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THE BANDIT’S PLACE IN THE
UNIVERSE

Although sentients might
want to think that crime will be overcome, the simple fact is that
crime will always be a part of every sentient species’ existence.
There will always be individuals that want to live outside of
society, and many of these will be what most sentients would call
Bandits. With that in mind, it’s important to remember that one
society’s bandit could very well be another society’s hero. Robin
Hood was certainly a Bandit, but most people now view him as a
hero, and certainly every society will have their own versions of
Robin Hood.

The Bandit class is also
one of the most varied classes in the game. Bandits can fall into a
number of different categories. They can be pirates, thieves,
assassins, or they could work for one of the corporations or
guilds, trying to help them further their own questionable goals.
In addition, under a brutal dictatorship, a Bandit might be running
guns for a resistance, or trying to do whatever they can to help
the oppressed beings.

Although there seems to be
an implication that Bandits have to be bad individuals, this is not
necessarily the case. Bandits just don't want to follow rules, and
that often gives them the label of being bad, but they don't have
to be.

 


 


 


BANDIT
SUB-CLASSES

There are eight Bandit
sub-classes listed in this supplement, but this is far from a
complete list. Game Masters and players should feel free to create
their own sub-classes, using these as a guide.

 


ASSASSIN

No
matter how civilized a society might think they are, there will always be
individuals that want to kill other individuals, and when they
decide to do this, they will often hire an Assassin. These
individuals tend to be quite evil by their very nature. They think
that killing other sentient creatures for money is a perfectly
legitimate way of making a living, and they will be more than
willing to argue the validity of their profession with
anyone.

It’s important to keep in
mind that although Assassins have no qualms with killing other
sentients, they will usually only do it for money. Assassins don’t
normally go around just killing people. They're not generally cold
blooded killers. There’s no profit in murder, after all…unless
someone’s willing to pay for it.

When an
Assassin takes on a new mission, they will usually charge 200
credits for each level they’ve attained. Thus a
5th level Assassin would charge 1,000 credits to assassinate
someone.

 


Skills: The Assassin starts out with
a slightly different skill set from the standard Bandit. At the
beginning of the game, an Assassin gets one skill point in each of
the following: stealth, disguise, bluff, hand to hand combat,
search, weapon’s skill (player’s choice.)

Starting
Equipment: The Assassin begins the game
with the weapon of their choice. This will usually be the weapon
that they choose to focus on as their death weapon of
choice.

Limitations: The Assassin is not
exactly the kind of character that most other players will want to
associate with, so it can be difficult to find other characters to
adventure with. The Assassin is also usually much more focused than
the generalized Bandit would be.

Bonuses: The Assassin gains attack
and damage bonuses with the death weapon of choice that they choose
at 1st Level. This makes them quite deadly with this weapon as they
advance.

 


ABILITIES RECEIVED AS THE
ASSASSIN ADVANCES IN LEVELS:

1st Level: The Assassin gets a +1 attack
bonus with one weapon. This is their death weapon of choice. The
Assassin continues to gain bonuses with this weapon, and only this
weapon for the duration of their career.

2nd Level: The Assassin gains an
additional skill point in stealth and disguise. This is above and
beyond the normal skill points gained for class
advancement.

3rd Level: The Assassin adds an
additional +1 attack bonus with their death weapon of
choice.

4th Level: An Assassin has a choice of
two abilities at this point. They can choose the Bandit’s
Self Stealth ability, or
they can add one skill point to each of the following: stealth,
disguise, bluff, hand to hand combat, and search.

6th Level: When an Assassin makes an
attack that is designed to be an assassination, meaning that
they’re actually getting paid to kill an enemy, and they make a
successful hit, they roll four six-sided dice. If all four dice
come up as one’s, the target is dead, no matter the target’s
level.

7th Level: The Assassin gains an
additional skill point in search and sense motive. This is above
and beyond the normal skill points gained for class
advancement.

8th Level: The Assassin adds an
additional +1 attack bonus with their death weapon of
choice.

9th Level: The Assassin has a choice of
two abilities at this point. They can either add an extra six-sided
die of health (they do not add their endurance bonus to this roll,)
or they can add one skill point to each of the following: stealth,
disguise, bluff, hand to hand combat, and search.

11th Level: When an Assassin makes an
attack that is designed to be an assassination, meaning that
they’re actually getting paid to kill an enemy, and they make a
successful hit, they roll three six-sided dice. If all three dice
come up as one’s, the target is dead, no matter the target’s
level.

12th Level: The Assassin gains an
additional skill point in decipher and hide. This is above and
beyond the normal skill points gained for class
advancement.

13th Level: The Assassin adds an
additional +1 attack bonus with their death weapon of
choice.

14th Level: The Assassin has a choice of
two abilities at this point. They can either add an extra ability
point to their common sense score, or they can add one skill point
to each of the following: stealth, disguise, bluff, hand to hand
combat, and search.

16th Level: When an Assassin makes an
attack that is designed to be an assassination, meaning that
they’re actually getting paid to kill an enemy, and they make a
successful hit, they roll two six-sided dice. If both dice come up
as one’s, the target is dead, no matter the target’s
level.

17th Level: The Assassin gains an
additional skill point in listen and spot. This is above and beyond
the normal skill points gained for class
advancement.

18th Level: The Assassin adds an
additional +1 attack bonus with their death weapon of
choice.

19th Level: The Assassin has a choice of
two abilities at this point. They can either add a +1 defense
bonus, or they can add one skill point to each of the following:
stealth, disguise, bluff, hand to hand combat, and
search.

 


BOUNTY HUNTER

The Bandit Bounty Hunter is
different than the Law Enforcer Bounty Hunter. Whereas the Law
Enforcer Bounty Hunter will usually hunt someone down for money
because they’ve broken a law, the Bandit Bounty Hunter will hunt
someone down for any reason…as long as they’re being
paid.

There are always people
wanting other people found, and the Bounty Hunter will always be
willing to undertake these missions…provided the money is right.
The Bounty Hunter will pretty much be willing to accept any mission
to find any individual. Characters may have ethical decisions that
they have to deal with, but a lot of times, the Bandit Bounty
Hunter won’t let ethics get in their way.

 


Skills: The Bounty Hunter starts out
with a slightly different skill set from the standard Bandit. At
the beginning of the game, a Bounty Hunter gets one skill point in
each of the following: decipher, gather information, hand to hand
combat, search, sense motive, weapon’s skill (player’s
choice.)

Starting
Equipment: The Bounty Hunter begins the
game with the weapon of their choice.

Limitations: The Bounty Hunter often
has to make some tough ethical decisions, and a lot of times this
means that others won’t want to associate with them. This can make
it difficult for the character to find associates, but there are a
lot of unethical characters out there…so maybe it isn’t that big of
a limitation.

Bonuses: The Bounty Hunter can
demand fairly high pay for their services. In general, since the
Bandit Bounty Hunter deals with some unscrupulous people, they can
demand 300 credits for their services for every level they’ve
attained. If they’re good negotiators, they can also usually get
some of their incidentals paid for as well. Usually, pay is split
50/50 with half of the money being given to the Bounty Hunter
before they undertake a mission, and the other half being given to
them once they’ve completed the mission.

 


ABILITIES RECEIVED AS THE
BOUNTY HUNTER ADVANCES IN LEVELS:

2nd Level: The Bounty Hunter adds an
additional skill point in both gather information and search. This
is above and beyond the normal skill points gained for class
advancement.

3rd Level: The Bounty Hunter can add +1
to their attack bonus with the weapon of their choice, or they can
add an additional skill point in each of the following: decipher,
gather information, hand to hand combat, and
search.

4th Level: The Bounty Hunter receives an
additional six-sided die to add to their health score. They do not
add their endurance bonus to this roll, however.

6th Level: The Bounty Hunter can now add
one half of their class level (rounded down) to their search, spot,
and listen skill checks.

7th Level: The Bounty Hunter adds an
additional skill point in both negotiation and spot. This is above
and beyond the normal skill points gained for class
advancement.

8th Level: At this level, the Bounty
Hunter gets a choice of adding a +1 to their defense bonus, or they
can add one skill point to each of the following: decipher, gather
information, hand to hand combat, and search.

9th Level: The Bounty Hunter receives an
additional six-sided die to add to their health score. They do not
add their endurance bonus to this roll, however.

11th Level: The Bounty Hunter can now add
one half of their class level (rounded down) to their sense motive,
stealth, and hide skill checks.

12th Level: The Bounty Hunter adds an
additional skill point in both disguise and interrogation. This is
above and beyond the normal skill points gained for class
advancement.

13th Level: At this level, the Bounty
Hunter can choose from one of three options. They can add a +1 to
their attack bonus with a weapon of choice. (This can be stacked
with the choice they made at 3rd Level, or it can be with an
entirely different weapon.) Or they can add a +1 to their defense
bonus, or they can add one skill point to each of the following:
decipher, gather information, hand to hand combat, and
search.

14th Level: The Bounty Hunter receives an
additional six-sided die to add to their health score. They do not
add their endurance bonus to this roll, however.

16th Level: The Bounty Hunter can now add
one half of their class level (rounded down) to their encryption,
negotiation, and innuendo skill checks.

17th Level: The Bounty Hunter adds an
additional skill point in both decipher and intimidate. This is
above and beyond the normal skill points gained for class
advancement.

18th Level: Again the Bounty Hunter may
choose from one of three options. They can add a +1 to their attack
bonus with a weapon of choice. (This can be stacked with the
choices made at lower level, or it can be with an entirely
different weapon.) Or they can add a +1 to their defense bonus, or
they can add one skill point to each of the following: stealth,
decipher, disguise, survival, and gather
information.

19th Level: The Bounty Hunter receives an
additional six-sided die to add to their health score. They do not
add their endurance bonus to this roll, however.

 


CELESTIAL SCOUT

The Celestial Scout
specializes in guiding sentients through under explored sections of
space. The Celestial Scout shares many qualities with the Explorer,
but they usually expect to get paid hefty sums for their
help.

The Celestial Scout is
classified as a Bandit because they often use their skills to help
themselves or others make money at the expense of someone
else.

 


Skills: The Celestial Scout starts
out with a slightly different skill set from the standard Bandit.
At the beginning of the game, a Celestial Scout gets one skill
point in each of the following: gather information, navigation,
piloting, search, sense motive, weapon’s skill (player’s
choice.)

Starting
Equipment: The Celestial Scout begins the
game with a scout ship (See the Bandit's
Equipment section of this
supplement.

Limitations: Due to the fact that
the Celestial Scout starts the game with a ship of their own, they
only roll three six-sided dice when determining their starting
money.

Bonuses: The Celestial Scout has a
lot of freedom in what missions they want to undertake. They also
can expect to get paid very well by those that hire them. A
Celestial Scout will normally charge a client 500 credits per level
they've attained.

 


ABILITIES RECEIVED AS THE
CELESTIAL SCOUT ADVANCES IN LEVELS:

2nd Level: The Celestial Scout adds an
additional skill point in both astrophysics and celestial mapping.
This is above and beyond the normal skill points gained for class
advancement.

3rd Level: At this level, the Celestial
Scout adds a +1 to their defense bonus, or they can add one skill
point in each of the following: gather information, navigation,
piloting, search, and sense motive.

4th Level: The Celestial Scout spends
much of their lives in hyperspace, as a result of that exposure,
they slowly build an immunity to the effects of hyperspace. At
4th Level, the Celestial Scout can make a second sanity check
against the effect of hyperspace, if they fail their first
attempt.

6th Level: The Celestial Scout has two
options at this level. They can take a Ship Upgrade or they add an
additional two skill points to any single skill of their
choice.

7th Level: The Celestial Scout adds an
additional skill point in computerese and micro-gravity survival.
This is above and beyond the normal skill points gained for class
advancement.

8th Level: At this level, the Celestial
Scout adds a +1 to their attack bonus, or they can add one skill
point in each of the following: gather information, navigation,
piloting, search, and sense motive.

9th Level: The Celestial Scout spends
much of their lives in hyperspace, as a result of that exposure,
they slowly build an immunity to the effects of hyperspace. At
9th Level, the Celestial Scout can make two additional sanity
checks against the effect of hyperspace, if they fail their first
attempt.

11th Level: The Celestial Scout has two
options at this level. They can take a Ship Upgrade or they add an
additional two skill points to any single skill of their
choice.

12th Level: The Celestial Scout adds an
additional skill point in survival and gather information. This is
above and beyond the normal skill points gained for class
advancement.

13th Level: At this level, the Celestial
Scout can choose from one of three options. They can add a +1 to
their attack bonus, or they can add a +1 to their defense bonus, or
they can add one skill point to each of the following: gather
information, navigation, piloting, search, and sense
motive.

14th Level: The Celestial Scout spends
much of their lives in hyperspace, as a result of that exposure,
they slowly build an immunity to the effects of hyperspace. At
14th Level, the Celestial Scout can make three additional sanity
checks against the effect of hyperspace, if they fail their first
attempt.

16th Level: The Celestial Scout has two
options at this level. They can take a Ship Upgrade or they add an
additional two skill points to any single skill of their
choice.

17th Level: The Celestial Scout gains an
additional skill point in mechanics and sense motive. This is above
and beyond the normal skill points gained for class
advancement.

18th Level: At this level, the Celestial
Scout can choose from one of three options. They can add a +1 to
their attack bonus, or they can add a +1 to their defense bonus, or
they can add one skill point to each of the following: gather
information, navigation, piloting, search, and sense
motive.

19th Level: The Celestial Scout spends
much of their lives in hyperspace, as a result of that exposure,
they slowly build an immunity to the effects of hyperspace. At
19th Level, they no longer need to make Sanity checks when
traveling through hyperspace.

 


 


 


CORPORATE
BANDIT

In many Ephemeris games,
the multi-planetary corporations will be some of the most powerful
organizations in the game, and as such, many of the events that
take place during the game will either be done while working for
the corporations, or while working against the
corporations.

Corporations certainly
don't have to play nice in the way they conduct their business, so
it's not hard to imagine that they would have their own individuals
to perpetrate crimes against other corporations or individuals.
These are the Corporate Bandits. Although most Corporate Bandits
won't be the most law-abiding citizens, it is certainly plausible
that a Corporate Bandit could follow the laws to achieve their
goals.

 


Skills: The Corporate Bandit starts
out with a slightly different skill set from the standard Bandit.
At the beginning of the game, a Corporate Bandit gets one skill
point in each of the following: diplomacy, gather information,
infiltrate (see the Bandit's Skills
section of this supplement), innuendo, sense
motive, weapon’s skill (player’s choice.)

Starting
Equipment: The Corporate Bandit begins the
game with one of the following: laser pistol, plasma pistol, or a
level one ablative shield.

Limitations: Corporate Bandits are
under the direct employ of one of the major corps. As a result,
they will be limited in the amount of freelance work they can do.
This might work well for players that like to have their adventures
dictated to them, but for the players that like to create their own
adventures as they go, this character sub-class may be a bit too
limiting. Another limitation is that a Corporate Bandit can only
keep 50% of any monies found during a mission that is sponsored by
their corporation.

Bonuses: Although the Corporate
Bandit does not get to keep as much money as a typical Bandit
might, they do receive payment in the form of one credit per day
for every level they've attained. Therefore, a fifth level
Corporate Bandit receives five credits per day, just for being
employed by the corporation.

 


ABILITIES RECEIVED AS THE
CORPORATE BANDIT ADVANCES IN LEVELS:

2nd Level: The Corporate Bandit adds an
additional skill point in both appraise and etiquette. This is
above and beyond the normal skill points gained for class
advancement.

3rd Level: At this level, the Corporate
Bandit gets a choice of adding a +1 to their attack bonus with a
weapon of choice (this can’t be changed as the Corporate Bandit
advances), or they can add one skill point to each of the
following: diplomacy, gather information, infiltrate, innuendo, and
sense motive.

4th Level: The Corporate Bandit receives
a bonus from their company. They roll five six sided dice, multiply
the total times five, and that’s the amount of credits that they
receive.

6th Level: The Corporate Bandit now adds
one half of their level (rounded down) to the following skills:
innuendo and stealth.

7th Level: The Corporate Bandit adds an
additional skill point in decipher and gather information. This is
above and beyond the normal skill points gained for class
advancement.

8th Level: At this level, the Corporate
Bandit gets a choice of adding a +1 to their defense bonus, or they
can add one skill point to each of the following: diplomacy, gather
information, infiltrate, innuendo, and sense
motive.

9th Level: The Corporate Bandit receives
a Brigandry Cruiser (see the Bandit's
Goods section of this supplement for more
information) from their employer.

11th Level: The Corporate Bandit now adds
one half of their level (rounded down) to the following skills:
listen and search.

12th Level: The Corporate Bandit adds an
additional skill point in hide and search. This is above and beyond
the normal skill points gained for class
advancement.

13th Level: At this level, the Corporate
Bandit can choose from one of three options. They can add a +1 to
their attack bonus with a weapon of choice. (This has to be stacked
with the choice they made at 3rd Level.) Or they can add a
+1 to their defense bonus, or they can add one skill point to each
of the following: diplomacy, gather information, infiltrate,
innuendo, and sense motive.

14th Level: The Corporate Bandit receives
their choice of one of the following from their employer: a
cybernetic implant worth up to 200,000 credits, a plasma assault
rifle, or a force shield.

16th Level: The Corporate Bandit now adds
one half of their level (rounded down) to the following skills:
diplomacy and etiquette.

17th Level: The Corporate Bandit gains an
additional skill point in survival and intimidate. This is above
and beyond the normal skill points gained for class
advancement.

18th Level: Again the Corporate Bandit
may choose from one of three options. They can add a +1 to their
attack bonus with a weapon of choice. (This has to be stacked with
the choice made at 3rd
Level.) Or they can add a +1 to their defense
bonus, or they can add one skill point to each of the following:
diplomacy, gather information, infiltrate, innuendo, and sense
motive.

19th Level: The Corporate Bandit is now
given partial ownership in the corporation that they are employed
with. They now start to earn 100 credits per day.

 


 


 


GUILD BANDIT

Just as corporations can
play a central role in many games, the Traders' Guilds can also be
very powerful, and like the corporations, sometimes the Guilds need
to use Bandits to accomplish their goals. Thus you have the Guild
Bandit.

The Guild Bandit is
directly employed by the Traders' Guilds, and they will often
accompany Traders on their missions into potentially hostile areas
of space. In addition, the Guild Bandit can function independent of
any Trader; simply taking on missions that will help the
Guild...usually by disrupting the trade routes of other Guilds.
Many Guild Bandits act more like pirates than anything
else.

 


Skills: The Guild Bandit starts out
with a slightly different skill set from the standard Bandit. At
the beginning of the game, a Guild Bandit gets one skill point in
each of the following: appraise, celestial mapping, gather
information, search, spot, and weapon’s skill (player’s
choice.)

Starting
Equipment: The Guild Bandit begins the
game with one of the following: flechette rifle, plasma rifle, or a
level one ablative shield.

Limitations: Guild Bandits work for
the Traders' Guilds, so they won't always have the freedom to take
on freelance missions that a typical Bandit would be able to
undertake.

Bonuses: Since the Guild Bandit is
in the direct employ of a Traders' Guild, they receive 10% off on
the purchase of all items. This discount starts from the moment the
character is created.

 


ABILITIES RECEIVED AS THE
GUILD BANDIT ADVANCES IN LEVELS:

2nd Level: The Guild Bandit adds an
additional skill point in both decipher and disguise. This is above
and beyond the normal skill points gained for class
advancement.

3rd Level: At this level, the Guild
Bandit gets a choice of adding a +1 to their attack bonus with a
weapon of choice, or they can add one skill point to each of the
following: appraise, celestial mapping, gather information, search,
and spot.

4th Level: The Guild Bandit is given an
EVA suit by the Guild they work for.

6th Level: At this level, the Guild
Bandit has the option of either adding a 1st level Guild Bandit to their
band, or they can roll an additional six sided die and add that to
their health. They do not get an endurance bonus with this
roll.

7th Level: The Guild Bandit adds an
additional skill point in negotiation and innuendo. This is above
and beyond the normal skill points gained for class
advancement.

8th Level: At this level, the Guild
Bandit gets a choice of adding a +1 to their defense bonus, or they
can add one skill point to each of the following: appraise,
celestial mapping, gather information, search, and
spot.

9th Level: The Guild Bandit receives a
one time gift from the Guild they work for. The character rolls
five six-sided dice. The total of the dice is multiplied times ten.
This is the amount of credits that the character
receives.

11th Level: At this level, the Guild
Bandit has the option of either adding a 2nd level Guild Bandit to
their band, or they can roll an additional six sided die and add
that to their health. They do not get an endurance bonus with this
roll.

12th Level: The Guild Bandit adds an
additional skill point in hide and search. This is above and beyond
the normal skill points gained for class
advancement.

13th Level: At this level, the Guild
Bandit can choose from one of three options. They can add a +1 to
their attack bonus with a weapon of choice. (This can be stacked
with the choice they made at 3rd Level or it can be with an
entirely different weapon.) Or they can add a +1 to their defense
bonus, or they can add one skill point to each of the following:
appraise, celestial mapping, gather information, search, and
spot.

14th Level: The Guild Bandit is given an
armored EVA suit by the Guild they work for.

16th Level: At this level, the Guild
Bandit has the option of either adding a 4th level Guild Bandit to
their band, or they can roll an additional six sided die and add
that to their health. They do not get an endurance bonus with this
roll.

17th Level: The Guild Bandit gains an
additional skill point in survival and intimidate. This is above
and beyond the normal skill points gained for class
advancement.

18th Level: Again the Guild Bandit may
choose from one of three options. They can add a +1 to their attack
bonus with a weapon of choice. (This can be stacked with the
choices made at lower level, or it can be with an entirely
different weapon.) Or they can add a +1 to their defense bonus, or
they can add one skill point to each of the following: appraise,
celestial mapping, gather information, search, and
spot.

19th Level: The Guild Bandit receives a
Personal Cruiser from the Guild they work for.

 


HACKER

The Hacker is a very
specialized form of Bandit. Rather than preying on individuals in
the "real" world, the Hacker preys on individuals, data, and
information in the cyber world.

The Hacker tends to stay in
one place a lot more than the typical Bandit, and as a result, they
are not always as fit as a typical Bandit would be. Instead of
rolling three six-sided dice when they advance in levels for their
health scores, the Hacker only rolls two six-sided dice, but they
make up for their weaker health with a lot of other special
abilities.

 


Skills: The Hacker starts out with a
slightly different skill set from the standard Bandit. At the
beginning of the game, a Hacker gets one skill point in each of the
following: computerese, concentration, cybernetics, decipher,
hacking, and net running.

 


 


Starting
Equipment: The Hacker begins the game with
a computer system that's loaded with the following level one
programs: anti-virus, attack program, defense program, and hacking
program.

Limitations: The Hacker doesn't have
the greatest health, and they also aren't automatically trained
with weapons like most characters are.

Bonuses: The Hacker adds one half of
their level (rounded down) to their hacking skill rolls. They also
gain a +2 bonus when making rolls against an AI's
ego.

 


ABILITIES RECEIVED AS THE
HACKER ADVANCES IN LEVELS:

2nd Level: The Hacker adds an additional
skill point in both encryption and net running. This is above and
beyond the normal skill points gained for class
advancement.

3rd Level: At this level, the Hacker
gets a choice of adding a +1 to their attack bonus in cyberspace or
they can add one skill point to each of the following: computerese,
concentration, cybernetics, decipher, hacking, and net
running.

4th Level: At this level, the Hacker
gains a +2 bonus against ICE.

6th Level: At this level, the Hacker is
able to upgrade any one program on their computer system or
AI.

7th Level: The Hacker adds an additional
skill point in sense motive and computerese. This is above and
beyond the normal skill points gained for class
advancement.

8th Level: At this level, the Hacker
gets a choice of adding a +1 to their defense bonus in cyberspace
or they can add one skill point to each of the following:
computerese, concentration, cybernetics, decipher, hacking, and net
running.

9th Level: At this level, the Hacker
gains an additional +2 bonus against ICE (making their total bonus
+4).

11th Level: At this level, the Hacker is
able to upgrade any one program on their computer system or
AI.

12th Level: The Hacker adds an additional
skill point in decipher and search. This is above and beyond the
normal skill points gained for class advancement.

13th Level: At this level, the Hacker
gets a choice of adding one of three bonuses. They can choose to
add a +1 to their attack bonus in cyberspace, or add a +1 to their
defense bonus in cyberspace, or they can add one skill point to
each of the following: computerese, concentration, cybernetics,
decipher, hacking, and net running.

14th Level: At this level, the Hacker
gains an additional +2 bonus against ICE (making their total bonus
+6).

16th Level: At this level, the Hacker is
able to upgrade any one program on their computer system or
AI.

17th Level: The Hacker gains an
additional skill point in concentration and mechanics. This is
above and beyond the normal skill points gained for class
advancement.

18th Level: At this level, the Hacker
gets a choice of adding one of three bonuses. They can choose to
add a +1 to their attack bonus in cyberspace, or add a +1 to their
defense bonus in cyberspace, or they can add one skill point to
each of the following: computerese, concentration, cybernetics,
decipher, hacking, and net running.

19th Level: At this level, the Hacker
gains an additional +2 bonus against ICE (making their total bonus
+8).

 


PIRATE

When most people think
about Bandits, their first thought is most likely of pirates. The
Pirate is an individual living outside of the law that preys upon
the ships of others, especially commercial trade
vessels.

Although Pirates will
typically work in groups, as there is safety in numbers, it's
certainly possible, although difficult, for an individual pirate to
work on their own. No matter whether they're working on their own,
or working within a group of other Pirates, the Pirate character
class is one of the most open for the player that doesn't want to
be constrained by laws, and it also makes for a great non-player
character when a game master wants to spice things up a
bit.

Pirates existed within all
cultures before space travel became possible, as a result, many
Pirates will carry a weapon that harkens back to the days of sea or
air pirates on their own homeworld. For example, many human Pirates
will carry some kind of sword, much as the buccaneers of old Earth
supposedly carried.

 


Skills: The Pirate starts out with a
slightly different skill set from the standard Bandit. At the
beginning of the game, a Pirate gets one skill point in each of the
following: celestial mapping, decipher, EVA, Hand to Hand combat,
sense motive, weapon’s skill (player’s choice.)

Starting
Equipment: The Pirate begins the game with
the weapon of their choice or a level one ablative
shield.

Limitations: Given that the Pirate
is typically involved in illegal activities, it can be very
difficult for them to find individuals that are willing to work
with them.

Bonuses: The Pirate isn't governed
by any laws, so for a player that wants to be able to play a
completely lawless character, the Pirate is perfect for
them.

 


ABILITIES RECEIVED AS THE
PIRATE ADVANCES IN LEVELS:

2nd Level: The Pirate adds an additional
skill point in both bluff and forgery. This is above and beyond the
normal skill points gained for class advancement.

3rd Level: At this level, the Pirate
gets a choice of adding a +1 to their attack bonus with a weapon of
choice or they can add one skill point to each of the following:
celestial mapping, decipher, EVA, Hand to Hand combat, and sense
motive.

4th Level: At this level, the Pirate
adds a +1 attack bonus and a +1 defense bonus when engaged in ship
to ship combat.

6th Level: At this level, the Pirate has
the option of either adding a 1st level Pirate to their band,
or they can add half of their level (rounded down) to their EVA
skill checks.

7th Level: The Pirate adds an additional
skill point in celestial mechanics and micro-gravity survival. This
is above and beyond the normal skill points gained for class
advancement.

8th Level: At this level, the Pirate
gets a choice of adding a +1 to their defense bonus with a weapon
of choice or they can add one skill point to each of the following:
celestial mapping, decipher, EVA, Hand to Hand combat, and sense
motive.

9th Level: The Pirate has learned all
kinds of combat tricks by this point in time, so when piloting a
ship that is engaged in combat, the Pirate reduces damage by two
points on every hit that their ship takes.

11th Level: At this level, the Pirate has
the option of either adding a 2nd level Pirate to their band,
or they can add half of their level (rounded down) to their micro
gravity survival skill checks.

12th Level: The Pirate adds an additional
skill point in decipher and encryption. This is above and beyond
the normal skill points gained for class
advancement.

13th Level: At this level, the Pirate can
choose from one of three options. They can add a +1 to their attack
bonus with a weapon of choice. Or they can add a +1 to their
defense bonus, or they can add one skill point to each of the
following: celestial mapping, decipher, EVA, Hand to Hand combat,
and sense motive.

14th Level: The Pirate "obtains" a
Brigandry Cruiser (see the Bandit's
Goods section later in this supplement) at
this level.

16th Level: At this level, the Pirate has
the option of either adding a 3rd level Pirate to their band,
or they can add half of their level (rounded down) to their
celestial mapping skill checks.

17th Level: The Pirate gains an
additional skill point in innuendo and search. This is above and
beyond the normal skill points gained for class
advancement.

18th Level: Again the Pirate can choose
from one of three options. They can add a +1 to their attack bonus
with a weapon of choice. Or they can add a +1 to their defense
bonus, or they can add one skill point to each of the following:
celestial mapping, decipher, EVA, Hand to Hand combat, and sense
motive.

19th Level: At this level, the Pirate is
able to upgrade the hyperspace engines and the shields on their
ship.

 


PLANETARY SCOUT

The Planetary Scout is a
character that helps to explore new planets, and will often act as
a guide on recently discovered planets. They share many of the same
qualities as the Celestial Scout, but whereas the Celestial Scout
specializes in the exploration of space, the Planetary Scout
specializes in the exploration of planets...this includes moons,
dwarf planets, and asteroids.

The Planetary Scout is
classified as a Bandit because they often use their skills to help
themselves or others make money at the expense of someone
else.

 


Skills: The Planetary Scout starts
out with a slightly different skill set from the standard Bandit.
At the beginning of the game, a Planetary Scout gets one skill
point in each of the following: gather information, hide, search,
spot, survival, and weapon’s skill (player’s
choice.)

Starting
Equipment: The Planetary Scout begins the
game with an alien environment suit and survival
gear.

Limitations: The Planetary Scout is
a great character when on a planet, but they don't often have the
training necessary for survival in space. As a result, they can
often be a burden on a party that spends a great deal of time
between planets, instead of on them.

Bonuses: The Planetary Scout has a
lot of freedom in what missions they want to undertake. They also
can expect to get paid very well by those that hire them. A
Planetary Scout will normally charge a client 500 credits per level
they've attained.

 


ABILITIES RECEIVED AS THE
PLANETARY SCOUT ADVANCES IN LEVELS:

2nd Level: The Planetary Scout adds an
additional skill point in both appraise and fitness. This is above
and beyond the normal skill points gained for class
advancement.

3rd Level: At this level, the Planetary
Scout adds a +1 to their defense bonus, or they add one skill point
in each of the following: gather information, hide, search, spot,
and survival.

4th Level: The Planetary Scout is very
good on planetary surfaces. If they're on a planet that they're
familiar with, they add half of their level (rounded down) to their
search skill checks.

6th Level: The Planetary Scout gains the
services of a 1st
level character. The exact class is determined by
the game master and the player.

7th Level: The Planetary Scout adds an
additional skill point in climb and hide. This is above and beyond
the normal skill points gained for class
advancement.

8th Level: At this level, the Planetary
Scout adds a +1 to their attack bonus, or they add one skill point
in each of the following: gather information, hide, search, spot,
and survival.

9th Level: The Planetary Scout is very
good on planetary surfaces. If they're on a planet that they're
unfamiliar with, they add half of their level (rounded down) to
their search skill checks.

11th Level: The Planetary Scout gains the
services of a 3rd
level character. The exact class is determined by
the game master and the player.

12th Level: The Planetary Scout adds an
additional skill point in listen and stealth. This is above and
beyond the normal skill points gained for class
advancement.

13th Level: At this level, the Planetary
Scout can choose from one of three options. They can add a +1 to
their attack bonus, or they can add a +1 to their defense bonus, or
they can add one skill point to each of the following: gather
information, hide, search, spot, and survival.

14th Level: The Planetary Scout is very
good on planetary surfaces. If they're on a planet that they're
familiar with, they add half of their level (rounded down) to their
survival skill checks.

16th Level: The Planetary Scout gains the
services of a 5th
level character. The exact class is determined by
the game master and the player.

17th Level: The Planetary Scout gains an
additional skill point in negotiation and sense motive. This is
above and beyond the normal skill points gained for class
advancement.

18th Level: At this level, the Planetary
Scout can choose from one of three options. They can add a +1 to
their attack bonus, or they can add a +1 to their defense bonus, or
they can add one skill point to each of the following: gather
information, hide, search, spot, and survival.

19th Level: The Planetary Scout is very
good on planetary surfaces. If they're on a planet that they're
unfamiliar with, they add half of their level (rounded down) to
their survival skill checks.

 


 


 


SPECIAL BANDIT
SKILLS

Although these three skills
are listed as Bandits’ skills, game masters can rule that they can
be used by the other classes as well.

If these skills are chosen
by a player, they’re added to the character’s skill list, and they
can add points to them as they advance just like they would the
normal skills listed in the core rulebook.

Each listing includes the
name of the skill, the attribute that is used to modify any skill
checks, and a brief description of the skill.

 


INFILTRATE-CHA

This skill allows a
character to get into secret meetings, organizations, or anywhere
else that they shouldn't be. They're able to use this skill to
disguise themselves (in appearance and mannerisms) to look like
they're supposed to fit into wherever it is that they're trying to
infiltrate. A character using the Infiltrate skill makes a check
against an opponent's spot skill check, or the game master can set
up a series of CS's that the character must pass as they're
penetrating deeper and deeper into an organization.

This skill can be used
without training.

 


THIEVERY-AGIL

This skill allows a
character to rob, burgle, or otherwise steal things that don't
actually belong to them. If the character is trying to steal
something from an individual, who can actually see the person
attempting the robbery, then the thievery check would be made
against that character's spot skill check. If the character is
attempting to try to steal something from a location, then the game
master must determine how good the defenses are of the location,
and create a proper CS based on those defenses.

This skill can be used
without training.

 


TRACK-INT

This skill allows a
character to follow individuals by looking at how those individuals
have changed the environment as they've made their way through it.
This skill can be a tricky one for game masters as there are a lot
of things that must be taken into account when creating the CS that
the character has to roll against. Wooded areas would be easier to
track in then an urban setting, as the urban setting would be much
more crowded and create more opportunities for the loss of the
trail. Other factors to consider are weather, lighting, length of
time since the trail was made, and the type of surface that the
individual has crossed. Game masters must make a lot of decisions
on this one, and in general, tracking should be difficult, but not
impossible...unless of course it would truly be an impossible
situation.

This skill can be used
without training.

 


 


 


BANDITS’ GOODS

Although these items are
listed as Bandits’ Goods, many of them can actually be used by the
other classes. These items are just designed with the Bandits’
lifestyle in mind.

As with
any goods in the Ephemeris
game, weapons, armor, and anything that is worn
will be specifically designed for a particular species. Many of
these items can’t be used by members of another species, and if
they can, those characters will suffer penalties when using the
items.

 


Cybernetics

There is only one new
cybernetic implant in this section, and although it is designed
with a Bandit character in mind, a game master can rule that other
character classes can also have the implant done.
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Gill
Implants: These implants will allow a
character to breathe in a fluid environment that contains the
elements that they would normally breathe in a gas environment. For
example, Humans would be able to breathe in water since water
contains the elements that are normally in their
atmosphere.

When Gill Implants are
implanted, a character must make a Sanity check using two six-sided
dice.

 


Weapons

This section lists weapons
that Bandits are more likely to use, although the majority of these
weapons can be used by the other classes as well.

An important note about
weapons is that many of them are species specific…meaning that the
weapons will be contoured to fit the body types of a specific
species. The game master can rule that characters using a weapon
that is not designed for their species suffer a -2 penalty on their
attack rolls.

 


[image: tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_m19cc2df3.jpg]

 


 


Ranged Weapons

This table gives the range
for each weapon. Ranged weapons have four ranges: short, medium,
long, and extremely long. If a character attempts to fire a weapon
beyond short range, they suffer a penalty to their attack roll as
follows:

Medium -3

Long -6

Extremely Long
-10

All ranges are given in
meters:
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Below are complete
listings for all of the weapons. Some of the weapons have very
special abilities or limitations that must be taken into account
during combat.

 


Concealed Knife: This is a knife
that has been woven into a glove, a boot, or some other article of
clothing. The weapon can be flipped out of the garment and used as
an ordinary knife. Opponents searching the Bandit for weapons
suffer a -2 penalty on their search skill check.

Stun
Pistol: This weapon is a type of laser
pistol, but unlike the traditional laser pistol, this weapon
doesn't actually do any damage to the victim. Instead, the weapon
has the potential to stun an opponent. If the Bandit scores a
successful hit, a damage factor of 3 is used. If the resulting
"damage" is higher than the opponent's Endurance score, the
opponent is stunned. The length of time that the opponent is
stunned is determined by the following equation: "damage" sustained
- Endurance. Whatever the answer to that equation is, is the number
of rounds that the opponent is stunned for.

 


Armor

There is only one
“Bandit-specific” type of armor listed in this supplement. Having
said this, it is certainly possible that other character classes
could use this armor as well, if the game master should decide that
this is feasible.

The table on the next page
lists the armor, along with the price, and the defense bonuses
against the various forms of attack.

Following the table is a
detailed description of the armor. Game masters and players should
keep in mind that armor is designed specifically for one species,
and can not be worn by a member of a different species.
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Displacement Cloak: This "armor"
refracts light. As a result, the character wearing the Displacement
Cloak receives a +2 defense bonus. However, if the character is
being attacked by an opponent that is not using sight in its
attack, the character does not receive any defense
bonus.

This "armor" can be worn
over other forms of armor and the character will receive bonuses
from both forms of armor.

 


General
Equipment

This section details
equipment that is generally considered Bandit-specific, but if a
game master wants, there’s no reason why other character classes
couldn’t use it.
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E-lock
picks: This is an electronic device that a
Bandit can use to try and pick electronic locks. When attempting to
use this device, a character rolls two six-sided dice. To this
number, they add their intelligence bonus and they add 5 for every
level of the E-lock picks they're using. This number is compared to
a CS that is created by the game master based on how difficult the
lock would be to open.

Poisons: Poison was first introduced
in the Diplomats' and Explorers'
Sourcebook, but it is repeated here
because it should be easy to see that many Bandits might want to
use poisons to achieve their goals.

Sometimes a Bandit must
resort to vile means in order to get what they want, and sometimes
that means using poison. These toxic substances come in many
varieties. Below are tables that list the types of poisons, the
prices, and the damage that each poison inflicts. Also included is
the number of dice that a victim must roll to avoid damage. The
character rolls the indicated number of dice, and that number must
be equal to or less than their current Endurance score. A creative
game master should feel free to add to the list.

 


 


 


Contact Poisons

These are poisons that
must actually come into contact with a target's skin.
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Airborne
Poisons

Airborne Poisons affect an
area with a 5 meter diameter. They come in all of the same
varieties as Contact Poisons and they do the same amount of damage
and the Endurance dice are the same for each type. The difference
is that the price for Airborne Poisons is triple that of Contact
Poisons.

 


Ultra Poisons

The Ultra Poisons are very
strong contact poisons. They're much more expensive, they do more
damage, and a character has a more difficult time resisting them.
With Ultra Poisons, characters take half damage even if they make
their Endurance check, so these can obviously be quite
deadly.
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Smoke
bombs: These devices are small (about the
size of a gumball) explosive devices that obscure anything within
or behind their explosion. When a smoke bomb is set off, it covers
an area of three meters by three meters by three meters. Anyone
within or behind the smoke receives a +10 to their hide checks.
Smoke bombs are set off by violent contact with a hard surface. A
truly evil game master might rule that a character carrying smoke
bombs and falling against something could set them
off.

 


 


 


Ships
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Brigandry Cruiser: The Brigandry
Cruiser is a specially designed version of the Personal Cruiser.
The ship is designed for combat more than the Personal Cruiser is,
and it has special shielding that Bandits hope will help them avoid
detection by any of the individuals that might be looking for
them.

In combat, the Brigandy
Cruiser uses two six-sided dice for attack. For defense, they use
two six-sided dice, and they add two to their total roll due to the
special stealth shielding that these ships are equipped with. With
each class upgrade, they add an additional six-sided die to both
their attack dice and their defense dice.

These ships are designed
with either Level 1 Ablative Hull or Level 1 Force Shielding. They
are also designed with Stealth Shielding that helps to hide their
specific location when engaged in combat. With each class upgrade,
the ship’s Ablative Hull of Force Shields is raised by one
level.

The Brigandy Cruiser has a
sensor range of 3 AU. For every class upgrade, the sensor range
increases by one AU.

These ships are capable of
making a 5 light year trip through hyperspace. Each class upgrade
adds an additional 2 light years to the Brigandry Cruiser's maximum
jump.

 


Scout
Ship: The Scout ship is a small ship that
will hold four individuals comfortably, but in a pinch up to eight
can be squeezed in, although they won't be comfortable. As is
obvious from the name, this ship is designed to allow characters to
scout systems and learn what they might be hiding. Bandits like to
use these ships as an advance patrol before they bring in larger,
more dangerous ships.

In combat, the Scout Ship
uses one six-sided die for attack. For defense, they use two
six-sided dice. With each class upgrade, they add an additional
six-sided die to both their attack and their defense
dice.

OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_348ac328.jpg
Type Price Damage Endurance
Dice
Capricomnus 1000 6 1
Bquanii 2000 12 T
Piscium 3000 18 1
Arietis 4000 2 2
Teuri 3000 30 2
Geminorum 6000 36 2
Cancri 7000 42 3
Teonis 8000 8 3
Virginis 9000 54 3
Tibrae 10000 60 ]
Scorpit 11000 66 [
Sagitiarii 12000 72 4






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_77934c52.jpg
Type Cost Shidds Weapons
Brigandry 250,000 Tevel 1 2 weapons of
Cruiser Ablative Hull or | choce
Force Shielding,
plus Stedth
Shielding
Scout Ship 150,000 Level 1 1 weapon of
Ablative Hull choice






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_29da5752.jpg
Equipment Price
E-ock picks 40000 evel
oisons Varies
Smoke bombs 300






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_1a0e0321.jpg
Type Price Damage Endurance
Dice
Alpha 100 2 1
Beta 200 4 T
Gamma 300 6 1
Delta 400 8 1
Epsilon 500 10 T
Zeta 600 12 1
Tt 700 it} 2
Theta 800 16 2
Tota 500 18 2
Rappa 1000 20 2
Lambda 1100 22 2
Mo 1200 24 2
o 1300 26 3
X 1400 28 3
Omicron 1500 30 3
i 1600 E7) 3
Rho 1700 3 3
Sigma 1800 36 3
Tan 1900 38 4
Tpsilon 2000 40 ]
Phi 2100 42 ]
Chi 2200 44 ]
B 2300 6 [
Omega 2400 48 4






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_2fa9946.jpg
Weapon

Stun Pistol

Short

20

Medium

40

Tong
60

Extremely
Long
80






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_3500c526.jpg
Ttem

Gill
Implants

Price

100,000

Sanity
Dice
2

Cybernetics
Scare
20

Health
Score
100






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_m458aeea0.jpg
Armor Name
Displacement Cloak

Price
5000

Defense Bonus
+2, but with limitations






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_m19cc2df3.jpg
Weapon Price Damage ‘Weapon Class
Name Factor

Concealed 50 2 Bndit/Prmifive/Hidden
Krife

Stun Pistol 500 Special Bandit/Stunning






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_1bd6f408.jpg
Type Speed Maneuverahility
Brigandry Cruiser 300,000 10
Scout Ship 300,000 11






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_med986c2.jpg
Type

Attack Dice

Defense Dice

Brigandry Crusier

Scout Ship

2

2with a+2 defense
bonus due to Stealth
Shielding

2






OEBPS/tmp_bcd5722f486a8c6bf2bfd2a3acd75eea_zxan0V_html_615cf7b6.jpg
Type Sensrs Health Tump
Capability
Brigandry 3A0 100 Sly
Cruiser
Scout Ship 10 AT 40 3ly






OEBPS/cover.jpg





