
Rayguns, Rocketships & Robots
SPACE EXPLORATION AND ADVENTURE IN THE YEAR 2000!

a supplement for Fantastic Heroes & Witchery

Misc Rules

Rolling Ability Scores

Roll 4d6 and discard the lowest die. Repeat five times 

and assign as desired.

Armor Class

A  character's  base  Armor  Class  is  equal  to  his 

Dexterity rating.

Luck

Characters  have  a number  of  Luck Points  equal  to 

1d4 + Charisma bonus. 

A character can spend a Luck Point to re-roll any dice 

roll, to gain a bonus of +1d6 to any roll, or to make a 

Saving Throw to avoid otherwise certain death. 

A character's  Luck  Points  are  replenished  (and  re-

rolled) after a full night's rest (at least six hours). 

Races

Andorians

Earthlings

Martians

Pleiadians

Reticulans 

Robots

Venusians

Classes

Doctor

Pilot

Scientist

Soldier

Technician

Skill List

Acrobatics  

Animal Handling  

Artistic Capacity  

Astronomy

Athletics  

Climb  

Deception  

Detection  

Engineering  

Escape Bonds  

Gaining Information  

Gambling  

Healing  

Knowledges  

Legerdemain  

Linguistics 

Navigate  

Open Locks  

Persuasion  

Pilot  

Poisons

Practical Abilities  

Riding 

Stealth  

Survival  

Tech-use  

Tracking  

Traps 

1



Races

Andorians

Andorians are a tall race with light blue skin, white hair and antennae 

on their heads. Psychologically they are cold and logical, with a harsh, 

Machiavellian  society.  Andorians  are  a  telepathic  race,  capable  of 

communicating  mentally  and  reading  others'  minds,  although  other 

Andorians are not susceptible to such intrusions. 

Andorians travel in sleek, interstellar cruisers and smaller, triangular-

shaped fighting ships. Though not their home planet, they are known to 

have a base upon Pluto. 

Racial Hit-Die: 1d8 (wound hit-points)

Lifespan: 400 years

Size: medium

Base speed: 12” (30 feet)

Attribute Adjust: +1 Int, -1 Chr

Earthlings
Earthlings have been exploring the solar system since 1954. Earth's six 

spacefaring powers are listed below.

Racial Hit-Die: 1d8 (wound hit-points)

Lifespan: 90 years

Size: medium

Base speed: 12” (30 feet)

Attribute Adjust: +1 bonus to a single, chosen ability score

United  States  of  America,  Union  of  Soviet  Socialist  Republics, 

European Federation (Germany,  France, Italy, Denmark,  Switzerland, 

Austria,  Sweden,  Spain,  Norway),  Royal  Commonwealth (United 

Kingdom,  Australia,  Canada,  New  Zealand,  India,  Hong  Kong), 

Japanese Empire and The People's Republic of China. 

Earthmen  travel  through  space  in  great  rocketships  and  maintain 

numerous space stations throughout the solar system. 

The United States of America
America has an enormous base on the Moon as well as numerous space 

stations scattered throughout the solar system between Venus and Saturn. 

The Union of Soviet Socialist Republics
The  USSR has  a  giant  space  station  in  geosynchronous  orbit  over 

Russia and has numerous smaller bases on the Moon, Mars and in the 

asteroid belt. 

The European Federation
Europe has a large space station in  stable  orbit  relative  to  Earth  (at 

Lagrange  Point  5),  and  research  stations  on  the  surface  of  Mars  and 

Venus. 

The Royal Commonwealth
The  Royal  Commonwealth  has  several  colonies  on  the  surface  of 

Venus, as well as a base on the Moon and another orbiting Mars. 

The Empire of Japan
The  Japanese  make  extensive  use  of  robots  and  unmanned  probes. 

Japan has a space station in stable orbit relative to Earth (at Lagrange 

Point  4),  manned  primarialy  by  robots.  Japan  also  has  solar  power 

stations  in  orbit  around  the  Earth,  which  they  use  to  transmit  to  the 

surface.

The People's Republic of China
China has a sprawling, domed city on the Moon, a large base on the 

surface of Venus, and numerous mining colonies in the asteroid belt. 

Martians

Martians are a short, oviparous, green-skinned race with bulbous heads, 

bulging  eyes  and  shark-like  teeth.  Psychologically  they  are  cruel, 

aggressive and vicious, with a brutal, hierarchical society. 

Martians travel in cylindrical rocketships, suspiciously similar in design 

to  those  of  Earth,  and dwell  in innumerable domed cities across  (and 

under) the Red Planet.

Racial Hit-Die: 1d6 (wound hit-points)

Lifespan: 80 years

Size: small

Base speed: 8” (20 feet)

Attribute Adjust: +2 Dex, -1 Str, -2 Chr

Pleiadians

Pleiadians are a tall, fair-skinned race with blue eyes and golden hair. 

Psychologically they tend to be serene and rational,  as  they generally 

possess overwhelming technical  superiority over would-be adversaries. 

Pleiadian society is governed by "the Law of the Cosmos", though little 

else is known about their culture. 

Pleiadians travel in silver or golden disk-like craft. Though thier native 

star-system is 424 light years away, the Pleiadians are thought to maintain 

a base on the Jovian moon Europa. 

Racial Hit-Die: 1d8 (wound hit-points)

Lifespan: 400 years

Size: medium

Base speed: 12” (30 feet)

Attribute Adjust: +1 to all ability scores
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Reticulans

Reticulans a mysterious race of synthetic, biological robots. They tend 

to be short and very thin, with bulbous, elongated heads and chalky gray 

skin,  and  are  apparently  asexual.  Apart  from their  large,  totally  black 

eyes,  they  have virtually  no  facial  features;  their  mouths  and  nostrils 

being  little  more  than  slits,  and  their  ears  vestigial  holes.  Nothing  is 

known about  their  psychology or  society,  although  they appear  to  be 

emotionless, and their motivations inscrutable. Reticulans are evidently 

telepathic, being capable of reading minds and mental communication, 

although their thoughts cannot be read. 

Reticulans travel in silver, saucer-shaped craft, and are believed to have 

a base hidden inside the Moon, as well as other, extra-planetary space 

stations. 

Racial Hit-Die: 1d6 (wound hit-points)

Lifespan: 150 years

Size: small

Base speed: 8” (20 feet)

Attribute Adjust: +2 Int, -3 Str, -3 Con, -3 Chr

Robots

Robots are humanoid automatons  imbued with  artificial  intelligence. 

They do not need to eat or sleep, being powered by a radioactive, internal 

battery.

Racial Hit-Die: 2d12 (wound hit-points)

Lifespan: 300 years

Size: medium

Base speed: 12” (30 feet)

Attribute Adjust: +2 Str, +2 Con, +2 Int, -3 Dex, -3 Wis, -3 Chr

Venusians

Venusians are a race of amazons with light green skin, and dark green 

to black hair. Psychologically they are basically similar to Earthwomen, 

though generally more  aggressive.  Venusians live in  walled city-states 

amidst the wild Venusian jungles.

Racial Hit-Die: 1d8 (wound hit-points)

Lifespan: 200 years

Size: medium

Base speed: 12” (30 feet)

Attribute Adjust: +1 Dex, +2 Chr, -2 Str

Classes

Doctor

Requirements: Dexterity 9+, Intelligence 12+, Wisdom 9+

(as Professional) see page 131 with the following modifications:

• Medical  Expertise:  Doctors  are  knowledgeable  in  all 

matters relating to medicine. They add their level +2 to all 

checks involving the following tasks:

• — Healing (Wis). First aid, treating a patient, diagnosing a 

disease, etc.

• — Knowledge (Int).  Knowledge  relating  to  biology, 

biochemistry and physiology.

• — Poisons (Int/Dex). Identify, brew or use poisons without 

risking poisoning. Recognize when a creature is poisoned, 

and know about possible antidotes.

Pilot

Requirements: Dexterity 12+, Intelligence 12+

(as Sky-Lord) see page 57

Scientist

Requirements: Intelligence 12+

(as Professional) see page 131 with the following modifications: 

• Science:  Scientists  exceptionally  knowledgeable  of  all 

aspects  of  science.  They  add  their  level  +2  to  all  checks 

involving the following tasks:

— Astronomy (Int). Knowledge relating to the stars and the 

cosmos. 

— Knowledges (Int).  Knowledge  relating  to  biology, 

chemistry, electronics, mathematics and physics.

— Tech-Use (Int).  Use and  repair  of  simple  and  complex 

technology. 

• Scientific  Improvisation:  At  2nd level,  scientists  gain  the 

ability  to  improvise  solutions  using  common  objects  and 

scientific  know-how.  This  ability  lets  them  create 

technological  items  in  a  dramatic  situation  quickly  and 

cheaply.  By combining  common  objects  and  various  spare 

parts with a successful  Tech-Use skill  check, scientists  can 

build  a  tool  or  device  to  deal  with  any  situation  (within 

reason). All sorts of temporary tools, weapons, mechanical or 

electronic devices, and more can be built with this ability. 
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Soldier 
Requirements: Strength 9+, Dexterity 9+, Constitution 12+

(as Rifleman) see page 55 with the following modifications: 

• Expert  Marksman:  Soldiers  are  excellent  riflemen, 

gaining a +1 bonus to attack rolls and a +2 bonus to damage 

with rifles.

• Outdoor  Skills:  Soldiers add  their  level  to  skill  checks 

related to the following tasks:

— Climbing (Dex). Scaling sheer surfaces, including walls 

and cliffs. If a rope and grappling hook are available and no 

immediate danger threatens, normally no die roll is needed 

in order to climb.

— Navigate (Int). Finding the fastest and safest route from 

one location to another.

— Stealth (Dex).  Attempts to remain unnoticed, including 

hiding and/or moving silently.

— Survival  (Wis).  Finding  food  and  shelter  in  the 

wilderness. 

Technician

Requirements: Dexterity 9+, Intelligence 12+

(as Fighting-Man) see page 130 with the following modifications: 

• Saving Throws: +2 Dexterity and Intelligence saves.

• Jury-Rig:  Technicians  can  make  quick  fixes  on  a 

malfunctioning  devices  when  they  lack  the  necessary 

components  or  time  to  do  the  job  properly.  They  just  slap 

together  spare  parts  and  makeshift  materials  to  manage  an 

effective  repair,  that  will  last  until  the  end  of  the  scene  or 

encounter,  where  any  malfunction  or  critical  damage  effect 

resumes.  This  requires  a  Repair  skill  check  at  normal  DC. 

However,  only  one  jury-rig  attempt  can  be  made  on  a 

malfunctioning  device,  and  afterwards  it  will  have  to  be 

repaired normally and permanently.

• Kick Repair:  At 3rd level,  technicians may call upon their 

luck  to  quickly  fix  problems  with  machinery.  Sometimes 

technicians  may  even  not  have  time  for  a  jury-rig  repair. 

When it happens, they can try to get malfunctioning devices 

in working order just by kicking, smacking, jiggling, oiling, 

or even verbally coaxing them. To use this ability, technicians 

must touch the item to be repaired, but don’t need to make 

any  Repair  skill  check.  The  device  will  resume  working 

properly  for  1d6  +  1/level  rounds,  before  malfunctioning 

again. At third level  technicians can use this ability 1/day; 

then 2/day at 7th level, and 3/day at 11th level.

• Sabotage:  technicians know  enough  about  machinery,  so 

they  may  discreetly  sabotage  them.  As  such,  instead  of 

merely destroying some part of the machine which could be 

repaired), they can subtly disable it, causing it to operate at 

reduced  capacity,  or  cease  to  function  (or  even  definitely 

break) after a certain time has elapsed. This takes a Repair 

skill check at a DC set by the GM.

• Scientific Improvisation:  At 2nd level,  technician gain  the 

ability  to  improvise  solutions  using  common  objects  and 

scientific  know-how.  This  ability  lets  them  create 

technological  items  in  a  dramatic  situation  quickly  and 

cheaply.  By combining common objects  and  various  spare 

parts with a successful Tech-Use skill check, technicians can 

build  a  tool  or  device  to  deal  with  any  situation  (within 

reason). All sorts of temporary tools, weapons, mechanical or 

electronic devices, and more can be built with this ability.

• Tech Genius: Technicians are the true experts of technology. 

They  add  their  level  +2  to  all  skill  checks  made  to 

understand, use and repair technological items.
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