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Vehicles

HERCULANS

Apocalypse (Human Empire)


Offense



Mount 1 (M)



Mount 2 (M)



Mount 3 (XL)



Mount 4 (XL)



Mount 5 (S)



Mount 6 (S)


Defense



Shields (L)



Armour (M)


Equipment



Slot 1 (M)



Slot 2 (L)


Movement



Move Rate: 7



Maneuverability: 3


Tech Points: 5

Basilisk (Human Empire)


Offense



Mount 1 (M)



Mount 2 (M)



Mount 3 (XL)



Mount 4 (XL)


Defense



Shields (M)



Armour (M)


Equipment



Slot 1 (M)



Slot 2 (L)


Movement



Move Rate: 8



Maneuverability: 4


Tech Points: 4

Gorgon (Human Empire)


Offense



Mount 1 (XL)



Mount 2 (XL)



Mount 3 (L)



Mount 4 (L)


Defense



Shields (L)



Armour (M)


Equipment



Slot 1 (L)



Slot 2 (L)


Movement



Move Rate: 7



Maneuverability: 3


Tech Points: 6

Minotaur (Human Empire)


Offense



Mount 1 (S)



Mount 2 (S)



Mount 3 (M)



Mount 4 (M)


Defense



Shields (M)



Armour (M)


Equipment



Slot 1 (M)



Slot 2 (L)


Movement



Move Rate: 10



Maneuverability: 4


Tech Points: 3

Talon (Human Empire)


Offense



Mount 1 (M)



Mount 2 (M)


Defense



Shields (S)



Armour (M)


Equipment



Slot 1 (L)



Slot 2 (S)


Movement



Move Rate: 14



Maneuverability: 5


Tech Points: 3

Emancipator (Mars Rebellion)


Offense



Mount 1 (XL)



Mount 2 (M)


Defense



Shields (M)



Armour (M)


Equipment



Slot 1 (M)



Slot 2 (L)


Movement



Move Rate: 12



Maneuverability: 4


Tech Points: 5

Olympian (Mars Rebellion)


Offense



Mount 1 (XL)



Mount 2 (XL)



Mount 3 (L)



Mount 4 (L)



Mount 5 (M)



Mount 6 (M)


Defense



Shields (L)



Armour (M)


Equipment



Slot 1 (L)



Slot 2 (L)


Movement



Move Rate: 5



Maneuverability: 3


Tech Points: 7

Adjudicator (Cybrid)


Offense



Mount 1 (M)



Mount 2 (M)



Mount 3 (XL)



Mount 4 (XL)


Defense



Shields (L)



Armour (M)


Equipment



Slot 1 (M)



Slot 2 (L)


Movement



Move Rate: 8



Maneuverability: 4


Tech Points: 6

Executioner (Cybrid)


Offense



Mount 1 (XL)



Mount 2 (XL)



Mount 3 (L)



Mount 4 (L)


Defense



Shields (L)



Armour (M)


Equipment



Slot 1 (L)



Slot 2 (L)


Movement



Move Rate: 6



Maneuverability: 2


Tech Points: 8

Goad (Cybrid)


Offense



Mount 1 (M)



Mount 2 (M)


Defense



Shields (M)



Armour (M)


Equipment



Slot 1 (L)



Slot 2 (S)


Movement



Move Rate: 14



Maneuverability: 5


Tech Points: 3

Shepherd (Cybrid)


Offense



Mount 1 (M)



Mount 2 (M)



Mount 3 (M)



Mount 4 (M)


Defense



Shields (L)



Armour (M)


Equipment



Slot 1 (M)



Slot 2 (L)


Movement



Move Rate: 10



Maneuverability: 4


Tech Points: 5

Seeker (Cybrid)


Offense



Mount 1 (M)



Mount 2 (M)


Defense



Shields (M)



Armour (M)


Equipment



Slot 1 (L)



Slot 2 (S)


Movement



Move Rate: 18



Maneuverability: 7


Tech Points: 5

Tanks

Disruptor (Human Empire)


Offense



Mount 1 (L)


Defense



Armour (L)


Equipment



Slot 1 (M)



Slot 2 (L)



Slot 3 (L)


Movement



Move Rate: 10



Maneuverability: 7


Tech Points: 6

Myrmidon (Human Empire)


Offense



Mount 1 (XL)



Mount 2 (XL)


Defense



Armour (L)


Equipment



Slot 1 (M)



Slot 2 (L)



Slot 3 (L)


Movement



Move Rate: 8



Maneuverability: 4


Tech Points: 6

Paladin (Human Empire)


Offense



Mount 1 (L)



Mount 2 (L)


Defense



Armour (L)


Equipment



Slot 1 (M)



Slot 2 (L)



Slot 3 (M)


Movement



Move Rate: 9



Maneuverability: 5


Tech Points: 5

Avenger (Mars Rebellion)


Offense



Mount 1 (L)



Mount 2 (L)


Defense



Armour (L)


Equipment



Slot 1 (M)



Slot 2 (L)



Slot 3 (M)


Movement



Move Rate: 9



Maneuverability: 7


Tech Points: 5

Dreadlock (Mars Rebellion)


Offense



Mount 1 (XL)



Mount 2 (XL)


Defense



Armour (L)


Equipment



Slot 1 (M)



Slot 2 (L)



Slot 3 (M)


Movement



Move Rate: 9



Maneuverability: 7


Tech Points: 6

Bolo (Cybrid)


Offense



Mount 1 (M)



Mount 2 (M)


Defense



Armour (L)


Equipment



Slot 1 (S)



Slot 2 (L)



Slot 3 (M)


Movement



Move Rate: 14



Maneuverability: 7


Tech Points: 6

Recluse (Cybrid)


Offense



Mount 1 (M)



Mount 2 (L)



Mount 3 (L)


Defense



Armour (L)


Equipment



Slot 1 (M)



Slot 2 (M)



Slot 3 (L)


Movement



Move Rate: 10



Maneuverability: 5


Tech Points: 5

Weapons

Weapons are used to kill the enemy.  These come in two different types: ballistics and energy.  Ballistic weapons have limited ammo and are more effective against armour, while energy weapons do not require ammo and are more effective against shields.  The Range category is the weapon’s maximum or full range.  The weapons half range would be the full range divided by two (round up), any distance greater than that is consider full range, and point blank is one or zero units away with any distance greater than that being half range.  Weapons are mounted on the vehicles according to their size to the mount size.

Ballistic

	Name
	Size
	Shield Dmg.
	Armour Dmg.
	Ammo
	Range
	Special
	Tech Pt.

	Autocannon (ATC)
	S
	1
	2
	300
	6
	-
	1

	Heavy Autocannon (HATC)
	M
	1
	3
	200
	5
	-
	3

	Blast Cannon (BC)
	L
	1
	3
	25
	10
	-
	4

	Heavy Blast Cannon (HBC)
	XL
	1
	4
	15
	9
	-
	5

	Electro-Mag Autocannon (EMC)
	S
	2
	2
	250
	6
	-
	4

	Rail Gun (RAIL)
	L
	3
	4
	40
	10
	-
	5

	Aphid Missile (APHID)
	S
	0
	5
	10
	30
	Tracks (radar) HD+3
	3

	Minion Missile (MIN)
	M
	2
	5
	10
	12
	Tracks (radar) HD+5
	5

	Pit Viper Missile (VIP)
	S
	2
	4
	8
	8
	Tracks (thermal) HD+3
	2

	Pit Viper Missile (VIP)
	M
	2
	4
	12
	8
	Tracks (thermal) HD+3
	3

	Shrike Missile (SHRK)
	M
	2
	6
	8
	7
	Tracks (thermal) HD+1
	4

	Sparrow Missile (SPR)
	S
	1
	5
	6
	10
	Tracks (radar) HD+1
	2

	Sparrow Missile (SPR)
	M
	1
	5
	10
	10
	Tracks (radar) HD+1
	3

	Swarm Missile (SWRM)
	M
	2
	6
	6
	8
	Tracks (radar) HD+2
	5

	Arachnitron (ARACH)
	S
	3
	3
	6
	15
	Tracks (radar) HD+2
	3

	Arachnitron (ARACH)
	M
	3
	3
	10
	15
	Tracks (radar) HD+2
	4

	Arachnitron (ARACH)
	L
	3
	3
	14
	15
	Tracks (radar) HD+2
	5

	Proximity Mines (PRX)
	S
	4
	4
	6
	0
	Proximity charge
	1

	Proximity Mines (PRX)
	M
	4
	4
	8
	0
	Proximity charge
	2

	Proximity Mines (PRX)
	L
	4
	4
	10
	0
	Proximity charge
	3

	Nanite Cannon (NCAN)
	M
	0
	5
	25
	3
	-
	4

	Nano Infuser (NANO)
	S
	0
	4
	30
	4
	-
	5


Energy

	Name
	Size
	Shield Dmg.
	Armour Dmg.
	Range
	Special
	Tech Pt.

	Blaster (BLAS)
	M
	4
	4
	12
	-
	4

	Heavy Blaster (HBLAS)
	L
	5
	5
	10
	-
	6

	Blink Gun (BLINK)
	M
	-
	2
	10
	Goes through shields
	5

	Electromagnetic Pulse Cannon (EMP)
	S
	6
	1
	10
	Kills cybrid (EN-1 per shot)*
	3

	Magneto-Fusion Assault Cannon (MFAC)
	XL
	10
	10
	10
	-
	8

	Quantum Gun (QGUN)
	XL
	8
	8
	8
	-
	7

	Compression Laser (CLAS)
	S
	4
	3
	9
	-
	4

	Laser (LAS)
	S
	2
	1
	7
	-
	1

	Heavy Laser (HLAS)
	M
	3
	2
	9
	-
	3

	Particle Beam Weapon (PBW)
	L
	6
	6
	10
	-
	5

	Plasma Cannon (PLAS)
	L
	4
	4
	5
	Tracks (HD+2)
	6

	Twin Laser (TLAS)
	S
	3
	2
	9
	-
	4

	Disruptor Cannon (DIS)
	M
	5
	3
	7
	Stops Herc (Move Rate and Maneuverability -4) Disruptors only*
	6

	Electron Flux Whip (ELF)
	M
	7
	7
	1
	-
	5

	Radiation Gun (RAD)
	M
	2
	2
	2
	Kills human (EN-1 per shot)*
	5

	Smart Gun (SGUN)
	M
	2
	2
	5
	Tracks (HD+4)
	7


* Must be past shields for special to work

Shields and Armour

Shields act as the first line of defense against any attacks.  It will take any damage directed at it (shield damage), and will be weaken by those attacks.  If an attack exceeds the shields, the rest of the barrage (armour damage) is directed at the armour.  Shields and armour must be mounted according to the vehicles mount’s size (tanks cannot mount shields).

Shields

	Name
	Size
	Rating
	Recharge Rate*
	Tech Pt.

	Standard Shield Generator
	S
	10
	1 per 3 rd.
	1

	Protector Shield Generator
	S
	13
	1 per 3 rd.
	2

	Guardian Shield Generator
	S
	15
	1 per 2 rd.
	1

	FastCharge Shield Generator
	M
	16
	4 per 1 rd.
	4

	Centurion Shield Generator
	M
	18
	1 per 2 rd.
	3

	Repulsor Shield Generator
	L
	24
	1 per 1 rd.
	4

	Titan Shield Generator
	M
	19
	1 per 1 rd.
	5

	Medusa Shield Generator
	L
	31
	2 per 1 rd.
	8

	Alpha Shield Generator
	S
	10
	1 per 3 rd.
	1

	Beta Shield Generator
	S
	11
	1 per 3 rd.
	2

	Gamma Shield Generator
	S
	13
	1 per 2 rd.
	3

	Delta Shield Generator
	M
	17
	1 per 2 rd.
	3

	Epsilon Shield Generator
	M
	20
	1 per 1 rd.
	4

	Zeta Shield Generator
	L
	26
	2 per 1 rd.
	6

	Eta Shield Generator
	M
	22
	1 per 1 rd.
	5

	Theta Shield Generator
	L
	34
	1 per 1 rd.
	7


*Recharging starts after the first weapons hit, not at the beginning of the battle

Armour

	Name
	Size
	Rating (Ballistics)
	Rating (Energy)
	Special
	Tech Pt.

	Carbon Fiber Laminate (CARLAM)
	S
	20
	18
	Jams radar (lower tracking by 1)
	1

	Quad-Bonded Metaplas (QBM)
	S
	20
	20
	-
	1

	Depleted Uranium Carapace (DURAC)
	M
	25
	20
	Protects human from RAD*
	2

	Ceramic (CERC)
	S
	20
	25
	-
	3

	Crystaluminum (CRYST)
	M
	25
	25
	Protects cybrid from EMP*
	5

	Quicksilver (QUICK)
	L
	30
	30
	Recharge 1 per 2 rd. up to 10
	9


*The armour can take up to three points of damage from that weapon

Equipment

These are special components that vehicles may mount to better their efficiency.  They must be mounted according to their size to the vehicle’s mount size.

Equipment

	Name
	Size
	Purpose
	Tech Pt.

	Thermal Diffusion Jammer (THERM)
	S
	Negates thermal tracking abilities
	5

	Chameleon Cloak (CHAM)
	S
	Surprise attack (INI Check+2) used once per battle
	4

	Cuttlefish Cloak (CUT)
	L
	Surprise attack (INI Check+4) used once per battle
	5

	Shield Modulator (SMOD)
	S
	Doubles forward shields but leaves rear unguarded
	3

	Shield Capacitor (SCAP)
	S
	Instantly recharges shields (used once per battle)
	1

	Shield Amplifier (SAMP)
	M
	Increase shield strength by 4
	3

	Laser Target Designation System (LTADS)
	S
	-
	2

	Auxiliary Power Source (BATTERY)
	S
	Increases cybrid’s EN by 5
	1

	Energy Capacitor (CAP)
	S
	Adds one to Reflex Check (used once per battle)
	2

	Field Stabilizer (FIELD)
	S
	Negates Disruptor Cannon
	1

	Rocket Booster (ROCKET)
	M
	Adds 5 to move rate (used once per battle)
	5

	Turbine Booster (TURBO)
	S
	Adds 2 to move rate (used twice per battle)
	4

	Nano Repair Module (REPAIR)
	L
	Repairs Herc’s armour (1 per 2 rd. up to 10)
	8

	Angle Life Support (LIFE)
	S
	Increases human’s EN by 5
	2

	Alien Anti-Gravity Module (AGRAV)
	L
	Allows one mount to be upgraded to a larger size
	10

	Electrohull (EHUL)
	L
	Ramming damage (5 dmg. to armour) Disruptors only*
	6

	Universal Ammo Pack (UAP)
	M
	Doubles ammo of all ballistic weapons
	4

	Guardian ECM (ECM-G)
	S
	Lowers radar tracking by 1
	3

	Doppleganger ECM (ECM-D)
	L
	Lowers radar tracking by 3
	5

	Cybrid Alpha ECM (ALPHA CM)
	S
	Lowers radar tracking by 2
	3

	Cybrid Beta ECM (BETA CM)
	L
	Lowers radar tracking by 4
	5


*Must be past shields for it to work

Pilot Development

Pilots are the key to surviving in combat.  They are the brave souls that climb into the cockpits and get down and personal with the enemy.  They are also the player’s extension into the game

The pilot’s skills are broken up into three categories.

1.) Piloting – this skill determines how well the pilot can control his Herc and affect the pilots overall performance.

2.) Gunnery – the pilot’s gunnery skill becomes very important in the heat of the battle.  The pilot’s offense will be affected by this skill.

3.) Endurance – A wild firefight is not for the weak, the pilot’s endurance will determine how long he can fight until he starts to break down and how much he can take.

Piloting

	Skill Score
	Initiative Adjust
	Reflex Adjust
	Maneuverability Adjust

	1
	-1
	-2
	-2

	2
	0
	-1
	-1

	3
	0
	0
	0

	4
	0
	0
	+1

	5
	+1
	0
	+2

	6
	+1
	+1
	+2

	7
	+2
	+1
	+2

	8
	+2
	+1
	+3

	9
	+2
	+2
	+3

	10
	+3
	+2
	+3

	11
	+3
	+2
	+3

	12
	+3
	+2
	+4

	13
	+4
	+3
	+4

	14
	+4
	+3
	+4

	15
	+5
	+4
	+5


Gunnery

	Skill Score
	Full Range Adjust
	Half Range Adjust
	Point Blank Adjust

	1
	-4
	-2
	-1

	2
	-3
	-1
	0

	3
	-2
	-1
	0

	4
	0
	0
	0

	5
	0
	0
	+1

	6
	0
	+1
	+1

	7
	+1
	+1
	+2

	8
	+1
	+2
	+2

	9
	+2
	+2
	+2

	10
	+2
	+2
	+3

	11
	+2
	+3
	+3

	12
	+3
	+3
	+3

	13
	+3
	+3
	+3

	14
	+3
	+4
	+4

	15
	+4
	+5
	+5


Endurance*

	Skill Score
	Maximum Rounds**

	1
	2

	2
	3

	3
	5

	4
	5

	5
	6

	6
	7

	7
	8

	8
	9

	9
	10

	10
	10

	11***
	11

	12***
	12

	13***
	13

	14***
	14

	15***
	15


* When the pilot’s endurance hits zero the pilot is dead

** When the pilot’s Maximum Rounds are used up, each following round the endurance is deducted by one until it reaches zero, meaning the pilot is dead

*** Achievable only with a LIFE or BATTERY

The pilot’s starting skills scores are determined by rolling a d6 die for each skill.  To gain higher skills, the pilot must gain experience points to level up.  Every time the pilot levels up the player may add one point to any skill he chooses.  Also, with each level gained the pilot’s tech total rises, allowing him to use better gear on his vehicle or use a better vehicle altogether.

Level Chart

	Level
	Experience Required
	Tech Total*

	1
	0
	15

	2
	3,000
	17

	3
	6,000
	19

	4
	9,000
	21

	5
	12,000
	23

	6
	15,000
	25

	7
	30,000
	30

	8
	60,000
	35

	9
	120,000
	40

	10
	300,000
	50


*The Tech Points of the pilot’s vehicle cannot exceed the pilot’s Tech Total.

Race and Allegiance – Starsiege is the epic battle between the Human Race and the Cybrid NEXT.  So, to give the pilot more character, the player may choose a race and allegiance for his pilot.  Humans can pilot the vehicles employed by the Human Empire or the Mars Rebellion, while Cybrids can only use the Cybrid vehicles.  The pilot’s allegiance is also important.  Choosing to be a Human will allow the player to either be part of the Human Empire or the Mars Rebellion, while as a Cybrid, the player may be a True Cybrid or a Metagen Cybrid (Cybrids, Metagen or not, all use the same vehicles).  The pilot’s allegiance will help determine whom their enemies and allies are.  The Human Empire may ally with the Mars Rebellion and vice versa to go against the Cybrids, True or Metagen; the Mars Rebellion can also ally with the Metagen Cybrids and vice versa to fight both the Human Empire and the true Cybrids; True Cybrids do not have any allies due to the fact that they out to crush mankind and anything else in their way.

Combat

Combat is where the pilot gains experience points and where their machines of war are pitted against each other.  Combat is split into rounds and each round is split into three stages.

1.) Initiative/Reflex Stage – This stage is used to determine who goes first.  To start it all, an Initiative Check is made.  This is done by rolling a d10 die and then adding the pilot’s Initiative Adjust and any other bonuses to it, the player with the higher total goes first and the rest go in descending order of initiative.  After, at the start of subsequent rounds, a Reflex Check is made.  This is the same as the Initiative Check except there are no other bonuses but the Reflex Adjust.  At the end of this stage the pilot with the initiative may move.

2.) Melee Stage – The Melee stage is where the pilots get acquire their targets and open fire.  The player with initiative fires first.  To determine if he hits his target the player will roll a Hit Dice (d10 die) and with each weapon add the Gunnery Adjusts and Weapon Adjusts to it (the adjust for tracking weapons only affects that weapon while Gunnery Adjusts affect them all).  If the totals beat the targets maneuverability, he hits, doing weapons damage first to the shields, and then to the armour (not all weapons have to hit); if the total does not beat the maneuverability the shot misses (ammunition is wasted).  If out of the weapons maximum range, the player must skip this stage.

3.) Withdrawal/Regroup Stage – After all the players have had their turns in the Melee Stage, everyone, starting with the player with the initiative may move if they choose to.  Also during this stage equipment that can be used may be used, and shield and armour regeneration occurs.  The round is then over and the next round starts at the Initiative/Reflex Stage or the battle is over.

Once the battle has ended and experience points have been tallied up and distributed the game is over and others may begin.

Fighting with Wingmen – When fighting with wingmen against other groups of pilots the same steps of combat are taken the only changes are that Initiative Check and Reflex Check are done by only the leaders of the groups, the group with initiative go together, and then are followed by the others (in descending order of initiative).  To simplify who the in the group should go first, numbering off is advised.  This is also useful if the leader is killed and a new leader must take his place.

Re-roll – During the Initiative/Reflex stage if any checks total up to the same the players must make a re-roll.

Enemy Chart

Human Empire

	Enemy
	Level
	Piloting
	Gunnery
	Endurance
	Experience Points

	Second Lieutenant
	1
	3
	3
	3
	10

	First Lieutenant
	2
	4
	3
	3
	15

	Captain
	3
	4
	4
	3
	20

	Major
	4
	5
	4
	3
	25

	Lieutenant Colonel
	5
	5
	5
	3
	30

	Colonel
	6
	5
	5
	4
	35

	Brigadier General
	7
	6
	5
	4
	40

	Major General
	8
	6
	6
	4
	50

	Lieutenant General
	9
	6
	6
	5
	60

	General
	10
	7
	6
	5
	70


Mars Rebellion

	Enemy
	Level
	Piloting
	Gunnery
	Endurance
	Experience Points

	Duster
	1
	3
	2
	4
	10

	Sarge
	2
	3
	2
	5
	15

	Chief
	3
	4
	2
	5
	20

	Lieutenant
	4
	4
	3
	5
	25

	Captain
	5
	4
	3
	6
	30

	Major
	6
	5
	3
	6
	35

	Colonel
	7
	5
	4
	6
	40

	General
	8
	5
	4
	7
	50


True Cybrids

	Enemy
	Level
	Piloting
	Gunnery
	Endurance
	Experience Points

	<Killer-of-Humans\\Animals: Tenth>
	1
	2
	5
	3
	15

	<Killer-of-Humans\\Animals: Ninth>
	2
	3
	5
	3
	20

	<Killer-of-Humans\\Animals: Eighth>
	3
	4
	5
	3
	25

	<Killer-of-Humans\\Animals: Seventh>
	4
	4
	6
	3
	30

	<Killer-of-Humans\\Animals: Sixth>
	5
	4
	6
	4
	35

	<Killer-of-Humans\\Animals: Fifth>
	6
	5
	6
	4
	40

	<Killer-of-Humans\\Animals: Fourth>
	7
	5
	7
	4
	45

	<Killer-of-Humans\\Animals: Third>
	8
	6
	7
	4
	50

	<Killer-of-Humans\\Animals: Second>
	9
	6
	7
	5
	60

	<Killer-of-Humans\\Animals: Prime>
	10
	6
	8
	5
	70


Metagen Cybrids

	Enemy
	Level
	Piloting
	Gunnery
	Endurance
	Experience Points

	<New-Thought\\Freedom: Tenth>
	1
	3
	5
	2
	15

	<New-Thought\\Freedom: Ninth>
	2
	3
	5
	3
	20

	<New-Thought\\Freedom: Eighth>
	3
	3
	6
	3
	25

	<New-Thought\\Freedom: Seventh>
	4
	4
	6
	3
	30

	<New-Thought\\Freedom: Sixth>
	5
	4
	7
	3
	35

	<New-Thought\\Freedom: Fifth>
	6
	5
	7
	3
	40

	<New-Thought\\Freedom: Forth>
	7
	5
	7
	4
	45

	<New-Thought\\Freedom: Third>
	8
	6
	7
	4
	50

	<New-Thought\\Freedom: Second>
	9
	6
	7
	5
	60

	<New-Thought\\Freedom: Prime>
	10
	6
	8
	5
	70


Matching one of the enemies to a vehicle will give the player a good opponent to battle.  However, a better way to gain experience points is to battle a friend’s pilot, using the same experience points provided in the charts.  There’s nothing more satisfying than blowing up a pilot someone has spent time building!

Glossary

HERCULAN – Humaniform-Emulation Roboticized Combat Unit with Leg-Articulated Navigation

HD – Hit Dice, the rolling of a d10 die to determine if the player hits his target.

EN – Endurance, the pilot’s physical ability.

INI – Initiative.

