case:

Superficial: 1D% of the distance from the attacker to target (minimum 1 square).

Minor: 2D% of the distance from attacker to target (minimum 2 squares).

Major: 3D% of the distance from attacker to target (minimum 3 squares).

Note: Indirect fire (exception: hand-thrown grenades) can never scatter into the firing weapon® square. If it
does, roll for a different scatter direction.

Page 74, Range Table (correction): At the 150 meters per square scale, Medium=0, Long=1, Very
Long=3, and Distant=15. At the 1,500 meters per square scale, Long=0, Very Long=1, Distant=3, and Very
Distant=15.

Page 74, Personal Armor table (correction and additions): The following values should be corrected and
added on the Personal Armor Table:

Type Value
Leather Q)
Chainmail 2
Plate 3
Clamshell 8
Reflec [10]

Page 74, Hand-to-Hand Weapons table (omission): Add fFoot/Kick, Pen 1, Block 1, Damage 2a
Page 74, Large Blades table (omission): The block missing values are: Sword 3, Cutlass 2, Broadsword

Page 74, Polearms table (correction): Change damage values as: Bayonet 2, Spear 3.
Page 75, Treatment of Injured or Sick Characters (correction and clarification): The injured character
must be given initial diagnosis and treatment according to the following table:

INITIAL DIAGNOSIS AND TREATMENT

WoundlLevel Must diagnos I f noté Comments

Superficial 2D hours 2D mishap (infection) Dond reroll if not treated
Minor 1Dx10 minutes 2D mishap (trauma)* Unconscious for 3D minutes
Major 2D minutes 3D mishap (blood loss)*  Unconscious for 1D hours
Destroyed 1D minutes deat hA

*If successful initial diagnosis/treatment is not received in the required time and the character is still alive,

reroll for mishap every hour until at least initial treatment is received, or the character dies.

Alf a TL12+ medical kit is used an dthetchamcter may beikept di agno
barely alive long enough to be put in TL9+ medical facilities (or low berth) if this is done within 1D days. If the

character is in low berth, or he is in medical facilities of at least TL9, his characteristics remain at zero, and

he is vulnerable to any influence that interferes with his life support (for example, a severe jolt, depletion of

supplies, and so on). As long as the character has constant medical attention, and his life support is not

threatened, he may be sustained in this condition up to 2D months.
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