Chapter XIII: Version History

V2.7

-A multitude of psionic skills have been added, and a new skill section has been created for them.

-Added Model K Chem-Launcher.

-You are now allowed to have a Sixth Sense score above 5. Some Psionic skills require a minimum score of 6.

-Attack Reflex skill cost reduced to 1.

V2.6

-Nerfed R-15 Laser Pistol.

-Added Kill-shot rule in Combat Rules.

-Made Chapter VI a lot more useful.

-Did some more grammar clean-up.

-Turned MERC into .doc format and re-sized font again. Added columns.

V2.5

-Adjusted Rapid-Fire skill.

-Turned font back to Arial 9 pt.

V2.4

-Revamped Chapter I.

-Re-organized weapon section alphabetically.

-Added class descriptor to weapon descriptions.

-Added Explosives rule in the Combat Rules section, previously only in the Weapons section.

-Sent version history to the bottom of the document, in case you couldn’t tell. . .

V2.3

-Added the Improved Initiative skill.

-Changed Rapid Attack skill to Rapid Strike, to avoid confusion with Rapid-Fire.

-Made editing corrections and minor adjustments to rules to clarify how they can be used.

-Added e-mail link at top of document.

V2.2

-Added new chapter: Hostiles.

-Added Hacking skill.

-Added Martial Mastery skill.

V2.1 Changes:

-Nerfed Electrode Gun imbalance. Too much damage, especially when you factored in the blast radius. In return, the gun costs less.

-First Aid and Medicine skills boosted to allow slight hit point restoration to other characters.

-Made fixes and amendments to certain rules to address player questions and other issues.

V2.0 Changes:

-Added the Conarri .45 Gatling Gun.

-Added the Larret .45 Semi-Automatic Rifle.

-Added the Katana.

-Added the Tarkizi 9mm Machine Pistol.

-Added the Laramie Corp Electrode Gun.

-MK-10 Rocket Launcher modified to improve its over-all usefulness compared with the other weapons.

-VK-5 Grenade Launcher amended to allow the purchase of flash-bang ammo.

-Major design and statistic alterations made to the power sledge. It is now an exceptionally cool weapon.

-Nerfed the T-5 Combat Knife and took away the T-5 prefix. Annoying to continually type.

-Added the C-1 Detector Unit in the equipment section.

-Added Disarm Explosives skill.

-Added Melee Combat skill.

-Added Unarmed Combat skill.

-Amended the Language skill to include information on alien languages.

V1.9 Changes:

-Added M-5 Explosive Charge weapon.

-Added KL-34 Dart Launcher weapon.

-Added rules for asphyxiation in Combat Rules.

-Added section on Poison in Combat Rules.

-Added Grapple Gun in equipment section.

-Booster Pack size reduced to 3.

-Stealth skill amended.

V1.8 Changes:

-Size or cost of ammo units changed for a great deal of weapons. Some ammo sizes have been reduced to ½.

-Standard equipment rule implemented.

-Added information about hit point recovery in the description of the Constitution attribute.

-Commlink added. Sweet.

-Edited Infrared Goggles, implementing Range-Finder ability.

-Due to the complete uselessness of Chapter VI, it was changed to “Character Advancement.” In later revisions, more might be included in that chapter.

-Certain skills edited for clarity and to address player questions.

-Added some “spice” to the beginning of some of the chapters. More may show up in between skill descriptions if they get a good reception. Always helps to detract from the monotony of rule after rule.

-Edited special thanks slightly to reflect Mr. Self-Destruct’s selfless contribution.

V1.7 Changes:

-Maneuverability skill cost reduced to 2.

-Added Sniping skill.

-Added Attack Reflex skill.

V1.6 Changes:

-Rules for piercing damage changed to improve weapon balance.

-Added clear statement at start of Weapons chapter and in character sheet stating how many credits characters begin with.

-Added Forensics, a new Field skill.

-Added the Flamethrower as a weapon.

V1.5 Changes:

-Added the Larret .50 MK3 Assault Rifle.

-Added Critical Attack rules in Combat Rules. Yeah, I know, I should’ve added that a long time ago. Shame on me.

-Added rules for Weapon Failure in Combat Rules.

-Added “Never Misfires” special property for weapons, and modified several guns to have the trait.

-Added the “Frequently Misfires” special property for weapons.

-Deleted the “Multi-Ammo Attack” special property.

-Added Weapon Manufacturer section in Chapter IV.

-Fixed prerequisites for the Medicine skill.

-Amended the Hit Location rule.

V1.4 Changes:

-Radically improved the character sheet in Chapter I.

-Added the Weapon Throwing skill.

-Amended attribute descriptions to include more details on their uses.

-Clarified some skills and rules, generally in relation to melee combat.

-Added Point Blank Fire rule in Combat Rules.

-Added a character level chart at the end of Chapter VI.

-Notice: The demonstration character’s statistics in Chapter VI are laughably out of date with the current version. Never the less, the point has still been made.

V1.3 Changes:

-Added rules for carrying other characters in Combat Rules.

-Added rules for Cover in Combat Rules.

-Added rules for being lit on fire in Combat Rules.

-Added the Mobility skill.

-Fixed minor formatting problems.

-Made fixes to the clarity of certain rules in response to players’ questions.

-Unarmed Finesse’s point cost reduced to 1.

-Added the SB-7 Claw Grenade weapon.

-Added rules for Initiative in Combat Rules.

V1.2 Changes:

-Added booster pack in Equipment section.

-Added Counter-Attack skill.

-Amended Strength attribute information to include details on alterations of base movement.

-Amended the Tarkizi .45 to be compatible with a silencer and have less attacks per round. Don’t worry; it’s a lot less expensive.

-Added rules for Hit Location in Combat Rules.

-Added rules for Bleeding and Unconsciousness in Combat Rules and amended First Aid skill.

-Amended Unarmed Attacks in Combat Rules. Introduced the concept of stun damage.

-Amended rules for Attacking A Specific Point in Combat Rules.

V1.1 Changes:

-Changed weapon damage numbers to die rolls. Random damage is better than set damage, because players won’t know what to expect with random damage. Duh. Originally, I put it at set damage because I thought die rolls would bog down combat.

-Fixed incorrect rules for reloading weapons and the Quick Reload skill.

-Added rules for jumping. Amended rules for the Martial Arts skills accordingly.

-Added rules for falling and landing, which interlock nicely with jumping.

-Added the Leaping skill.

-Amended rules for charging.

-Added an introduction to Combat Rules.

-Added Special Thanks chapter.

-Notice: In Chapter VI, the number of credits spent for armor is incorrect. But I don’t care, because you get the point.

