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. Melee Cost Wgt Range
Weapons (Mod) (Cr) (kg) Damage SEU Rate Defense (PB/S/M/L/E)

Beam Weapons
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Cost Wgt Defense _ 150 Cr .
Defense (Cr) (kg) Energy Against Standard Equipment Pack 1 kg
Power Screens . .
(0] C 2,000 (G, LC . 2 c 1
l < ( 1,000 (. LC . <
C 1,000 (G, LC 88 .
$ C 2.000 (.LC c : o 1
C C 2,000 (. LC e ) 1 9 .
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0 C 500 * (
% Q 300 / C e .
2 (¢ 500 / C e ( 22 (V4 B
Cost Wagt Cost Wgt Energy/ .
Toolkit or Refill (Cr) (kg) Ammo Type (Cr) (kg) Rounds
Techkit 500 Beam Weapon Ammo .
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100 88 ,L
Medkit 500 ) ) . , C
80 ) 5 88 ) : ! 250 # GL .
80 > 5 8 ) -t 500 GL
8 : 10 88 .
g ? S gg Gyrojet Ammunition
5
5 ¢ s & ) H 10 88 .
8 . 10 88 H 20 88
Envirokit 500 < g 3 88 .
< ( 8 8
Cost Wgt 1 15 #
Miscellaneous Equipment (Cr) (kg) .
1
0 8 = 20 88 Projectile Weapon Ammo
0 8C !'s$ 08 2,000 &8 y - 2 8 .
@B 100 88 _'
08 10 88 : 5 8
P 50 63 ) 7 10 88 .
> 1 F 2,000 7/ 7 20 88
9 5 88 % < : 50 # .
9 9 1,200 # C 10
< % 1! 30 88 .
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$ 8 < 0B 300 88 0 2 88
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-- Cost (Cr) per robot Level --
Standard Robot ]

-- Top Speed -- -- Cruise Speed -- Accel/ Passen-
kph m/turn kph m/turn Decel gers Cargo Limit

<D 3,000 ! 88 ! 88 88 /! 1

40,000 /! 88 /! 88 C # / ' 7/
50,000 = ! 88 # 1 88 © # 1
Parabattery SEUs Cost (Cr) Wgt (kg) Parabattery Types
- / 600 / ] 2
- 1,200 / < 2
- 2,300 3
- # # 4,500 "
Generator SEUs/Hour Cost (Cr) Maintenance < 2
/ 10,000 c - 4 X D
20,000 © - - - ’
40,000 # c -
# 80,000 ; c Y H 8

-- Function Points for Levels -- Cost
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Computer Program 1 2 ] 4 5 Robot Design (cr)
(:) # ; Body Types
c # = 3 3# 8 ( 2,000
3 o= g8 2 5,000
3 H ; = ,
C " : 3 i 80 3,000
$ 3 # #: — Extra Limbs
$ C # ; 3 3# 8 ( ) 800
$ ( 3 # o = 8 2 ) 1,200
? # : 3 80 1,000
? . # ; 3 3# ; Altered Movement Modes
? C # ; 3 3# ; 8 2 2,000
% # ; 3 3# 8 5,000
% # ; 3 3# g 1 10,000
- . . 3 . Special Programs
Function Point Resulting Wgt 8 0 s B 500
Total Computer Level (<)) ’
8 P, 8 ( @ 22 B 500
5 5 . 80 IC @ 22 B 1,000
) ” 2 8 ( o) @ 22 #B 3,000
. , 8 ?2 1 @ 22 #B 4,000
;8 Z 8 ( 2 1 @ 22 B 500
8/ 22 7/ Level 1 2 3 4 5 6
/ 4 ?2 3 ;4 @ B 200 500 1,000 2,000 4,000 8,000
1,000Cr > N 9 ) 1
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@ star System uninhabited/unexplored
@ vazirian primary colonists

‘ Human primary colonists

® Vvrusk primary colonists

@ Dralasite primary colonists

. Mixed colonization

@ Binary Star System
@ Neutron Star
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THE FRONTIER WORLDS

System/Planet

Hentz @0 ' B 9 A 1,2 2
D 1

Triad @ B D 2 1
Inner Reach @ B 1. 2 1 2

Outer Reach @ B

Terledrom @9 B

Zik-kit @M 168M B 2 1.

Gran Quivera () B 9
L ) 9 2 5

Morgaine's World @) B L)9 2

Pale @. 6 ¢ B
P D 1
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