
































de clan down. Camelot’s defenses were simply too strong. The
decision was made to bomb the tar out of the asteroid and then
follow it up with a full-out attack. And so it was done.

When the clans landed on Camelot, they found that the roof of
the main building, which had resembled nothing more than a
medieval castle carved out of the asteroid's solid rock, had collap-
sed, killing most of the people within. This included Nigel
Kingsfield and his five adult children. Leaderless, the Kingsfield

people fought on, but having no way to coordinate with each
other, they soon fell before the fury of their enemy clans.

In the Sad Struggle’s aftermath, Imperial investigators sear-
ched the rubble of Camelot for some sign of Nigel Kingsfield's
body. No trace of his remains could be found, nor of any of his
children, not even of their armor. Although this was unusual,
the investigators chalked it off to the Kingsfields having been
buried in a section of the crumbled castle that they had yet to
excavate. Despite further searching, however, the bodies were
never found.

This led credence to the theory that the Kingsfields had
been involved with some aspect of Dark Symmetry, whether via
one of the Dark Apostles or directly through the Dark Soul.
Some of the Bartholomews of that era hinted at that being the
reason that they had finally broken with the renegades, but no
one ever explicitly stated that as the reason. It's possible, howe-
ver, that the Bartholomews, who were in the middle of assu-
ming power over Imperial themselves, were reluctant to associ-
ate themselves with anyone tainted by the Great Darkness.

In the end, the truth of the matter was never entirely revea-
led. Camelot is deserted now, its structure severely compromi-
sed. Rumor has it that pirates occasionally use it as a base of
operations, but no one has ever tried very hard to confirm this.
Legend also states that passing ships have seen men and
women in ancient Imperial armor walking along the battered
battlements of Camelot, but no one has ever been able to cap-
ture these figures on film.

THE GREAT RESENTMENT

The ramifications of the Sad Struggle were felt long after it came to
its fiery end. Although Clan Bartholomew emerged from the flames
by far the most powerful of the remaining clans, it had made many
enemies by siding initially with the Kingsfields during the Sad
Struggle. Amongst these were the next two most potent clans: the
up-and-coming MacGuires and the former ruling clan, the
Murdochs.

At first, the clans banded together to concentrate on rebuilding
their former empire. Imperial wounded itself badly during the
years of its civil war. It had lost a great deal of its market to the
other megacorporations, particularly Capitol, which had eagerly
subsumed any and all of Imperial's Martian holdings that it could
get its hands on.

In fact, most of the properties that Imperial had acquired and
held through armed conquest were returned to their original
owners during the days of the Sad Struggle. The craftier clans sold
these holdings back when the war began and they realized that
they could not both maintain so many exterior pieces and still hope
to stand tall in that time of war, Other greedier clans tried to keep
all of their hard-won properties within their grasp until they were
forcibly stripped from their hands while the bulk of their attention
was diverted elsewhere.

Although the loss of life had been great during the Sad Struggle,
the economic disempowerment was nearly as devastating to many
of the clans, if not actually more so. United only by the need to sur-
vive in the harshly competitive megacorporate world, the clans ban-
ded together strongly behind the one clan that had played both
sides in the struggle correctly long enough to ensure its rise to
power: Clan Bartholomew. Jasper Bartholomew, patriarch of his
clan, was installed as Serenity, and under his leadership, Imperial
began their walk back up the long, slow road to economic stability.

While the megacorporation healed itself, all political bets were
off. It was a wild time to be a part of Imperial. Subterfuge was the
name of the game as families and individuals jockeyed for positions
of power that would last down through the centuries, all the while
aware that any misstep that brought additional shame upon the
clans’ collective head would be dealt with most harshly. Several
clans were suspended during the restructuring for crimes against
their fellow clans. Others were outright relieved of their members-
hip, although incidents incurring this punishment were definitely
few and far between.

For the most part, the clans fell in behind the Bartholomews, who
had—at least for the time being—won the grudging support of the
MacGuires and Murdochs. This was a time in which the individual
members that made up Imperial needed to provide outsiders with
at least an image of a united front. Not since the founding of the
corporation had Imperial had such a binding singularity of purpo-
se, and the Bartholomews made the most of it while they could.

This is not to say, however, that after the war was over the
clans who had been fighting months before instantly gave to trus-
ting each other fully with their lives and economic might. Nothing
could be further from the truth. Distrust was even more rampant
and pervasive now than it had been at any time during the height
of the Sad Struggle, due mostly to the fact that now these former-
ly adversarial clans were forced to work not in open conflict, but
together. Because of this genuine uneasiness with each other,
founded on nothing less than fifteen years of bloodshed, the legen-
dary Imperial bureaucracy was formed.

In order to allay the numerous and often contradictory fears
that each clan brought to each issue raised before the Parliament,
Jasper Bartholomew instituted a staggering number of ministries
and sub-ministries to investigate, debate, argue, cross-check and
settle every resolution, action or inaction that Imperial ever had to
worry about. While this created a mind-numbing amount of paper-
work, it had the effect of calming the fears of the clans that every-
one had it in for them. After all, with so many different representa-
tives from so many different clans laboring over and giving input
on nearly each and every matter of any sort of importance whatso-
ever, any kind of political intrigue that might be instigated would
be slowed down so much as to make it almost impossible to slip
anything by.

Of course, problems still occurred. It just often took longer for
them to become apparent and even longer to be rectified. It was by
no means a perfect solution to Imperial's problem, but it was a
solution, nonetheless. Despite the fact it slowed Imperial down, at
least it kept it going, so at least in that respect, Jasper
Bartholomew succeeded.

The founding of the bureaucracy had the additional effect of
making the transition from a wartime economy to a peacetime one
a bit easier. Veterans of the war, particularly those that had been
disabled in one way or another, were brought into the civil service
in droves. At its peak, nearly twenty percent of Imperial's populace
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BASIC CAPABILITIES )

Imperial characters may use a different method than the one descri-
bed in Mutant Chronicles to determine their basic capabilities. The
Imperial way is tailored to accurately reflect your development as a
clan member from infancy to adulthood. Basically, you use a diffe-
rent die code for each stage of your life and add the numbers toget-
her for each basic capability to get your final results.

1. INFANCY

How you develop during your infancy (from birth to 3 years old) is
entirely dependent upon your parent’s social standing. The weal-
thier they are, the better they can afford to treat you. While being
wealthy can make you sharper in some ways, it can hurt you in
others, as poorer children are toughened by hardships that those
of the well-off never encounter.

Your parents’ social standing is equal to your own initial social
standing plus 1d3-1.

PARENTS' SOCIAL STANDING

1-3 46 7-0
STR 1d4 1d3 1d2
PHY 1d4 1d3 1d2+1
COR 1d4 1d3 1d2
INT 1d2 1d3 1d2+1
MST 1d3 1d3 1d3
PER 1d4 1d3 1d2

2. CHILDHOOD

There are three different childhood (ages 4 through 8) environments
you can be raised in: street, average and protected. Street children
are basically allowed to run wild in the city with little or no supervi-
sion. They learn to depend on themselves early on. Protected chil-
dren always have a parent looking over their shoulder, ready to
catch them should it look like they might fall. Life is been easy for
them—maybe too easy. Average children are lucky enough to end
up with parents able to achieve a good balance between the two
extremes. Their parents set limits for them, but encourage them to
become increasingly self-reliant at the same time.

The GM has the option of either choosing which childhood
environment you had or allowing you to determine it randomly.
Poorer children are more likely to be street children, and wealthi-
er ones are inclined to be protected, but people break these ste-
reotypes every day.

Note that characters that have amassed an MST of 6 by this
point may join the Brotherhood if they wish. They have shown
enough early promise that they will be allowed in right away. If
you decide to go this route, finish generating your characteristics
the Imperial way here and then pick up a Brotherhood profession.
See The Brotherhood for more about Brotherhood characters.

CHILDHOOD ENVIRONMENT
STREET AVERAGE PROTECTED
STR 1d6 1d4 1d2
PHY 1d6 1d4 1d3+1
COR 1d6 1d4 1d3
INT 1d2 1d4 1d4+1
MST 1d3 1d3 1d3
PER 1d4 1d3 1d2

3. GRADE SCHOOL

There are four different kinds of grade schools for Imperial chil-
dren ages 8 to 14, one public and three types of private boarding
schools. It's at this time that the characters get their elementary
education skill picks based on their intelligence (see page 134 in
the RPG). You may only attend a boarding school if you are a member of
a core family or your parents have a social standing of 7 or more.

The GM has the option of either choosing which school you go
to, based upon your family and abilities, or allowing you to
determine it randomly. Of course, many characters will be stuck
in public school, but it could be worse.

Characters that decided to enter the Brotherhood during
childhood attend a special Brotherhood grade school. Use the
military school to determine their die codes.

GRADE SCHOOLS

PUBLIC MILITARY BUSINESS  SCIENCE
STR 1d3+2 1d4+4 1d2+2 +2
PHY 1d3+2 1d4+4 1d2+2 +2
COR 1d3+2 1d4+4 1d2+2 1d2+2
INT 1d3+1 1d2+1 1d4+2 1d4+4
MST 1d6 1d4+2 1d6+1 1d2
PER 1d6 1d4+2 1d4+4 1d2
ELEMENTARY
EDUCATION

Imperial characters use the Imperial Elem-
entary Education Table below to determi-
ne how many free picks they get, based on
their intelligence. After that, they also get
a free two-year term in a school, and, there-
fore, just as many elementary education
skill picks as any standard Mutant Chron-
icles character, if not more (this free term
is their high school education as described
below).

IMPERIAL ELEMENTARY
EDUCATION TABLE

INT # OF FREE SKILL PICKS
1-5 0

6-9 1
10-14 2
15-16 3

17+ +

4. HIGH SCHOOL
At ages 14 through 16, you attend one of
the twelve different schools described in
the chapter dmperial Schoolss. When choo-
sing a high school, you may disregard any
requirements for basic capabilities, but
any other requirements have to be met.
{For example, in order to enter Stratford, you
have to be member of a clan’s core family or
have social standing 10, and it has to be an
«attendable school according to your clan
description.)

Apply your basic capability bonuses
and make your final elementary education
skill picks according to the school descrip-
tions in the chapter elmperial Schoolss.

Characters that decided to enter the
Brotherhood during childhood attend a
Brotherhood high school. Use Paxton to
determine their die codes.



















FAMILY TABLE

1D20 FAMILY
1-14 Brannaghans
15-20 Affiliated family

INITIAL SOCIAL STANDING: Brannaghan core family: 7; Affiliated
family: 6

MINIMUM SOCIAL STANDING: Brannaghan core family: 5; Affiliated
family: 2

SCHOOLS ATTENDABLE: Babbage, Donchester, Galway, IIT, Mercy
and Paxton.

PURSUABLE PROFESSIONS: Doctor, Engineer, Entrepreneur, Free
Trader, Laborer, Prodigal, Defense Forces Trooper, Special
Forces Trooper, Student and Dole.

SPECIAL CONDITIONS: Clan members can waive requirements to
get into Mercy Medical School. You still have to make the
INT/PER roll, though. Only members of Clan Brannaghan can
be Blue Lions.

BRANNAGHAN ADOLESCENCE
EVENTS SUBTABLE

1D6 ADOLESCENCE EVENT
Military Heritage*. You come from a family of high-ranking sol-
diers. Spend two years at Paxton after you finish your normal
elementary education. Raise all your basic abilities to meet
Paxton's requirements if they are lower.
2 Nepotism*. Your parents get you a job as a Scientist.
-3Mﬂ10ugh you have to meet the requirements of your cho-
sen profession to get and keep the job, you'll never have to make
an INT/PER roll for it.

Weapons Fanatic. Ever since you were a kid, you've loved
things that cut or go bang. Take +1 in all Firearm SVs and
Weapons Systems.
Extraordinary Chemical Resistancy®. Must be from the
5' generations before you having worked with chemicals
of all kinds. Your body is extremely resilient to artificial sub-
stances. Add +5 to your PHY anytime your have to make a resis-
tance roll against poison, gas or any kind of drug.

BRANNAGHAN SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT
] Medical Talent*. You've been recruited to become a
= Jpart of the Blue Lions’ Medical Corps. Spend the next
four years at Mercy Medical School. If your basic abilities don't
meet the school's requirements, raise them until they do.
Nepotisme®. Your parents get you a job as a Scientist.
Although you have to meet the requirements of your chosen
profession to get and keep the job, you'll never have to make an
INT/PER roll for it.
A Flare for Medical Research*. You can mix that glop in the
test tubes real well. You may attend Babbage if you like.
Raise all your basic abilities to meet Babbage's requirements if
they are lower. You get +2 to your Medicine SV.
Drafted! You've been conscripted into the Blue Lions. Any
requirements are waived, but you still have to make your
INT/PER rolls (although your first roll is waived, too). You can
leave after completing your first two years, if you like, but you
have to stick it out until then.

DROUGAN

Like the Brannaghans, the Drougans are another of Imperial’s
many warrior clans. They made their fortune by producing the
finest whisky in the system has ever seen. They age their liquor in
rosewood barrels for a minimum of fifteen years before releasing it
to the public, and it has the finest taste and smoothest consisten-
cy of any drink available to humanity.

While they're not distilling or aging their wares, many of Clan
Drougan's men and women spend their time in Drougan's special
forces, known to all as the Wild Roses. The Drougans are a lusty
people, full of the thrill of life. They proudly align themselves with
their family flower, averring that while they may smell so sweet as
to attract even the dullest eyes, they are thorny enough to make
even the bravest suitors tread with care.

The Drougan crest features a yellow rose with a red center.
The rose is attributable originally to the wood from which the
Drougans make the casks in which they age their whiskey, but over
the years it has taken on more and more symbolic values to the
Drougans, as can be seen by how they compare themselves to it.

The Wild Roses are known to all as excellent fighters, even
though they have the curious habit of carrying bit of their clan’s
wares in a wineskin slung round their shoulder or a flask stuffed
into one of their boots. They're known to pop the cap off and grab
a sip of the fiery stuff directly before and after any kind of conflict.
They fight just fine without it, but they prefer to have a bit of what
they're known to call their «mother’s milk» about them at all times.
They truly believe, it seems, in their clan's motto: «A drop of
Drougan's is good for what ails you.»

The Drougans are a close-knit group and have few ties with
other families or clans. Those they do have are notable, however.
Just a few years ago, the super model Lady Emily Bartholomew
married Prince Gerrold Drougan in a ceremony the likes of which
the solar system has rarely seen.

Lady Emily assimilated nicely into her new clan—so much so,
in fact, that she was elected as the Drougan representative to the
Chamber of Commons. Unfortunately, her husband, although a
handsome and charming enough man, is not quite so popular with
his people. The second son of Chieftain Barry Drougan and next in
line to the Dukedom behind his brother Harry, Gerrold has always
been bitter about the fact that the greatness he felt was destined
for him had not fallen into his lap. Known as the Black Prince,
Gerrold is constantly on the lookout for a way to discredit his elder
brother so that he can gain the Drougan throne for himself.

Gerrold is apparently willing to stop at nothing to satisfy his
powerlust. Rumor has it that he has even plotted attempts on his
father's life from time to time. The only thing that stopped him
from going ahead with his dire plans was that he couldn't figure
out how to pin the blame on Harry's head.

It may only be a matter of time, though,
before Gerrold succeeds.

Gerrold is an unloved prince, though,
and it’s likely that such a move would
result in a rebellion from the Drougan
ranks. Unfortunately, this move would
probably end in bloodshed, as rumor also
has it that Gerrold is in bed, some say
quite literally, with his distant cousin
Wilma Drougan, the commander of the
Wild Roses herself.

FAMILY TABLE

1D20 FAMILY
1-19 Drougans
20 Affiliated family
INITIAL SOCIAL STANDING: Drougan core family: 7; Affiliated family:
5

MINIMUM SOCIAL STANDING: Drougan core family: 5; Affiliated
family: 2

SCHOOLS ATTENDABLE: Donchester, Galway, IIT, Paxton and
Stratford.

PURSUABLE PROFESSIONS: Engineer, Free Trader, Laborer,
Prodigal, Defense Forces Trooper, Special Forces Trooper,
Student and Dole.

SPECIAL CONDITIONS: Only members of Clan Drougan can be Wild
Roses.

DROUGAN ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT
Military Heritage*. You come from a family of high-ranking sol-
diers. Spend two years at Paxton after you finish your normal
elementary education. Raise all your basic abilities to meet
Paxton's requirements if they are lower.
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Nepotism*. Your parents get you a job as a Laborer in the dis-
tillery. Although you have to meet the requirements of your
chosen profession to get and keep the job, you'll never have to
make an INT/PER roll for it.
3 4Fu|l of Blarney. You've inherited the fabled Drougan gift
=™for gab! You get +1 in all Communications SVs and an
additional +1 (that's +2 total) in Social.

Extraordinary Chemical Resistancy*. Must be from the
5—6generations before you having worked with chemicals of
all kinds. Your body is extremely resilient to artificial substances.
Add +5 to your PHY anytime your have to make a resistance roll
against poison, gas or any kind of drug.

DROUGAN SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT
Got Carried Away One Time Too Many. You made a fool of
yourself at a clan gathering, and Chief Barry does not approve.

Spend the next two years on the dole while you dry out.
Nepotism*. Your parents get you a job as a Laborer in the dis-
tillery. Although you have to meet the requirements of your

chosen profession to get and keep the job, you'll never have to

make an INT/PER roll for it.
Hobby Athlete*. Those weekend ballgames have really paid
off. Add +2 to your STR and PHY. Should your social standing
ever drop below 4 (fat chance of that unless you go rogue), you
lose these bonuses.

4Chemica1 Talent®. You've always had a thing for the family
business. You can attend IIT and major in chemical engineering

if you like. Raise all your basic abilities to meet IIT's requirements

if they are lower. You get +2 to your Chemistry SV.

Drafted! You've been conscripted into the Wild Roses.
5'6Any requirements are waived, but you still have to make
your INT/PER rolls (although your first roll is waived, too). You can
leave after completing your first two years, if you like, but you
have to stick it out until then.

In the days of antiquity, the Dunsirns started off as a paper proces-
sing firm, and although they have managed to diversify their hol-
dings over the years, their firm control over the Imperial paper
industry has held them in good stead. With the largest bureaucra-
cy in the entire solar system, Imperial is in constant need of more
and better paperwork, a demand that the Dunsirns are more than
capable of filling. They own large tracts of open land on Venus and
Mars and harvest them for the base material of their main product:
trees. They are also pioneers in the making of paper from alterna-
tive, even more renewable resources, such as hemp, which their
farms grow by the ton.

Besides greasing the thundering wheels of Imperial's bureau-
cracy, Clan Dunsirn fields one of the megacorporation's greatest
special forces teams. Known as the Hunters for their uncanny abi-

lity to track down and kill their prey, the Dunsirn special forces
hone their fighting skills by going after natural predators growing
free on their farming lands. No Dunsirn house is complete without
a stag’s head over the doorway or unusual sausages in the larder.

The Dunsirns have a family reunion at each year's end when
they call together all of their peoples scattered across the solar sys-
tem. Even men and women who have spent the rest of the year in
the trenches, guarding the Dunsirn crops from external threats,
make their way home.

The Dunsirn Days, as the occasion is officially known, are pro-
bably the greatest seven days of partying that the solar system sees
each year. Clan members come from all around to participate, and
all are made welcome. Many of the more «propers clans, like the
Bartholomews and the Murdochs, officially abstain, but even so,
many of those who belong to those clans have been known to sur-
face in the festive crowds.

FAMILY TABLE

1D20 FAMILY

1-12 Dunsirn

13-19 Kimberly

15-20 Other affiliated family

INITIAL SOCIAL STANDING: Dunsirn core family: 8; Kimberly: 7;
Other affiliated family: 5

MINIMUM SOCIAL STANDING: Dunsirn core family: 2; Kimberly: 2;
Other affiliated family: 2

SCHOOLS ATTENDABLE: Donchester, Galway, IIT, Paxton and
Stratford.

PURSUABLE PROFESSIONS: Conquistador, Engineer, Entrepreneur,
Free Trader, Laborer, Prodigal, Defense Forces Trooper,
Special Forces Trooper, Student and Dole.

SPECIAL CONDITIONS: Only members of Clan Dunsirn can be
Hunters.

DUNSIRN ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT

Military Heritage*. You come from a family of high-ranking sol-

diers. Spend two years at Paxton after you finish your normal
elementary education. Raise all your basic abilities to meet
Paxton's requirements if they are lower.

Nepotism*. Your parents get you a job as a Laborer on the

resource farms. Although you have to meet the requirements of
your chosen profession to get and keep the job, you'll never have
to make an INT/PER roll for it.

Weapons Fanatic. Your love of hunting has taught you much

about knives and guns. Take +1 in all Firearm SVs and
Weapons Systems.

You Are of the Land*. Your parents have taught you a

4' deep respect for the wilderness, and you have spent much
time living in it. Add +3 to your Hunting, Stealth and Climbing SVs.

DUNSIRN SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT

Nepotism*. Your parents get you a job as a Laborer on the

resource farms. Although you have to meet the requirements of
your chosen profession to get and keep the job, you'll never have
to make an INT/PER roll for it.

Living off the Land. You've been assigned a position as a ranger
Zin one of the Dunsirn woods. Work as a Laborer for the next
two years, and it'll toughen you up. Add +1 to your STR and PHY
and your Hunting SV.

Hobby Athlete. Those weekend ballgames have really paid off.
3Add +2 to your STR and PHY. Should your social standing ever
drop below 4, you lose these bonuses.






Once a part of the Bauhaus megacorporation, the Fieldhausens
were subsumed by Imperial in the time of Cardinal Durand X. Their
business focuses exclusively on producing a number of quality
small arms as well as armored personnel carriers and armored
fighting vehicles. They are perhaps most famous as the original
designers of the Mk. 54 Main Battle Tank, also known as the
Bauhaus Bully. It was their first Imperial design.

Some confusion has resulted over the years about the fact that
Bauhaus retains the rights to the name Fieldhausen Motors, despi-
te the fact that the Fieldhausens are no longer part of that mega-
corporation. Clan Fieldhausen subsequently changed the name of
its vehicle manufacturing division to Fieldhausen Autowerks. Both
companies continue to put out fine products, although F.A.'s
newer designs are generally regarded as superior to those of F.M.

Although they were originally a part of Clan Kingsfield, the
Fieldhausens fought hard to establish their own sovereignty. They
were finally elevated to noble clan status by the Murdochs in the
climactic days of the Sad Struggle in return for siding with them
against the attacking Kingsfields. This move was key in enginee-
ring the Kingsfields’ defeat, as it cut them off from their main sup-
ply of weaponry at a time when they could ill afford it.

The Fieldhausens were the last of the 62 clans to be created.
They were founded in a time of extreme political and social uphe-
aval, and no such similar situation has occurred since. In such
times of peace, there is just about no way for another clan to be

formed, as the existing clans refuse to
allow anything to dilute their power.

Similarly, the Fieldhausens do not easi-
ly trust those outside of their direct family,
and so they have no attached families wor-
king for them. The Fieldhausen crest is
based on the Bauhaus symbol. It’s a solid,
golden wheel with no teeth or spokes. This
represents the oneness of the family which
has cut itself off from its Bauhaus roots.

The Fieldhausens are one of the few
clans entirely devoid of any military tradition. While this may seem
strange considering the warlike products that this clan turns out,
their attitude seems to be that they're doing their part in
Imperial's defense by building the best machines they can. They're
willing to leave the actual fighting to the rest of the megacorpora-
tion. The clan's unofficial motto is, «We make them. You break
them.»

Bauhaus has always resented the fact that Imperial was able to
take one of their finest manufacturing corporations ways from
them. They're constantly, to this day, trying to win back their
ancestral fellows. Barring that, they're willing to blow them away.
Little more gets a Bauhaus citizen's blood boiling like the sight of
an Imperial-made Bauhaus Bully.

FAMILY TABLE

1D20 FAMILY
1-20 Fieldhausen
INITIAL SOCIAL STANDING: Fieldhausen core family: 8

FIELDHAUSEN

MINIMUM SOCIAL STANDING: Fieldhausen core family: 6

SCHOOLS ATTENDABLE: Donchester, Galway, Hampshire, UIT,
Langfrey, Serenity’s, Stratford and Wexford.

PURSUABLE PROFESSIONS: Bureaucrat, Conguistador, Engineer,
Entrepreneur, Laborer, Prodigal, Student and Dole.

SPECIAL CONDITIONS: Members of Clan Fieldhausen can requisi-
tion just about any sort of war machine on short notice. Also,
they do not trust anyone affiliated with Bauhaus in any way.
Of course, the reverse is also true.

FIELDHAUSEN ADOLESCENCE
EVENTS SUBTABLE

1D6 ADOLESCENCE EVENT
Business Heritage*. You come from a long line of
Entrepreneurs. Spend two years at Wexford after you finish
your normal elementary education. Raise all your basic abilities to
meet Wexford's requirements if they are lower.
2 3 Nepotisme. Your parents get you a job as a Laborer in the
" Jmanufacturing plant, Although you have to meet the
requirements of your chosen profession to get and keep the job,
you'll never have to make an INT/PER roll for it.
Megacorporate Nepotism*. Your parents get you a job as a
Bureaucrat in the Imperial bureaucracy. Although you have to
meet the requirements of your chosen profession to get and keep
the job, you'll never have to make an INT/PER roll for it.
Business Heritage*. You come from a long line of Engineers.
Spend two years at lIT after you finish your normal elementary
education. Raise all your basic abilities to meet IIT's requirements
if they are lower.
Born Pilot. You fly better than most birds. Add +1 to your
Flying Vehicles skill.

FIELDHAUSEN SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT

] Nepotism*. Your parents get you a job as a Laborer in the
= Limanufacturing plant. Although you have to meet the

requirements of your chosen profession to get and keep the job,

you'll never have to make an INT/PER roll for it.

Attend the Fieldhausen Technical College at Night. Take two

free skill picks in the Technical field of expertise.

Betray Imperial?* You are offered an opportunity to defect to

Bauhaus. If you accept it, you are disowned by your clan, but
Bauhaus has promised to maintain you in the lifestyle to which you
have become accustomed. Better yet, add +1 to your social stan-
ding.

Take a Beating®. You were accosted by some angry Bauhaus
5[hugs and beaten within an inch of your life. Subtract -1 from
your PHY due to the extent of your injuries,

Beat a Bauhauser. They thought they had you, but this time,

'you came out on top. You thrash some Bauhausers soundly and
send them packing with their tails between their legs. People look
at you in a whole new light. Add +1 to your PER.

While most clans are concerned with how to
defend their lives, the Finns have always
been more worried about how to save them,
Long before Imperial was even a concept in
an ancient Murdoch'’s mind, the Finns foun-
ded the Mercy Medical School at Luna. In a
solar system filled with constant conflict,
Martha Finn recognized the need to train
men and women to care for those that
managed to survive the battles, yet not
come through unscathed. Thus was Mercy
founded right in the heart of Luna.

The Finns are almost all doctors, and this is shown in their fami-
ly crest which bears a multi-colored Brotherhood symbol to sym-
bolize all of humanity coming together for the good of us all. The
symbol is encircled by olive branches which represent the Finns'
other calling: making peace. Those Finns not involved in the
health care profession often make their way into diplomacy. They
figure if they don't have the talents for medicine, perhaps they
can use their abilities to stop the cause of pain and suffering
before it starts.

Finn diplomats are regarded as shrewd negotiators and able
arbitrators, always doing their best to be as fair as possible to all
parties concerned. Because of Clan Finn's obsession with peace-



ful means of resolving conflicts, they one and all refuse to enter
combat, proclaiming themselves to be conscientious objectors.
This might be cause to anger some of the other clans which are
more than willing to lay down their lives in defense of their
megacorporation, but the Finns provide the fallen with so much
care that most people find it hard to hold their pacifist ways
against them.

Some younger clan members have recognized that the Dark
Legion is something that cannot be negotiated with, and in frus-
tration with their clan's ways, have left the clan to join the
Highlander Clan Warriors. The Bad Samaritans, as these
Highlanders are known, are some of the fiercest fighters in the
entire corps, possibly because they bear the responsibility of
bringing the battle to the Dark Legion on behalf of their entire
family. The Bad Samaritans fight only against the Dark Legion, as
their consciences will not allow them to take human lives.

FAMILY TABLE

1020 FAMILY
1-12 Finn
13-20 Affiliated family

INITIAL SOCIAL STANDING: Finn core family: 7; Affiliated family: 5

MINIMUM SOCIAL STANDING: Finn core family: 4; Affiliated family:
2

SCHOOLS ATTENDABLE: Galway, Hampshire, Mercy, Serenity’s and
Stratford.

PURSUABLE PROFESSIONS: Diplomat, Doctor, Prodigal, Special
Forces Trooper, Student and Dole.

SPECIAL CONDITIONS: Clan members can waive requirements to
get into Mercy Medical School. You still have to make the
INT/PER roll, though. Only members of Clan Finn can be Bad
Samaritans.

FINN ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT
1 Medical Heritage*. You come from a family of excel-
'3{ent doctors. Spend four years at Mercy after you finish
your normal elementary education. Raise all your basic abilities to
meet Mercy's requirements if they are lower.
Nepotism*. Your parents get you a job as a Doctor. Although
you have to meet the requirements of your chosen profession
to get and keep the job, you'll never have to make an INT/PER roll
for it.
Slick Talker. You silver-tongued devil you! You get +1 in all
Communications SVs.
A Born Diplomat. You just seem to know how to get people to
agree, Add +1 to your Dealing SV.

FINN SPECIAL EVENTS SUBTABLE

1D6 SPECIAL EVENT

1 Medical Talent*. You've been recruited to become a
'3part of the Finn Medical Corps, Spend the next four years

at Mercy Medical School. If your basic abilities don’t meet the

school's requirements, raise them until they do.

Nepotism*. Your parents get you a job as a Doctor. Although

you have to meet the requirements of your chosen profession
to get and keep the job, you'll never have to make an INT/PER roll
forit.
5 Real Compassion. You really care about your fellow human
beings, and it shows in your bedside manner. Add +1 to your
Social SV.

The bad samaritans Want You! You've been asked to join the
6Bad Samaritans. Any requirements are waived, but you still
have to make your INT/PER rolls (although your first roll is waived,
t00). You can leave after completing your first two years, if you
like, but you have to stick it out until then.

The Gallaghers were once the system's greatest swordsmiths.
Their artisanship was renowned far and wide, and their work was
always in great demand. They were not the wealthiest of clans in
terms of money, but few could equal them when it came to honor
and pride. Throughout the ages, the Gallaghers have been welco-
med by each and every Serenity to the Reading Palace. They have
often held the Serenity’s ear in matter of great import, and in any
case, their advice has always been held to be both sound and
impartial, something extremely hard to find in this modern age of
political backbiting. A small clan, their impact on Imperial politics
was always well out of proportion to their size.

Unfortunately, in the tenth year of the reign of Cardinal
Nathaniel Durand XVII, the Gallagher clan was the target of a sneak
attack aimed at Keep Gladius, their ancestral home. They were
entirely destroyed, and Keep Gladius was nearly razed to the
ground. The assault came at the height of the year-end holidays,
while almost the entire Gallagher clan was assembled in the Keep's
main hall, celebrating the coming of the new year. In one horrible
moment, the festivities turned to carnage, and before they could
mount a counter-attack, the Gallaghers were gone.

Only one Gallagher survived the attack, young Sean Gallagher,
and as the sole remaining member of the Gallaghers, Sean was
immediately invested with his father's barony and all that went
with it. Unfortunately, Sean had trained all his life to become a
warrior first and a swordsmith second. He had absolutely no trai-
ning for business. He turned over the running of the economic
side of the family business to the Rourkes, a family that had been
with the Gallaghers almost since their inception as a clan, That
done, young Sean completed his education and then joined up
with the Wolfbane Commandos where he rose to the rank of
Commander Chieftain.

In the absence of their young leader, the Rourkes have done a
decent job of keeping the family businesses in working order with
one notable exception. Without the Gallaghers around to actually

handle the making of their phenomenal blades, the
Gallagher sword enterprise has fallen apart. Output
has fallen to an all time low, leaving room for others
like Clan Murray, to enter and dominate the fray.

Players should note that there is no chance for
them to be part of the Gallagher core family, There is
only Sean, and there can be no others. Also, after his
family's massacre, Sean disbanded the Gallagher
special forces, the legendary Vengeance Company to
join the Wolfbanes. Few of the remaining clan mem-
bers are warriors, the Rourkes having concentrated
mostly on the running of the clan business. Those
that are usually join the defense forces, although a
few have been known to transfer out to the
Wolfbanes or the Highlanders.

FAMILY TABLE

1D20 FAMILY
— Gallagher
1-15 Rourke
16-20 Other affiliated family

INITIAL SOCIAL STANDING: Rourke: 7; Other affiliated
family: 5

MINIMUM SOCIAL STANDING: Rourke: 3; Other affili-
ated family: 2

SCHOOLS ATTENDABLE: Donchester, Galway, 1T,
Stratford and Wexford.

PURSUABLE PROFESSIONS: Conquistador, Engineer,
Entrepreneur, Free Trader, Laborer, Prodigal, Defense Forces
Trooper, Special Forces Trooper, Student and Dole.

SPECIAL CONDITIONS: Members of Clan Gallagher can only enter a
special forces unit after winning an Extraordinary
Achievement medal or a Bravery in Field medal.




GALLAGHER ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT

Business Heritage*. You come from a long line of

Entrepreneurs. Spend two years at Wexford after you finish
your normal elementary education. Raise all your basic abilities to
meet Wexford's requirements if they are lower.

Nepotism®. Your parents get you a job as a Laborer in the

sword smithy. Although you have to meet the requirements of
your chosen profession to get and keep the job, you'll never have
to make an INT/PER roll for it.

Weapons Fanatic. Your love of battle has taught you much
3ab0ut knives and guns. Take +1 in all Firearm SVs and
Weapons Systems.

Born Streetfighter. You love to skin your knuckles on other

peoples’ jaws. Add +1 to your Brawling and Wrestling SVs.

Born to the Sword. The blade of a Gallagher Claymore is
5"6Iike an extension of your arm. Add +1 to your Melee
Weapons and Parrying SVs.

GALLAGHER SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT
Nepotisme*. Your parents get you a job as a Laborer in the
sword smithy. Although you have to meet the requirements of
your chosen profession to get and keep the job, you'll never have
to make an INT/PER roll for it.
Administrations Course. It's important to manage the clan's
limited resources efficiently. Make two free skill picks from the
Communications field of expertise.
3 Spurn the Darkness. It seems that someone out there has
=it in for Clan Gallagher. You have an encounter with a per-
son under the influence of Dark Symmetry. You not only survive
the incident, but the incident has made you stronger. Raise your
MST by +2.

Just Rewards. You have done well, and for your troubles,
5-6y0u have been rewarded with an especially well-crafted
Gallagher Claymore. It does an additional +2 points of damage for
any attack. (You are not allowed to sell, trade or give away such a
sword. It is a badge of your honor.)

KINGSFIELD

At one time, the Kingsfields were the second most powerful clan in
Imperial, second only to the Murdochs, but that was a long time
ago. During the time of Cardinal Durand XI, the Kingsfields moun-
ted an economic and military offensive against the clan of the reig-
ning Serenity, vowing to bring the Murdochs down and assume the
throne for themselves. They failed horribly and were almost wiped
out in the process. This was the time known as the Sad Struggle,
and it was Imperial's darkest hour.

Today, what remains of Clan Kingsfield is much reduced in
power. Few, if any, wish to be associated with them, as their name
conjures up images of a heritage fraught with shame. There are
winners and losers in any sort of competition, and the Kingsfields
are the biggest losers Imperial has to offer.

As a result, even amongst those that are members of the
Kingsfield family, there are few who would admit it. The Kingsfield
special forces, the Black Hearts, were demolished in the climactic
battle that brought an end to the Sad Struggle, and they were offi-
cially disbanded soon thereafter. Most of the Kingsfield business
interests were taken over by the victors in the aftermath of the
war, leaving them only a meager pension out of which the remai-
ning members of the clan were to eke a living.

Once they were grown, the heirs to the Kingsfield dukedom
found that there was little left to inherit. Most of them renounced
both their family name and their rights to Imperial citizenry, along
with their trust funds. The shame associated with taking money
from the fund was simply too great. These men and women chan-
ged their names and entered the system's work force, taking a
small lump sum from the principal their ancestors left them to
start up a modest freelance house of their own. It was a chance for
a fresh start, and for the most part, they were left to it. No one felt
like punishing the children for the unforgivable sin their parents
had committed: losing.

Those who stayed behind and kept their proper name had the
unenviable task of living with their predecessors’ mistakes bran-
ded on their very identities. This, coupled with their terrible fall
from so close to the top to the very bottom, made each and every
one of them bitter as could be. The years passed, but did nothing
to alleviate this sentiment, and the Kingsfields' thoughts inevitably
turned toward revenge.

Of course, the fact that they had been rendered effectively
powerless by those who had destroyed their parents made their
rage burn all that much more brightly in their souls. All Kingsfields,
without exception, suffer from a sense of persecution. Their belief
that everyone is out to get them might have seemed even more
paranoid had there not been more than a grain of truth to it.

The Kingsfields have a raging need to revenge themselves on
any clan that didn’t stand beside them in the Sad Struggle, and by
the end of the war, that was everyone. They hold a particular grud-
ge against the Bartholomews (whom they see as having wrested
their rightful position from them), the Murdochs (who began the
struggle against them when they should have simply gotten out of

the way), the MacGuires (for siding against them—with their help
they could have taken the entire megacorporation and ruled it
side-by-side) and the Fieldhausens (who sold them out so that they
could become the sixty-second clan). They will do anything they
can to cause any members of these clans as much harm as possible
whenever possible.

Of course, the Kingsfields aren't totally irrational. They do see
the benefit of working with other clans in the short term, especi-
ally if it will mean good things for them and bad things for their
greater foes. It's just that if they can do something alone, they will,
If the Sad Struggle taught them one thing, it's that the Kingsfields
can't trust anybody but their own.

Rumor has it that some of the disenfranchised Kingsfields,
those that have renounced their heritage, are actually working as
undercover agents to further the family cause. There is no way of
proving or disproving this, of course, which make it as popular as
any other conspiracy theory in the past. The idea of Kingsfields
running around, trying to start up another Sad Struggle, has some
sort of strange appeal to the masses, though, and has been the
basis of many plots hatched in all of the most popular forms of
mass entertainment,

FAMILY TABLE

1D20 FAMILY

1-20 Kingsfield
INITIAL SOCIAL STANDING: Kingsfield core family: 8
MINIMUM SOCIAL STANDING: Kingsfield core family: 4
SCHOOLS ATTENDABLE: Any.
PURSUABLE PROFESSIONS: Any except Dole.
SPECIAL CONDITIONS: None.

KINGSFIELD ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT
Military Heritage®. You come from a family of high-ranking sol-
diers. Spend two years at Paxton after you finish your normal
elementary education. Raise all your basic abilities to meet
Paxton's requirements if they are lower.
2 Nepotisme. Your parents get you a job as a Bureaucrat.
'3Mthcugh you have to meet the requirements of your cho-
sen profession to get and keep the job, you'll never have to make
an INT/PER roll for it.
Weapons Fanatic. Ever since you were a kid, you've loved
things that cut or go bang. Take +1 in all Firearm SVs and
Weapons Systems.
Sneaky Little Conniver. You always get what you want, but
people don't have to like you for it. People wash their hands
after closing a deal with you. Add +2 to all social standing skills,
but take -2 from your PER.



No Sense of Humor. Things people think are funny, you just
don't get. Subtract -1 from your PER.

KINGSFIELD SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT

Betray Imperial?* You are offered an opportunity to defect.

Roll 1d4. 1=to Bauhaus; 2=to Cybertronic; 3=to Mishima;
4=to Capitol. If you accept it, you are disowned by your clan, but
your new employer has promised to maintain you in the lifestyle to
which you have become accustomed. Better yet, add +1 to your
social standing.

Take a Beating.® You were accosted by some angry thugs from

Clan Murdoch and beaten within an inch of your life. Subtract
-1 from your PHY.

Beat a Foe. They thought they had you, but this time, you came

out on top. You thrash some Murdochs soundly and send them

LOUGHTON

The Loughtons are filthy rich, having made most of their money by
being one of the first organizations to lay claim to the wealth of
the asteroid belt. They diversified quickly from there, however,
branching quickly into heavy manufacturing. This all happened
long before the megacorporation was founded, dividing each sec-
tor of the economy up amongst its member clans, and the
Loughtons got to hold on to their several strong divisions when
Imperial was formed.

Most people probably know the Loughtons for their vehicle
making plants. They turn out almost every Imperial car, with the
exception of a few vanity manufacturers. They also own and ope-
rate the Witchmouth Yards on Luna where 65% of all Imperial air-
planes and spaceships are made, craft used by almost every branch
of the Imperial military.

You might expect the individual clan members to share in the
vaunted Loughton fortune, but they aren't any wealthier than
most clansfolk. The reason for this lies in the strong ties the
Loughtons have with the Brotherhood. The clan donates fully 50%
of their net profits to the holy organization.

Loughton’s ties with the Brotherhood are not without their
benefits, though. The Brotherhood purchases a large percentage
of its vehicles from the Loughtons, which greatly improves the
Loughton's system-wide market share. This may have something
to do with the fact that Duke Sir Wilbur Loughton's younger brot-
her, Grand Administrator Count Thomas Loughton, is the Primus
of the Fourth Directorate.

The Loughton crest features a ram's head in a golden circle.
The ram symbolizes the traditional Loughton stubbornness and
toughness. The crest is easily recognizable by all who see it. It
appears on the front of every Loughton vehicle ever made.
Loughton’s special forces also make good use of the family sym-
bol, wearing it on their headgear, by which they became known as
the Rams.

FAMILY TABLE

1020 FAMILY
1-14 Loughton
15-20 Affiliated family

INITIAL SOCIAL STANDING: Loughton core family: 7; Affiliated fami-
ly: 5

MINIMUM SOCIAL STANDING: Loughton core family: 4; Affiliated
family: 2

SCHOOLS ATTENDABLE: Any.

PURSUABLE PROFESSIONS: Any.

SPECIAL CONDITIONS: Clan Loughton members that opt to serve in
the Brotherhood retain their social standing, as long as it's
more than 5, when they move over.

packing with their tails between their legs. People look at you in
a whole new light. Add +1 to your PER.
4Nepotism°, Your parents get you a job as a Bureaucrat.

‘Although you have to meet the requirements of your chosen
profession to get and keep the job, you'll never have to make an
INT/PER roll for it.

Join Your Brethren®. You are contacted by some ex-

Kingsfields and asked to join them in their quest to clear the
family name from outside Imperial's influence. If you accept, you
must go rogue,

Drafted! Despite your family background, or more likely

because of it, the 1SC thinks you got what it takes to make a
great Field Agent. Hopefully they're not wrong. Any require-
ments are waived, but you still have to make your INT/PER rolls
(although your first roll is waived, too). You can leave after com-
pleting your first two years, if you like, but you have to stick it
out until then.

LOUGHTON ADOLESCENCE EVENTS
SUBTABLE
1D6 ADOLESCENCE EVENT
Military Heritage* . You come from a family of high-ranking sol-
diers. Spend two years at Paxton after you finish your normal
elementary education. Raise all your basic abilities to meet
Paxton's requirements if they are lower.
Nepotisme. Your parents get you a job as a Laborer in the
Witchmouth Yards. Although you have to meet the require-
ments of your chosen profession to get and keep the job, you'll
never have to make an INT/PER roll for it.
Weapons Fanatic. Your love of the open range has taught you
much about knives and guns. Take +1 in all Firearm SVs and
Weapons Systems.
4 Born Driver. Put a wheel in your hands, and you are gone!
i Sﬁdd +1 to your Ground Vehicles SV.
Born Pilot. If you had wings, you could fly. Add +1 to your
Flying Vehicles SV.

LOUGHTON SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT

Nepotisme. Your parents get you a job as a Laborer in the

Witchmouth Yards. Although you have to meet the require-
ments of your chosen profession to get and keep the job, you'll
never have to make an INT/PER roll for it.

Become a Miner. You've been assigned a position in the mines.

Work as a Laborer for the next two years, and it'll toughen you
up. Add +1 to your STR and PHY.

Hobby Athlete. Those weekend ballgames have really paid

off. Add +2 to your STR and PHY. Should your social standing
ever drop below 4, you lose these bonuses.

Mechanical Talent. Not only do you like to ride motorcycles,
4you like to work on them as well. You get +2 to your
Mechanics SV.

SSenl; to Piloting School. Take two skill picks in Flying Vehicles.

Drafted! You've been conscripted into the Rams. Any require-

ments are waived, but you still have to make your INT/PER rolls
(although your first roll is waived, too). You can leave after com-
pleting your first two years, if you like, but you have to stick it out
until then.







While the Duke may believe in peace amongst humans, he holds no
such illusions about the forces of the Dark Soul. Divided amongst
themselves, the Imperial clans are half the fighting force that they
could be. Quite frankly, the Duke doubts that this will be good
enough. Without a renewed unity, Imperial, along with the rest of
humanity, will be overwhelmed by the sheer evil ferocity of the
Great Darkness and its minions. The Dark Apostles will show huma-
nity no mercy, says the Duke, and our resolve to stand against them
must be as single-minded as their desire to see us fall.

FAMILY TABLE

1D20 FAMILY
1-7 MacGuire
8-20 Affiliated family

INITIAL SOCIAL STANDING: MacGuire core family: 8; Affiliated fami-
ly:6

MINIMUM SOCIAL STANDING: MacGuire core family: 6; Affiliated
family: 2

SCHOOLS ATTENDABLE: Any.

PURSUABLE PROFESSIONS: Any.

SPECIAL CONDITIONS: Clan members can waive requirements to
get into the Wolfbanes. You still have to make the INT/PER
roll, though.

MACGUIRE ADOLESCENCE EVENTS
SUBTABLE

ID6 ADOLESCENCE EVENT
] 2Mi|itary Heritage®. You come from a family of high-ran-
= Lking soldiers. Spend two years at Paxton after you finish

your normal elementary education. Raise all your basic abilities to
meet Paxton's requirements if they are lower.

Nepotism*. Your parents get you a job as a whatever you want

in the Imperial Ministry of your choice. Although you have to
meet the requirements of your chosen profession to get and keep
the job, you'll never have to make an INT/PER roll for it.

Weapons Fanatic. Ever since you were a kid, you've loved

things that cut or go bang. Take +1 in all Firearm SVs and
Weapons Systems.

Wolfbane Training. You trained with your parents, won-

5" derful warriors in their own right. Add +1 to your
Wolfbane Brawling SV.

MACGUIRE SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT

1 2Nep0n'sm', Your parents get you a job as a whatever you
= Lswant in the Imperial Ministry of your choice. Although you

have to meet the requirements of your chosen profession to get and

keep the job, you'll never have to make an INT/PER roll for it.

Interesting Character. You always seem to fascinate people

with your unusual ways. Add +1 to your PER.

Administrations Course. You've really started to come out of
4ynur shell. Take two free picks from the Communications field
of expertise.

5 Drafted! You've been conscripted into the Wolfbanes. Any

“Urequirements are waived, but you still have to make your
INT/PER rolls (although your first roll is waived, too). You can leave
after completing your first two years, if you like, but you have to
stick it out until then.

Clan Morgan is Imperial's black sheep in more ways than one. Duke
Sir Arthur Morgan, the clan's founder, made his money in some
less than above the board industries, the cleanest of which was
gambling. Soon after his clan joined Imperial, Arthur realized that
the only way he and his family were going to be taken seriously by
anyone was by becoming involved in more legitimate business
interests. With the expertise he had gained running surveillance on
his gambling houses, Arthur started up a highly successful electro-
nics division that catered to the special needs of security-minded
organizations like the ISC.

Soon the ISC became Morgan Electronics' biggest customer,
and business was booming. But Arthur Morgan wasn't one to let
his fortune be held hostage to a single customer, no matter how
large and powerful. Soon the Morgans branched out into consu-
mer electronics, an arena in which they were just as successful as
they had been in all of their other business ventures.

Of course, with the coming of the Dark Legion, things changed.
Electronic devices were not to be trusted for fear of the influence
of Dark Symmetry. The Morgans couldn't let something like that
crumble their little empire, though. Somehow, they found a way to
protect their electronics, at least partially, from being affected by
Dark Symmetry.

The protection is only mediocre at best, but it's a far cry bet-
ter than most other companies came up with. Rumors, spurred on
by jealous competitors no doubt, started to spread that the
Morgans themselves were involved with the Dark Legion, that
they had made a deal with the Dark Soul to win a modicum of
defense for their goods.

The Morgans denied any and all implications, of course. To
prove they were as good as their word, they founded their own
special forces branch, the Black Berets, dedicated specifically to
locating and rooting out heretics in human space. By even their
harshest critics’ admissions, the Black Berets have done humanity
aworld of good in the years since their inception. None questions
their courage.

Today, rumors of Dark Legion influence continue to plague
Clan Morgan, but few pay them heed any more. If such a thing

were true, it would have to be only a small cadre within the clan,
as if that sort of corruption were to have run through all its people,
someone outside of the clan would surely have learned of it.

FAMILY TABLE

1D20 FAMILY
1-16 Morgan
17-20 Affiliated family

INITIAL SOCIAL STANDING: Morgan core family: 8; Affiliated family: 6

MINIMUM SOCIAL STANDING: Morgan core family: 6; Affiliated fami-
ly: 2

SCHOOLS ATTENDABLE: Any.

PURSUABLE PROFESSIONS: Any.

SPECIAL CONDITIONS: Only clan members can be part of the Black
Berets.

MORGAN ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT
Military Heritage® . You come from a family of high-ranking sol-
diers. Spend two years at Paxton after you finish your normal
elementary education. Raise all your basic abilities to meet
Paxton's requirements if they are lower,
2 Nepotism*. Your parents get you a job as a Laborer in a
'3Morgan electronics factory. Although you have to meet
the requirements of your chosen profession to get and keep the
job, you'll never have to make an INT/PER roll for it.
Weapons Fanatic. Ever since you were a kid, you've loved
things that cut or go bang. Take +1 in all Firearm SVs and
Weapons Systems.
Electronics Whiz. If it runs on electricity, you know how to
build it or fix it. Add +1 to your Electronics SV.
Gambler. You've hung around gambling halls your entire life,
and now you're ready to fleece some sheep of your own. Add
+1 to your Gambling SV.




MORGAN SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT
] Nepotism*. Your parents get you a job as a Laborer in a
'2Morgan electronics factory. Although you have to meet
the requirements of your chosen profession to get and keep the
Jjob, you'll never have to make an INT/PER roll for it.
Interesting Character. You always seem to fascinate people
with your unusual ways. Add +1 to your PER.
Personal Actualization Course. You've really started to come out
40f your shell. Take two free picks from the Communications
field of expertise.

DUCHESS DAME
FIONA MURDOCH
an Murdoch is headed by
Duchess Dame Fiona Mur
Not so long ago, in terms of generations, the
Murdochs were the undisputed leaders
of Imperial. Not only did they have
the strongest of the clans, busi-
ness-wise, but they had a firm
led athe control over both chambers
of Parliament and a lock
on the throne. That all
ended, of course,
during the time of
internal strife that
ny and all hindrances has come to be
known as the Sad
Struggle.
The Bartholo-
mew administration
has never had as
much control over
Imperial as  the
Murdochs once did.
While the Bartholo-
mews may have emerged
from that vile time as the
new power amongst the
clans, they were forced to form
a sort of coalition to support their
might. Because of that, they were
compelled to make the sort of sacrifices
that the Murdochs never would have conceded
to. For the first time since Imperial's founding, the most
powerful clan could not call the Serenity its own.
The Murdochs remember the time before the Sad Struggle as
one of great peace and prosperity for Imperial, but that was not
always so. There were problems under the old administration, as

doch, a woman who,
her 92 years, is considered a
and shrewd as any young clan mem
ber to aspire to a position of such
power. She 1s commonly cc
toughest man in Imperial» in defe
rence to her single-minded ways. De
spite her clan’s bent toward traditio-

nal values, she has constantly bat

it have stood in her way
g a woman as if they're
weren't even there.
Duchess Fiona lost her husband
o an \"J\\“.\\J‘” many vears J.’l’]\r.
\ithough no one was ever able to
prove the Bartholomews were
behind it, that has never changed
Fiona’s opinion of just who the cul-
prits were. In the interveni
each of her children were killed off
one by one by Cybertronic agents,
giving the Murdochs—and Imperial
in general—good reason to wage
ainst the ne
megacorporation.
Fiona's eldest living grandchild,
Lady Moira Murdoch, has been
named as the heir to the Dukedom.

there are under the new. Critics maintain that if things had actual-
ly been as rosy as the Murdochs would like to believe, the Sad
Struggle would never had taken place.

The Murdochs counter with the assertion that, had it not been
for the lust for power of Duke Sir Carlton Kingsfield, no such rebel-
lion would ever have taken place. The bulk of the clans were con-
tent with their lives in the pre-Struggle days, such as they were. If
the Kingsfields hadn't been so greedy for power that was not
rightfully theirs, Imperial would have prospered under the

Moira, 36, is more than willing to

take up the reins of the Murdoch's
power once her indomitable grand
mother has passed away, but for

now, she’s busy with her duties as

the @lgenor (supreme commander)

Spurn the Darkness. Maybe there's more to those rumors
5about the Dark Legion than you thought. You have an
encounter with a person under the influence of Dark Symmetry.
You not only survive the incident, but it has made you stronger.
Raise your MST by +2.

Drafted! You've been conscripted into the Black Berets. Any

requirements are waived, but you still have to make your
INT/PER rolls (although your first roll is waived, too). You can
leave after completing your first two years, if you like, but you
have to stick it out until then.

Murdochs to this day, unhampered by the
divisiveness that plagues the megacor-
poration in modern times.

Either way, arguments about
such could-have-been scena-
rios hasn't altered the reali-
ty of the situation in the
slightest. They've only
served to exacerbate
the divisions that
now exist. Working
off logic like that
outline above, the
Murdochs initiated
the covert rebel-
lion against
Bartholomew rule
known to all as the

Great Resentment.

While the Bar-
tholomews have tried
to lessen Clan

Murdoch’s  hold on

Imperial government over

the past several generations,

they have only met with modera-

te success. Despite its fall from

grace, Clan Murdoch still wields great

power within Imperial, and it's members are

not afraid to use it. Murdochs hold high offices throug-

hout the Imperial administration, and they're particularly promi-

nent in the defense forces and the heavy industries and business
management sectors.

Over the years, it's been the Murdochs that have fed the Great
Resentment’s fires. It was they that lost the most in the battles
with the Kingsfields, and it irks them to no end every time they
have to bend a knee to someone not of their clan. They have sworn
that someday they will reclaim the throne that is rightfully theirs as
the founders of the entire megacorporation. It is this bone of con-
tention that has stalled any peace process that might have other-
wise been started—and even completed—long ago.

Physically, the Murdochs distinguish themselves from other
clansfolk by wearing their hair in their traditional ponytail.
Murdochs never have their hair cut for their entire lives. To them,
their hair is a symbol of strength and virility, and they refuse to
part with even a lock of it, except as a gift to those who have won
their hearts.

In all other ways, the Murdochs are just as traditional. They fol-
low a strict code of morality that dictates their clothing and their
behavior. The men wear high-collared shirts beneath luxurious bla-
zers. At most times, they wear pants with high-laced boots, but on
formal occasions, they wear their traditional kilts accompanied by
ornate, ceremonial dirks strapped around their waists. Women
wear dresses that cover themselves demurely from ankle to wrist
to throat. They are allowed to wear pants only when prepared for
combat or some sort of athletic training, and at these times, they
usually wear full overalls. During formal athletic competition, they
are permitted to wear short skirts, although they must at least
cover the knee.



Clan Murdoch’s power is most concentrated on Mars, as it has
been since the founding of Imperial. There they control most of
Imperial's crude oil and mineral industries which are the base of
their power. Unlike most of the other clans, the Murdochs have
refused to invest heavily in Fukido. Since the lease on the settle-
ment is only a hundred years long, most of which have already pas-
sed, the Murdochs eschew becoming involved in the Mishima pro-
perty as being too short-sighted for their plans.

Mars is also the sight of Clan Murdoch’s training grounds for
their military forces, Serenity’s Military College, which is on a par
with Paxton and the Bartholomews' own private military school.
The Highlander Clan Warriors are trained here alongside the
Murdochs’ own special forces, the Golden Lions. Only the
Wolfbanes and the legendary Blood Berets come even close to
these two units in battlefield valor and prowess.

FAMILY TABLE

1D20 FAMILY
1-6 Murdoch
7-20 Other affiliated family

INITIAL SOCIAL STANDING: Murdoch core family: 8; Affiliated fami-
ly: 6

MINIMUM SOCIAL STANDING: Murdoch core family: 6; Affiliated
family: 2

SCHOOLS ATTENDABLE: Any except Donchester or Paxton. If a
Murdoch wants to attend a military school, they must go to
Serenity's Military College. SMC has both elite and standard
schools. Use the listed schools as models.

PURSUABLE PROFESSIONS: Any except Laborer or Free Trader. Can
be a Laborer only if part of a family other than the Murdochs.

SPECIAL CONDITIONS: Only members of Clan Murdoch can be
Golden Lions. Clan members can waive requirements to get
into the Highlander Clan Warriors. You still have to make the
INT/PER roll, though.

MURDOCH ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT
Military Heritage®. You come from a family of high-ranking sol-
diers. Spend two years at Serenity's Military College Special
Forces School after you finish your normal elementary education.
Raise all your basic abilities to meet SMCSFS's requirements if they
are lower.
2 Nepotism*. Your parents get you any Imperial job you
'3 like. Although you have to meet the requirements of your

MURRAY

Clan Murray has always made its money on the one thing that
Imperial citizens just won't live without: their ale. Murray Ales are
the choice of over 75% of those in the Imperial marketplace, with
most of the other shares being taken up by small house brews sold
only to members of the clan that brewed it. Few self-respecting
Imperials would drink anything less.

Over the last couple of decades, though, the Murrays have got-
ten into swordsmithing as well. When the Murrays’ close relatives,
the people of Clan Gallagher, were destroyed, the Murrays took in
many refugees from the remnants of their brother clan. These men
and women brought with them Clan Gallagher's generations of
experience in making swords, and the Murrays, seeing that these
people would be no good in a brewery, put them to work doing
what they did best.

Struck with grief at his tremendous loss, Sean Gallagher, the
lone survivor of the Gallagher family, gave the Murrays’ enterprise
his blessing. It was a move that those that remained by Gallagher's
side may have come to regret, as it provided them with new com-
petition, but Sean was so grateful for his relatives’ kindness to his
people, he was more than willing to make the sacrifice. Besides
which, with the reduction of personnel in Clan Gallagher, they
were in no shape to continue production of their swords uninter-
rupted, and Sean reasoned rightly that he would much rather have

chosen profession to get and keep the job, you'll never have to
make an INT/PER roll for it.
Weapons Fanatic. Ever since you were a kid, you've loved
things that cut or go bang. Take +1 in all Firearm SVs and
Weapons Systems.
Slick Talker. You silver-tongued devil you! You get +1 in all
Communications SVs.
Gifted Childhood. Certain perks come with being a Murdoch.
Take two free skill picks in any but the Special field of expertise.
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MURDOCH SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT
Whoops! How could you be so stupid? You have made a gri-
evous social blunder and have been assigned a position as a
Laborer for a period of 1d3 profession repetitions to help you
learn to appreciate your position. Your social standing drops
immediately to 2. You can avoid doing the time at the job by
starting your adventuring career right now, but your social stan-
ding still drops. If you managed to make it through the ignom-
iny of punching a clock with the other working-class stiffs, you
will be welcomed back into the fold at the end of the term of
your punishment and your social standing will be elevated to its
former level.
Strong Will. Unending disputes with customers or superiors
has hardened you. Add +1 to your MST.
Glamorous Employment. You landed yourself one honey of a
job. Your PER modifier at your current position is raised by
+1. If you're on the dole, you performed some highly visible
public service, instead. Just raise your PER by +1.
Nepotism®. Your parents get you any Imperial job you like.
‘Although you have to meet the requirements of your chosen
profession to get and keep the job, you'll never have to make an
INT/PER roll for it.
Legal Talent*, You seem to have a penchant for the law, and
5the firm needs another lawyer. You may attend Serenity's
Law School if you like. Raise all your basic abilities to meet
Serenity's requirements if they are lower.
Drafted! The Golden Lions think you got what it takes to
make a great soldier. Hopefully they're not wrong. Any requi-
rements are waived, but you still have to make your INT/PER
rolls (although your first roll is waived, too). You can leave after
completing your first two years, if you like, but you have to stick
it out until then.
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of the Highlander Clan Warriors,
She knows she’ll have to hang up

o her suit of armor soon in favor of a
Duchess's mantle, but in the mean-
time, there are few military com
manders who can command as
much respect as she, and she's

determined to make the most of it.

THE MURDOCH CREST
e Murdoch Crest simply
depicts a stylized form of

their ancient clan symbol, the

lily, along with the Murdoch warcry

«The Steel Lilies» is also the

name of the Duchess’ personal

«Glor

guards,

the Gallaghers' lost business go to a friend than to any other.

Today, the Murrays and the Gallaghers have worked out a solu-
tion that seems to have satisfied all. The remnants of
Clan Gallagher continue to make only the highest quality
swords, doing most of their business as special orders.
Meanwhile, Clan Murrays' swordsmiths handle the regu-
lar swords which, although of an exceedingly high quali-
ty, can still be mass-produced. The Murrays handle sales
and marketing for both operations, taking much of the
work the Gallaghers have no taste for out of their hands.
And everyone's happy.

Clan Murray was a natural choice to take over Clan
Gallagher's swordsmithing. After all, their Lyon &
Atkinson Arms division has been making small arms for
centuries. The Lyons and the Atkinsons are small but
wealthy families. The Atkinsons have always prided
themselves on being the half of the company with the
know-how to actually produce the weapons. They hand-
le almost all of the research and development, while the
Lyons concentrate mostly on the sales and marketing
end. With such an operation in place, it's easy to see
how quickly Clan Murray could get a swordsmithing business up
and running in record time.













PALADINE SPECIAL EVENTS
SUBTABLE

1D6 SPECIAL EVENT

Well Read. You burn through books like most people watch
1 television. Add +1 to any Knowledge SV.

Excellent Negotiator. You're good at getting people to agree.

Add +1 to your Dealing SV.

Glamorous Employment. You landed yourself one honey of a

job. Your PER modifier at your current position is raised by +1.
Ifyou're on the dole, you performed some highly visible public ser-
vice, instead. Just raise your PER by +1.

., SMYTHE _

The Smythes make up the other two thirds of Smythe, Smythe &
Axelthorpe, the interclan corporation that handles Imperial's ban-
king operations. Few other families in any field can claim the long
experience and expertise that the Smythes bring to their business.
The clan has been with the megacorporation since its inception,
and there are few clans where a person's word means more.

Of course, because of this, it rankled all the more when they
were forced by an act of Parliament to merge their banking inter-
ests with those of the Axelthorpes in the wake of the Sad Struggle.
Thus, Smythe & Smythe became Smythe, Smythe & Axelthorpe,
and the relationship has held up ever since. Strangely enough, the
Smythes found that they enjoyed working with the Axelthorpes,
and a real friendship soon sprang up between the two clans. Still,
there are enough differences between the two to ensure to every-
one's satisfaction that things at the bank are kept above board and
honest.

FAMILY TABLE

1D20 FAMILY
1-7 Smythe
8-20 Affiliated family

INITIAL SOCIAL STANDING: Smythe core family: 9; Affiliated fami-
ly: 7

MINIMUM SOCIAL STANDING: Smythe core family: 6; Affiliated
family: 3

SCHOOLS ATTENDABLE: Galway, Wexford, Langfrey and Paxton

PURSUABLE PROFESSIONS: Bureaucrat, Entrepreneur, Laborer,
Prodigal, Special Forces Trooper, Student and Dole.

SPECIAL CONDITIONS:; Only members of this and Clan Axelthorpe
can be a part of Smythe, Smythe & Axelthorpe or of the
Sterlings. Members of other clans are simply not trusted
enough to be involved in handling Imperial's wealth.

SMYTHE ADOLESCENCE EVENTS
SUBTABLE

1D6 ADOLESCENCE EVENT
Military Heritage*. You come from a family of high-ranking sol-
diers. Spend two years at Paxton after you finish your normal

A rogue is an Imperial citizen that is no longer officially a member
of a clan. This usually happens when you leave your clan—whether
voluntarily or not—and opt not to take up with another clan. You
still retain your rights as an Imperial citizen. You just don't have
the benefits of being a member of your former clan anymore.

Most people look down on rogues, as a person without a clan
is considered a person without a past. If you have no past, most
people, being naturally cautious, will consider you a person wit-
hout honor, at least until proven otherwise. Rogues can no longer
trade upon the reputation of their clan. They must instead develop
a reputation of their own.

Rogues come in all sorts of different forms. Just about anyone
can be a rogue, and you'd never know it were it not for the notable
lack of any clan's crest on their clothing or possessions. Most clans
are happy to hire rogues from outside their clan, as long as they

Nepotism*®. Your parents get you a job as an Imperial
Bureaucrat. Although you have to meet the requirements of
your chosen profession to get and keep the job, you'll never
have to make an INT/PER roll for it.
550 Suave, You're just too smooth. Add +1 to your Social SV.

Drafted! The Blue Berets think you're going to make an excel-

lent soldier. Hopefully they're not wrong. Any requirements
are waived, but you still have to make your INT/PER rolls
(although your first roll is waived, too). You can leave after com-
pleting your first two years, if you like, but you have to stick it
out until then.

elementary education. Raise all your basic abilities to meet

Paxton's requirements if they are lower.

2 3Nepotism'. Your parents get you a job at the Imperial
= Jbank. Although you have to meet the Entrepreneur requi-

rements to get and keep the job, you'll never have to make an

INT/PER roll for it.

Financial Whiz+. Give this kid a calculator. You are admitted to
4Wexford for a four year program. Raise your INT to 13 if it's
lower.

Computer Whiz. In the custody of others, it's just a hunk of

inert silicon, but in your hands, that computer can work magic.
Add +2 to your Computer SV,

Slender Body. The Smythes are noted for their waiflike build.

Add +1 to all Movement SVs.

SMYTHE SPECIAL EVENTS SUBTABLE

1D6 SPECIAL EVENT

A Discrepancy! Some of the money you are either in care of or

responsible for has gone missing. You must make up a loss of
1000 Sterlings immediately or be sacked (see result 9 on the main
table).

Strong Will. Unending disputes with customers or superiors

has hardened you. Add +1 to your MST.

Night School. You've been taking classes on the side. Make two

free skill picks from the Communications field of expertise.

Nepotism®. Your parents get you a job at the Imperial bank.

‘Although you have to meet the Entrepreneur requirements to
get and keep the job, you'll never have to make an INT/PER roll for
it.

Good Business Sense*. You seem to have a penchant for the

family business, and the clan could use you. You may attend
Wexford if you like. Raise all your basic abilities to meet Wexford's
requirements if they are lower.

Drafted! The Sterlings think you got what it takes. Hopefully

they're not wrong. Any requirements are waived, but you still
have to make your INT/PER rolls (although your first roll is waived,
too). You can leave after completing your first two years, if you
like, but you have to stick it out until then.

know that doing so won't anger any of
their closest allies. During the hiring pro-
cess, rogues often have to go through
the same extensive background check
that anyone outside of the hirer's clan
would have to endure, particularly if it's
for a position of any trust.

Some rogues decide to leave
Imperial altogether. This does not chan-
ge their Imperial citizenship unless they
decide to renounce it or are convicted of
treason against the megacorporation. As
most people see it, they've simply opted
to work in a different venue than the one
they were raised in.

old friend Waldo Stratford. A rogue like
him, Waldo had been Jocke’s navigator
since they'd been booted from the Impe-

rial navy together. That had been over

't gotten much poorer, ei
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you, whether by accident or b

And then they could sc

art leapt info
his throat. A quick ified it as
the people they'd been waiting to ren

dezvous with, and he breathed a long

Jocko got out of the ship and started
walking toward the middle of the field
where he could await his customers. The
guns he had in his hold were
illegal. They were just unregistered,
which made them extremely valuable to
a certain kind of people.

Within minutes, the lome occupant of
the Bauhaus ship

strolling 55

the field, an eager look on his well-tan-

ned face. His blue eyes twinkled beneath
his closely cr white-blond hair as
he flashed a perfect smile at focko and
offered his hand. Jocko shook it.

«You have the merchandise?s the
Bauhauser asked, already knowing the
answer. Jocko nodded.

And you are, as we agreed, alone?s

away what little insurance he hod.
you have my money?»
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Il_l' I'JIIH.'I'P‘.'r too wide f
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be no money for you to

Mr. Rourke. Just a slow and painful







IMPERIAL ADOLESCENCE EVENTS TABLE

2D20 ADOLESCENCE EVENT
DISOWNED*. You stand accused of a horrible crime against your
clan. Whether its true or not, you are officially kicked out of your
family until you can somehow clear your name. Due to the nature of
the crime, no other clan will take you in, either. You are a rogue.
GENETIC DEFECT*. Looks like your parents were a wee bit too
closely related for your own good. Constant interbreeding wit-
hin a small gene pool will do that. Reduce your MST, COR and INT
by 2 points each.
DISABLED*. A horrible accident almost cripples you. Read your
movement allowance from the line above the normal on the
Combat Statistic Table.
DISEASED*. A childhood illness forever alters your body. Roll
1d4. 1=Bones Damaged. You simply don't take damage very
well. Subtract -5 points from your total Body Points. 2=Weakened
Constitution. In pressing situations you tend to do strategically
disadvantageous things, like passing out. Your actions per round
should always be read from the line above the normal on the
Combat Statistics Table. 3=Brain Damage. Quite frankly, you're
not too swift. Your Defensive and Perception Bonuses should
always be read from one line above the normal on the Combat
Statistics Table. 4=Reflexes Dampened. You're a sharp enough
person, but for some reason, the world always seems to be pas-
sing you by. Take a —1 penalty to your defensive and offensive
bonuses.
SWITCHED AT BIRTH=. Although born to the core family of your
'clan, you were exchanged for a member of one of your clan’s
affiliated families in the infant ward of an Imperial hospital. While
core family blood may run in your veins, you're not aware of it.
Your social standing is as low as it can be for an affiliated family in
your clan.
CRIME COMMITTED. Guilty or not, you are convicted
for committing a serious crime. You are sentenced to 1d6+3
years in a labor camp. Add these to your normal starting age of 16.
Also add +3 to your STR, PHY and PER, but take -1 from your COR,
INT and MST. Plus you get +4 to Brawling. Also, see result 9.
MINOR CRIME COMMITTED. You are found guilty of a minor
8crime and are sentenced to 1d3 years in jail. Add these to your
normal starting age of 16. Also add +1 to your STR and PER and
+2 to Brawling. Take -1 from your PHY, and see result 9.
CRIMINAL RECORD. You've been convicted of taking part in
some criminal act and have a large, red circle around your
name in your permanent record, This will dog you for the rest of
your life.
1 MARTIAL ARTS TRAINING. You've always liked to fight, and
now you know how to do it well. You get +1 in all Combat
SVs and may make a free skill pick in the Combat field of expertise.
Also, add +2 to your PER.
] WILD TALENT. You suddenly find yourself capable of affec-
ting things with your mind. You can cast a single spell of the
Art of your choice. You immediately receive an invitation to join
the Brotherhood as an Inquistor or Mystic. If you refuse, you will
be hunted as a heretic and must immediately begin your adventu-
ring career as a rogue.
] BETRAYAL? You are offered an opportunity to defect from
your clan over to another. Roll on the Clan Table to deter-
mine which clan has made the offer. If you accept it, you are dis-
owned by your old clan. In your new clan, you have the social stan-
ding of someone in an unnamed affiliated family (if possible).

] 3 20Roll on your clan’s Adolescence Event Subtable.

2 GIFTED STUDENT*. For some reason, your elementary edu-
cation just clicked. Take another round of the same kind of
schooling you just completed for free.

ANATOMICAL SIXTH SENSE*. You instinctively know where
2 and how to hit people so it hurts them most. Add +1 to
your offensive bonus.

SUPERB SENSES. Your senses are extraordinarily sharp. You
23get +1 to your Perception and Avoid rolls.

STRONG WILL. Once you set your mind to something, not-
24hing can stand in your way. Add +1 to your MST and +3 to
your Interrogation SV.

2 CHARISMATIC VOICE. When you talk, people listen. Raise
5your PER and all your Communications SVs by +2.

2 GOOD BODY CONTROL. You know just where every part of
your body is at all times, and you know how to make them
move just right. Add +1 to your COR and +2 to your Movement
SVs.
2 CONTACT WITHIN A MEGACORPORATION. You have a contact
within one of the other megacorporations. Roll 1d4.
1=Mishima, 2=Capitol, 3=Bauhaus, 4=Cybertronic. The GM
decides how the contact works, but it should be a considerable
advantage whenever the character wants information about the
corporation’s doings or wants an entrance pass to a corporate
building, etc.
28CONTA.CI' WITHIN A DIRECTORATE OF THE BROTHERHOOD.
You have a contact within one of the four Directorates. Roll
1d6. 1=Inquisition, 2 or 3=Administration, 4 or 5=Mission,
6=Mystics. The GM decides how the contact works, but it should
be a considerable advantage whenever the character wants infor-
mation about that particular Directorate's doings or wants an

entrance pass to a Directorate building or needs help when run-
ning afoul of that Directorate, etc.
2 CONTACT WITHIN A CLAN. You have a contact within one of

the other clans. Roll on the Clan Table to see which clan it's
in, and then roll on that clan’s Family Table to determine which
family it's in. The GM decides how the contact works, but it should
be a considerable advantage whenever the character wants infor-
mation about that family's doings or wants an entrance pass to a
clan building, etc.

CONTACT WITHIN THE CARTEL. You know someone in the
3 Cartel. To a limited extent, this contact can be used to find
out information about any of the megacorporations, as well, or
even about a Directorate of the Brotherhood.

RESISTANT TO PAIN. You're tough. No matter what anybody
3 throws at you, you can take it. Add +1 to your BPs in each
body part.

TOP OF YOUR CLASS*. You were so proficient in your studi-
3 es, that your employers in your first chosen profession see
no reason to test you straight out of your apprenticeship. You
don't have to make an INT/PERMST roll for your first trial. You
pass it automatically. Congratulations,

SEE THE LIGHT. You have an epiphany. You now have a
3 strong understanding of the Brotherhood's role as the
savior of the universe. Raise your MST by + 1. You also receive an
invitation to join the Brotherhood as a Missionary.
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FOIL A PLOT. You manage to prevent harm from coming to

3 our clan. Raise your social standing by 1.

3 INFLUENTIAL GODPARENT. Your godparent has connec-
tions everywhere. The First time your try to get a job,

there are no requirements at all. You just have to make the

INT/PER roll to keep it.

NAMED THE HEIR TO YOUR FAMILY*. When the current
36head of your family dies, you have been named to take
over. Of course, this is a lot of responsibility for one so young, but
you've probably got several years ahead of you before you have to
worry about it. Still, people look at you differently now. Raise
your social standing by +3.

EXPERIMENTAL SUBJECT*. You volunteer to take part in a
3 secret medical experiment which happens to succeed. Roll

1d6. 1=+5 to your STR; 2=+5 to your INT; 3=+5 to your MST;

4=+5 to your PER; 5=+5 to your COR; 6=+5 to your PHY.

3 LUCKY STIFF. You win a fortune on the lottery. Raise your
social standing by 3. You are now independently wealthy of

your family.

39GF]'ED BODY. Add +3 to any one basic capability.

4 COMMANDO TRAINING*. You are picked to be part of your

clan’s most elite special forces. You spend four years in an
ultra-intense program at Paxton (add these four years to your star-
ting age of 16). Due to your extra-special training, add +2 to each
of your basic abilities (except for PER which you add +5 to) and
make 2 picks from each field of expertise plus 4 free picks. Also,
add +2 to your social standing.

IMPERIAL SPECIAL EVENTS TABLE

2D20 SPECIAL EVENT

DISOWNED*. You stand accused of a horrible crime against

your clan. Whether its true or not, you are officially kicked out
of your family until you can somehow clear your name. Due to the
nature of the crime, no other clan will take you in, either. You are
a rogue. See result 9, too.
3BONE DISEASE*. This is what comes from spending too much

time in space. Subtract 5 from your total Body Points. An ope-
ration to fix it would cost about 50 grand. Also, see result 9.
4DISABLED* . A horrible accident almost cripples you. Read your

movement allowance from the line above the normal on the
Combat Statistic Table. An operation to fix this would cost about
100 grand. Also, see result 9.

INVOLVED IN A SERIOUS CRIME. Guilty or not, you are convicted

for committing a serious crime and are sentenced to 1d6+3
years in a labor camp. Add +3 to your STR, PHY and PER, but take
-1 from your COR, INT and MST. Plus you get +4 to Brawling.
Also, see result 8.

MINOR CRIME COMMITTED. You are found guilty of a minor

'crime and are sentenced to 1d3 years in jail. Also add +1 to
your STR and PER and +2 to Brawling. Take -1 from your PHY,
and see result 8.

SPEEDING TICKET. You are fined a small amount for a petty
7crime. it was nothing serious, but it was the excuse your supe-
riors have been looking for. See result 8.

CRIMINAL RECORD. You've been convicted of taking part in
Ssome criminal act and have a large, red circle around your
name in your permanent record. This will dog you for the rest of
your life. You are sacked immediately and must start your adven-
turing career right away. Your social standing is reduced as low as
it can go.

SACKED! Intrigue or a mistake causes your to lose your job.
9Yuu will be on the dole for 1d3 periods of 2 years each unless
you start your adventuring career right away. Alternatively, you
can join the Brotherhood as a Missionary. (See The Brotherhood.)
-l INTENSE EDUCATION. You got involved in an intensive, hol-

istic crash course education program. Subtract two years
from your age or spend a two year development round for free.
-l 1 PART OF UNEMPLOYMENT PROGRAM®. Should you ever

become unemployed for any reason whatsoever, you may
automatically choose to become a student instead of going on the
dole. You still have to make the new INT/PER roll, of course, but at
least it’s another chance.

BETRAYAL? You are offered an opportunity to defect from
1 2y0ur clan over to another. Roll on the Clan Table to deter-
mine which clan has made the offer. If you accept it, you are dis-
owned by your old clan. In your new clan, you have the social stan-
ding of someone in an (unnamed) affiliated family.

1 3 2 ORDII on your clan’s Special Events Subtable.

2 <l 2 8ROII on your profession’s Special Events Subtable.
-

CONTACT WITHIN A MEGACORPORATION. You have a con-
2 tact within one of the other megacorporations. Roll 1d4.
1=Mishima, 2=Capitol, 3=Bauhaus, 4=Cybertronic. The GM
decides how the contact works, but it should be a considerable

advantage whenever the character wants information about the
corporation’s doings or wants an entrance pass to a corporate
building, etc.
3 CONTACT WITHIN A DIRECTORATE OF THE BROTHERHOOD.
ou have a contact within one of the four Directorates. Roll
1d6. 1=Inquisition, 2 or 3=Administration, 4 or 5=Mission,
6=Mystics. The GM decides how the contact works, but it should
be a considerable advantage whenever the character wants infor-
mation about that particular Directorate’s doings or wants an
entrance pass to a Directorate building or needs help when run-
ning afoul of that Directorate, etc,

CONTACT WITHIN A CLAN. You have a contact within one of
3 the other clans. Roll on the Clan Table to see which clan it's
in, and then roll on that clan’s Family Table to determine which
family it's in. The GM decides how the contact works, but it
should be a considerable advantage whenever the character wants
information about that family's doings or wants an entrance pass
to a clan building, etc.

CONTACT WITHIN THE CARTEL. You know someone in the
32Caml. To a limited extent, this contact can be used to find
out information about any of the megacorporations, as well, or
even about a Directorate of the Brotherhood.
3 SEE THE LIGHT. You have an epiphany. You now have a

strong understanding of the Brotherhood's role as the
savior of the universe. Raise your MST by + 1. You also receive an
invitation to join the Brotherhood as a Missionary.

FOIL A PLOT. You manage to prevent harm from coming to
3 our clan. Raise your social standing by 1,

PROMOTION. Be proud of yourself. You earned it. Add +3
3 5t0 your social standing and PER.

6NAMED THE HEIR TO YOUR FAMILY*. When the current
3 head of your family dies, you have been named to take
over. Of course, this is a lot of responsibility for one so young, but
you've probably got several years ahead of you before you have to
worry about it. Still, people look at you differently now. Raise your
social standing by +3.

EXPERIMENTAL SUBJECT*. You volunteer to take part in a
3 secret medical experiment which happens to succeed. Roll
1d6. 1=+5 to your STR; 2=+5 to your INT; 3=+5 to your MST;
4=+5 to your PER; 5=+5 to your COR; 6=+5 to your PHY.

LUCKY STIFF. You win a fortune on the lottery. Raise your
3 social standing by +3. You are now independently wealthy
of your family.

POWERFUL, FANATIC ENEMY*. Somehow, you manage to
3 get yourself a deadly enemy who unfortunately happens to
be quite powerful. It could be just about anybody, and at first, you
might not even know someone's mad at you. Don't worry, though.
You'll find out soon enough.

COMMANDO TRAINING*. You are picked to be part of your
4 clan’s most elite special forces. You spend four years in an
ultra-intense program at Paxton (add these four years to your star-
ting age of 16). Due to your extra-special training, add +2 to each
of your basic abilities (except for PER which you add +5 to) and
make 2 picks from each field of expertise plus 4 free picks. Also,
add +2 to your social standing.
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HUNTING
BASIC CAPABILITY: (INT+COR)2

This is the ability to track and kill animals, although it can be
applied to finding humans as well. It involves not only knowled-

KNOWLEDGE ABOUT

IMPERIAL

BASIC CAPABILITY: INT

Users of this skill have thorough knowledge about the Imperial
megacorporation. They know all about its history, how it works,
who holds the highest posts, the positions of the clans, etc.
This helps them to work through the bureaucracy and avoid
making social blunders. This skill can also be taken for an indivi-
dual clan.

SPACECRAFT PILOTING

BASIC CAPABILITY: INT
Whereas the flying vehicles skill covers keeping cool under pres-
sure while in space or the air, this skill allows a person to simply

ge about how creatures live and hide, but the capability of sne-
aking up upon them stealthily as well. This is most often used
for sporting, but it can come in handy in plenty of other
situations too.

pilot a spaceborne vehicle. Without it, when you sit in the cap-
tain's chair, you simply won't have the first clue as to how to use
the controls or what the meters and readouts mean.

SPACE NAVIGATION

BASIC CAPABILITY: INT

It's one thing to get a spacecraft moving, but it’s another thing
entirely to know how to get where you want to go. The navigator
and the pilot work together closely to handle these delicate mat-
ters so flawlessly that their passengers will feel as safe as if they
had never left the atmosphere. Some individuals possess both
skills, but most spacecraft have a person for each job. They both
take quite a bit of concentration, and performing this sort of dou-
ble duty is more than many people can handle.

When choosing your skills, be sure to keep in mind everything
you've already determined about your character up to this point.
Pick skills that fit in with the character's clan and profession, as
this will make the character seem more like he or she is supposed
to be. After all, what would a ranger from Clan Dunsirn be without
the Hunting and Rifles skills? Or a Paladine bureaucrat without the
Administration and Knowledge of Imperial skills?

The key is to make sure to emphasize your personal strengths
while avoiding your weaknesses. If you have a low INT, stay way
from technical skills. If you have a high MST, maybe you should
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SELECTING SKILLS AS A
GROUP

One of the reasons adventurers travel in groups is because its
nearly impossible for one person to be able to do it all. The best
warrior in a group is rarely the best negotiator, and even amongst
negotiators, there tends to be a great deal of specialization. Be-
ginning characters simply don't have enough skill picks for each of
them to be able to cover every last detail that might crop up.

When forming a group of characters, all of the players should
get together to talk about what kinds of characters they each
want to play and how they see these characters fitting into the
group. With the GM's help, you should be able to spot any poten-
tial weaknesses in the group's makeup. Then, while selecting the
characters’ skills, you should be able to plan to fill each of these
holes carefully.

There are certain types of characters you ought to be trying to
generate. You'll need a smooth talker or two to help investigate
things, and there should be a sneaky person to help out with gath-
ering information in quasi- or illegal manners. And once every-
thing hits the fan, you'll need some bruisers to help you put your
money where your mouth is. In the futuristic world of Mutant
Chronicles, you should concentrate more on gun skills than hand-
to-hand combat. Guns are the great equalizers, and a top level
swordplayer can be taken down by a rookie with an M606 light
machine-gun.

Of course, this won't always apply. Guns simply aren’t allowed
in some places, especially for unauthorized personnel, which the
characters will often be. In these cases, Wolfbane Close Combat
Techniques can be a deciding factor in any sort of brawl.

If at all possible, you should have at least one member of the
group act as a doctor or medic. This type of character is essential
on missions when the characters are in the field for a long time, far
away from ambulances, hospitals or any other kind of aid. If possi-
ble, make sure you have a backup healer, just in case your primary
one becomes incapacitated.

Particular adventures may call for certain types of specialists as
well. For this reason, it's smart to have each of the group’s charac-
ters concentrate on a sub-specialty. This may be anything from Fly-
ing or Driving Vehicles to Social or Dealing to Mechanics or Elec-
tronics. The need for these skills may not arise every adventure,
but when it does, if even just one person in your group has them,
you'll be prepared.
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While Fukido was built by Mishima, it was Imperial that has made
it great in the generations since it was opened to leasing by out-
side parties. The people of Mishima never dreamed that the Im-
perials would swoop in and lease it all up as a lot in the way that
they did. They figured that the 100 year leases would be too
short-term for long-viewed companies like their megacorporate
rivals. They figured wrong.

The clansfolk had long been jealous of the fact that each of
the other megacorporations had a homeland when they had none.
Just because they had come along later than the others, they were
shut out. The others did their best to keep them away, but
Imperial was patient when it had to be and voracious whenever it
could be.

The Imperial plan to gain some sort of base from which they
could safely run their operations started out as a slow but
methodical settling of lands that nobody really wanted. True, the
lands, like those arid sections of Mercury they colonized, were of
little immediate use to anyone, but after several decades of polis-
hing and refurbishing, they were suddenly prime real estate.
When enough areas like this could be strung together, the Im-
perials would have their homeland.

Unfortunately, it was a fairly obvious ploy, and the other
megacorporations picked up on it right away. Simply to put a burr
under Imperial’s collective saddle, they put a stop to their strate-
gic accumulation of land for their future's sake. They simply ensu-
red that they would retain the rights to crucial stretches of land,
like those with water rights, without which the Imperial lands
were rendered mostly useless.

From the very start, the Imperials had problems with Mishima.
They coveted their holdings on Mercury, as not only were they full
of riches, but they were far away from the threat of the Dark Le-
gion, as far away as humans could get without being swallowed by
their sun. And once Imperial decides it wants something, it rarely
delays in going after it.

Apart from Luna, there is no other city that is home to more
Imperials than Fukido. The city has a cosmopolitan flair that even
surpasses that city on the moon. After all, where Luna is old and
forbidding, Fukido is inviting and new, a city ripe with possibiliti-
es like an untasted, forbidden fruit.

Since the Imperials have taken over, the Fukido economic sys-
tem has become the closest thing to pure capitalism ever found.
Since they're positive they're going to be booted out once their
hundred years is up, the Imperials have never seen any need to
regulate anything. And so the hucksters, scammers, con artists
and investment bankers fell upon it like sharks on a bleeding
swimmer, Money and influence flow freely through Fukido’s build-
ings and streets like gas and electricity might run through an-
other. It's a city of limitless chances, a place where literally anyt-
hing can be had...for a price.

Law enforcement is a matter of personal duty on Fukido. If
you feel someone has wronged you, it's up to you to hire someo-
ne to exact whatever penalty you see fit. While members of the
megacorporations enjoy the protection of their employers, free-
lancers and other people aren't nearly so fortunate.

As a result, nearly everyone in the city is armed at all times,
Sure, it’s illegal in the strictest sense of the word, but if you want
to carry a gun, who's going to tell you different?

All this hardware hanging around has had a horrible side-
effect on the city's violent crime rate, making it the murder capital
of the system. Time after time, innocent disagreements that might
have elsewhere escalated into brawls become lethal gunfights in
Fukido. True, the privileged rarely have these sorts of dis-

agreements, but out on the city’s naked streets, life is cheap.

Those who live in Fukido's alabaster towers are generally
unaffected by such things in their daily lives. They regret the loss
of human life from a purely statistical point of view, but they feel
that there's little they can do to stem the tide of violence they're
facing. As such, they just live their lives in their sheltered areas,
high above the city's lower levels.

The city’s towering skyscrapers are interconnected by a series
of ramps and walkways which make it unnecessary for those of
the upper dlass to even have to walk through the city's underbelly.
Sometimes those walking above pause to spit on those beneath
them, but only if they want to be responded to with a fast-rising
barrage of lead slugs. As you might guess, the distinctions be-
tween the haves and have-nots are sharper in Fukido than they are
anywhere else,

About the only people who can traverse both realms effort-
lessly are the members of the Brotherhood. Everybody keeps their
nose clean when they see one of the Cardinal’s brethren ap-
proaching down the street, whether its on ground level or soaring
between the towers high above. No one wants to risk being hau-
led in for heresy. Wrongful or not, many people don’t survive the
experience, and those that do are often altered forever,

The Cathedral here at Fukido was the last one built, and it was
raised soon after Imperial’s mass arrival in an effort to bring the
Cardinal in to the situation arising between Mishima and Imperial.
The ploy worked, and the Cardinal pleaded on behalf of Imperial
for Mishima to honor their contracts with their new tenants. They
were, after all, legally binding. To refuse to acknowledge and go
along with that would cast doubt on any future dealings Mishima
wished to have with anyone, If their contracts meant nothing to
them, who would trust them with anything?

The Mishiman Overlord at that time saw wisdom in the
Cardinal's words and backed down from a potentially long and
bloody confrontation with the Imperial squatters. In time, the
rights for the properties would revert back to Mishima, and then
they would be able to enjoy all of the improvements the Imperials
had made to the city. Mishima may not have banked on the
streets of Fukido running so freely with blood, but one must
always take the good with the bad.

Imperial's lease will be up soon, and then Fukido’s real trouble
will begin. Already most of the scum on the streets have plans for
relocating their operations greener pastures for fear of being
caught in the middle of a war zone should the Imperials refuse to
leave once their time is through. They've made a number of incre-
dible investments in this city, and few people believe that they'll
be willing to give them up just like that, no matter what Imperial's
official stance may be.

Most of the refugees are finding their way into Longshore,
giving the Mishimans a taste of what they're in for in Fukido,
even should the city be given back to them voluntarily. So far,
they don't really like what they see, but honor is at stake here,
and they're not likely to give up such prime real estate without
a fight.

To the Imperials, possession is nine tenths of the law. Most of
them have vowed, albeit quietly, that Mishima is going to have to
drag them out of there in a body bag. For many of these men and
women, Fukido is the only life they've ever known, and they belie-
ve, rightfully or not, that they city is theirs to do with as they
wish. If the Mishimans really wanted it, they never would have let
the Imperials get their hands on it in the first place, badly written
contracts or not. And now that they're in, it's going to take more
than the Mishimans got to get them out—they hope.

/. VENUS

Imperial has literally dozens of settlements on Venus, many of
them formerly under Bauhaus control. Ever since its founding as a
megacorporation, Imperial has been constantly looking to expand
its holdings, and sometimes, fairly often in fact, it looked to lands
already developed by its competitors. Due to the fact that Venus is
close to many clans’ bases of operations on Luna, it was only natu-

ral that Imperial focus the largest part of its attentions there, That,
and the fact that Imperial had little desire to embroil itself in an
ongoing war with mighty Capitol.

Make no mistake, the men and women of Bauhaus stood
determined to fend off the Imperial attacks at every turn, but they
were more concerned with the encroachment of the Dark Legion



than they were about the loss of a few isolated settlements. Of
course, over time the lost settlements became launching pads
from which Imperial could go after even more Bauhaus holdings,
and there were suddenly more than just a few outposts at stake.

Considering themselves to be too civilized to strike back
against another corporation, Bauhaus turned to diplomatic chan-
nels to air their grievances against Imperial, at least at first. It
soon became clear that the Cartel, being an organization that
existed almost entirely through its members’ mutual consent, was
going to do nothing about the problem. Imperial simply vetoed
any resolutions brought against them, and there was little else the
Cartel could do.

Relations between Imperial and Bauhaus improved after a
long, cold period. This occurred soon after the Dark Legion began
making raids against the Imperial's newly claimed holdings. Sud-
denly, Imperial and Bauhaus were tossed in the same boat with
each other, and relations warmed as they began to systematically
coordinate their defenses against the hordes of Legionnaires
streaming out of the Venusian citadels.

It was time to use special anti-Legion forces like the legendary
Blood Berets. They comported themselves well in the field against
the Dark Legion. Their kill ratio was well into the double digits.
While these clansfolk may not have been able to overcome the
two company's pasts and win Bauhaus's friendship, they did
manage to earn their respect.

Imperial has never really been friendly with any other corpora-
tion, though. The clans have a hard enough time getting along
with each other to bother expending their precious energies offe-
ring olive branches to outsiders. The raids on the Venusian pro-
perties angered Bauhaus. The taking of Fukido infuriated

, TEROIDS

Although united under a common banner, the Imperial clans
are generally solitary, joining together almost exclusively
through the function of such devices as the Serenity, the Par-
liament and the defense forces. Other than that, they tend to
keep to themselves, and nowhere is this more evident than in
their choice of homes.

Every clan, without exception, has some sort of home in
the asteroid belt. While these homes might have begun as
mines or farms, they have since developed into something
much more important than that. They are the places where the
clansfolk unite on holidays and for other special occasions to
remind themselves that they are, in fact, family, and that fami-
ly is what it's all about.

Although some of the homes are limited in their mag-
nificence by the size of the rock on which they are situated,
others seem to go on forever. Several of the asteroids in the
belt are the size of small moons, and these bits have more
than enough space upon them for even the most luxurious
homes. The greatest example of this is the home of Clan Pala-
dine: Victoria.

Literally hundred of asteroids are inhabited. If there’s
enough space to land a ship on it, it's probably got some Impe-
rials on it. Full sets of encyclopedias have been written on
these places alone, their inhabitants and their different
environments.

IEMANSLAND '

The largest and most important of all the asteroids is far and away
Victoria, although one other is constantly cropping up in dis-
cussions all across the system: Diemansland. This settlement star-
ted out as a prison colony in Imperial's early days, but it has since
turned into a thriving society all its own. It is unique in that al-
most all of its native inhabitants are rogues, men and women wit-
hout a clan to call their own, since their ancestors were disowned
before being exiled to this lonely rock.

Over the years, Diemansland has been converted from a bar-
ren mining colony to beautiful resort area. On the inside of the
belt, it has a unobstructed view of the sun, and because of this,
has wonderful weather nearly all year long. In the time of the Sad

Mishima, but at least no major battles were met because of it. It
had been, after all, legal and above board in every sense. And
while the Imperials do have some border skirmishes with Capitol
from time to time, they have yet to truly bring down the wrath of
Capitol on their collective heads. This is probably mostly due to
the arrival of a juicier, more acceptable target on the economic
field of battle.

When Cybertronic entered the megacorporate playing field,
Imperial finally had someone that was in a strategically worse
position than they. The fact that Cybertronic didn't emulate
Imperial's acquisition techniques only made taking the new
corporation’s properties away from them all that much more desi-
rable. Plus, since many Cybertronic employees formerly hailed
from Bauhaus, Imperial already had a lot of experience in dealing
with these sort of people on a number of different bases.

Imperial went after Cybertronic like a starved dog after prime
beef, and it was the Brotherhood that let the one corporation
loose on the other. Soon after Cybertronic became an overnight
success, the Cardinal declared that he suspected that the compa-
ny was somehow being controlled by the Great Darkness. This
was all the excuse that Imperial, ever a great follower of the Cardi-
nal, needed to turn all of its attention on bringing Cybertronic
down. If they could enrich themselves in the process, such were
the spoils of war.

Because of the solid presence on the planet of their three gre-
atest foes—Bauhaus, Cybertronic and the Dark Legion—
Imperial’s time on Venus has always been marked by war. This is
just fine with them, though. Although they mourn the life of each
clan member lost, it's exactly these sorts of operations that keep
their military-based economy rolling on.
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Struggle, Diemansland’s prison colony status was lifted, as most
of the incarcerated fought on the side of the Murdochs. Those
that survived were granted full amnesty.

Ever a lawless community, the removal of the security systems
on Diemansland did nothing but transform it from a place of gen-
tle quietude to a raucous getaway for the system's dregs nearly
overnight. Gambling consortiums moved in as quickly as they
could, and before anyone could say, «Now, hold on a
minute,» organized crime had established a firm foothold on the
asteroid's shores.

Clan Morgan handled almost all of the asteroid’s legitimate
gambling concerns, and they knew how to do it right. Quickly as
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he Ministry of War coordinates the preparation, supply

and use of all of Imperial's armed forces, even those

special forces overseen by individual clans. It's the
ministry’s job to ensure that Imperial citizens and interests are
well-defended against any military attack, as well as to plan and
execute—or at the very least, clear—any attacks to be made by
Imperial soldiers.

At least, this is the way it's supposed to work. In reality, the
ministry has a great deal of power over the defense forces, which
are wholly under its control, but very little to say about the ac-
tions of each clan's special forces. This goes back to the need for
each clan to be able to exercise its own military as an indepen-
dent organization. While most clan’s special forces will respond
to a call to duty by the ministry, there is little the ministry can do
to prevent those forces from performing actions on their own
accord.

Unfortunately, this means that the ministry often has little
hope of using the clan’s special forces in operations it deems
necessary. While this does happen from time to time, it's impossi-
ble for the ministry to be able to depend on the fact that a clan’s
special forces aren't already engaged in a different operation
when the ministry needs them. As such, the ministry exercised its
power and went ahead to form a number of special forces units of
its own, independent of any clan, at least in name.

These special forces work in close concert with the defense
forces in order to achieve specialized goals. The Blood Berets, for
instance, are almost exclusively used against the Dark Legion on
Venus, while the Wolfbanes are more comfortable on Mercury or
Mars.

The special forces of each clan are discussed in brief in the sec-
tion «The Clanss. Turn there for more information about each of
these elite organizations. This chapter concentrates on those spe-
cial forces that serve directly under the Ministry of War.

THE IMPERIAL NAVY

One way the ministry manages to exert some control over how the
clans’ special forces are employed is by its total control of the
ships that are used to transport forces and heavy weapons
through the void. In short, they control the Imperial navy, and if a
clan wants to get its special forces from one place to another, it
has to call on the navy to move them.

While some of the wealthier clans have managed to circum-
navigate such restrictions by outfitting a small navy of their
own, this is the exception rather than the rule. It costs a lot to
maintain a navy, and the burden of this expense is shared by
the clans. To duplicate such an effort, is cost-inefficient, to say
the least.

The navy also handles pursuit and combat with Dark Legion
ships in the void, although such encounters are rare. The Dark
Legion is good at avoiding combat in the void, as most of their
ships are troop transports, and they wisely do not wish to risk
losing their troops in a fight that would gain them little land or
power. From time to time, the Dark Legion has made a stab at at-
tempting to dominate the void, but there's simply too much room
to patrol efficiently, so both sides generally just try to work
around each other in this frigid no-mans-land.

HER SERENITY’S

AIR FORCE

The ministry also controls Imperial's air force, which handles
atmospheric transport and combat. Again, while some clans have
amassed air forces of their own, most do not see the point of
wasting valuable resources on something they have already paid
for a share of. The sheer cost of pulling together such a massive
organization is staggering, and therefore best left to the
megacorporation as a whole,

The men and women that serve in the air force are crack
pilots, one and all. The ministry simply refuses to use anyone else.
There's too much riding on each mission in terms of money and
human lives.

HER SERENITY’S LIFE
DRAGOONS

This special forces unit is unique in that it rarely sees any sort of
traditional military combat. Still, they are by far the most valorous
troops Imperial has to offer. They recruit solely from the ranks of
other special forces, and they take only the best. Once soldiers
join the ranks of the Dragoons, they renounce their clans and have
no allegiances but to the Serene family itself.

They are trained almost exclusively for urban combat, somet-
hing they run into often in their stated mission of protecting Her
Serenity from any and all threats. Their field fatigues are all-black,
bullet-proof coveralls, but they're most recognizable in their dress
uniforms: red jackets over black pants and boots accompanied by
the traditional Dragoon bearskin hat.

The Dragoons comprise five regiments: the 1st Old Guards,
the 2nd Young Guards, the 3rd Armored Cavalry, the 4th Serene
Dragoons and the 5th Serene Lancers. These provide the Serene
family with almost 10,000 troops of personal bodyguards. The di-
vision is stationed on Luna, but troops can be found wherever
their duties take them. Many are permanently stationed at the
Paladine Palace on Victoria, far from the Dragoon's military base
on the south side of Luna's Perimeter.

THE BLOOD BERETS

The Blood Berets are arguably the most notorious special forces
unit of all time. Their flamboyant destruction of a Dark Legion
infiltration of a Bauhaus settlement on live television captured the
hearts and minds of people all over the system, not just Imperials.
This still holds true today, more than a century later, as the orga-
nization's reputation has only grown larger and bolder,

The Blood Berets were the first special forces combat unit to
be formed exclusively to fight the Dark Legion. They were founded
by Clan Murdoch during the Venusian Crusade, long before
Imperial was formed, and they enjoy Murdoch patronage to this
day. The Blood Berets were possibly the only things attached to
the Murdochs that remained strong and capable throughout the
entire Sad Struggle. In the years since, the Blood Berets have
managed to stay mostly out of the Great Resentment, with a few
notable exceptions. In each case, charges of favoritism toward the
Murdochs were determined to be unfounded.

BATTLEFIELD
AWARDS
> are a multitude of Battlefield
s, mostly in the form of
5. Achievement Awards,
Wound Awards and Service Awards are
the most common types.

ACHIEVEMENT
AWARDS

Ten-heads Medal 15 awarded to a
soldier that has ten enemies
in battle. It is circular and iron,

i reath

of laurels, and

it has a red,
white and blue
rib
Hundred-heads
Medal is pure
gold with a sil-
ver wreath, and
the Thousand-
heads Medal is slightly larger with the
done in enamel and the wreath in
well.
xtraordinary Achievement Award
is given to the officer who has success
Jully commanded an extremely dange-
rous opera-
tion. They
are awarded
to the single
officer who
did the most
to make the
operation
come off pro-
perly, usually
a squad or
platoon com-
mander.
The Bravery in the Field Medal is
2 dier who has
ge in combat, pri-
marily by saving another soldier’s life at
great personal risk. It is a rare medal,
by far the
hardest to




















































