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Ona time, a hip Juve could only sit and read of Mega-City
One in the pages of 2000 AD comic, and merely dréam o!
stalking its deadly streats at the side of that most f;

1:INTRODUCTION

ha uls un, I -N" he eri by as devi-

lawmen, Judge Dredd. With — The Role-
Playing Game, however, you can really be Ihere patrolling
the Me? -Ways and Underzooms on your Lawmaster bike,
on the lookout for dangerous Perps to arrest. In this vol-
ume, you will find rules for creating individual Judges, rig-
ged oulmm all the necassary skil h and «:u-pmonl and far

B city, hing out for . There are
rules for & arresting inhruaknu using force, waaponl. or
Lull plain Authority, and a uod many athers, all there to

elp you uvvwrlobualull m-JudgsofMegn-CﬂvOnn

The companion volume to this one, the Game Master's
Book, has details on setting up and running adventures for
Judges, including the many different types of crimes and
criminals that abound in Mega-City 1, together with rules
for equipment, weapons, aliens, mutants and robots, and
much mare besides. In short, llmru are aII the rules you
need to create of in
Mega-City One!

ROLE-PLAYING GAMES

This gama is not a traditional board-game; as the name
says, this is a ‘Role-Playing Game'. This means that you
don't simply throw dice and move a plece around a track on

a board in 8 very abn way. Instead, each player in the
game actuslly take: he role of a Judge, almost like an
actor in a film, sna trigs 1o play the game as if they really
were that person,

Sunclmrvonuola\'san individual ‘character’, as each per-

sanin called, you also nead

actually run the game for you. This e, known as the

“Game Master’, doesnt play a character like you do.

Instead, he designs the cases for you 1o solve, using the
& i and hi: ial man-

m
3:1. the Game Master's Book. Equipped with an adventure
he has designed earlier, your Game Mastar will then pre-
sanlnlo um the form of a Judges' investigation, reveal-
ing ‘ha g jpiece by piece as you solve sach clue or win
each fight. He will use the game rules to decide on the out-
come of random events — whether one of your punches
lands, how fast a s ing car is travelling, and 50 on —
Iuwng wu free to play the Judges and solve the case, Ba:
ically, a G ter presents situations to you, bt t
asks you to decide what to do next.

A ,moraer :om&a\hel ame as
tnall and excllm or his players as possible,
Gam’“&?&muul be able to do this fairly, however, for the
Judges are playing, not against him or her, but the crooks
and lheur crimes that he or she creates, and the rest of the
gh i he Game Master who takes
inals, aliens, robots, and all the other
poopln and enllhas |ne .Iuduu have to maoet, I'gh!, or
arrest, b that he i
the game run smoothly and in an an:lung :hallennmg
manner. If the Gama Munlel simply Iullsoﬂnlllho .Iudgasm
the first ten
a game left 1o ! (There are more detailed guidelines on
how a Game Master creates and runs adventures in The
Game Master's Book.)

Whan nlsw»umls or indeed any Role-Playing Game (RPG),
¥ that there is no
onu winner or Iowr of the game, as such. Because :he
Judges should be played as though they were, in effect, rea
peopls, albeit ones living in a fantasy world, their rlvas
should be realistic 100, with all that that implies. Certainly,
there are triumphs and failures, and it is the high paint of
many a game when the Judges finally capture a criminal
they have been chaslnq vig all manner of clever clues, for
many weeks, but this is a different sort of winning, and
should be enjoyed by everyone playing, rather than just
one ‘winner’, Similarly, the nlumrnmustml think that they
are playing against the Game Master; they are attempting
1o solve the puzzes he sets, and to fight the criminals he has
creat it not actually fnqh‘rlng against him. To most
laye is ths Ih{|l| ofumag ning Iha\f are ncluoll\rlhwo in
o

ega
.ntamgus Patus and dangerous aliens, which is the real
excitemaent of playing the game.

The players, when playing their Judge characters, must
also try 1o ba unbiased, and forget that they know things
that their characters could nover know. For example,
although Stave wllllomstpll\fl:r] may know howto. nn.!l\r!a
, uniess Judge

sesses a similar skill, lhe Juﬂna will not be able to do sur:h
a thing. The actual meeham:t of the game, such as the
numbar you must rall on alaser gi

fully, for example, would again not be known by your
Judge. It is this 'playing in character’ aspect that stretches




tha imagination of sach player, and really makes this a role-
playing game,

All the pl I frdle Dradd L
part of & team, and it is through co-oparation,
competit on that they will solve the clues, calr.'hl ® crooks

that they are

straots of Mwa-{flm One iau any reader ol
knowl are so tough that a slngle inexperianced Judge
wouldn't last very long, and only the very Judges go
out alene. Even the mighty Judge Dredd needs help some-
times! As the game ?rogmsan and the Judges gain
experiance and specialist abilities, each will

individual part of the taam, specialising in a field that his or
her fallow Judges know very little about. Playing as part of
ateam will helpl:neram,l ‘winner' and 'loser’ urges down to
a minimum as well; and after all, a communal fantasy,
shured by a group of mpie elch plov-ng their part, |s ao
much g on

dream up on their own!

It must also be remembaered that although Judges have a

free choice as to what thay do when on patral in Mega-City

ursuit of criminals, they are not free agents as
such, air afforts must be directed tuwurdn u\l’illlag

their calling. which is upholding The Law of Meg

On rare ucmsuns, this may even mean that vnu arn orcsd

the essence of good role-playi owever, and will be
laoked back on with fond memonies Ia!ar, no matter how
much it hurts at the time|

As you will h ., the rules 1o Jud The Rols-
Playing Game coma in two sections, Th ‘s Manual
and The Game Master's Book. Thoy are di in this man-
ner because there is information in the second volume that

the Game Master should have access to, such as the
sefting up of crime incidents and rules for running adven-
tures, for example,

At first, everyone should read this volume, The Ji
Manual; it glves a general introduction 1o the game, as well
a8 containing all that a Judga's player should need to know.
One person should than elect, or ba chosen, to be the Game
Master, and only he or she should be allowed to read the
Game Master's Book. Much of the information the second
volume contains would only spoil the Gnge far the players
ifthey knaw it, soitis better if only the GM has access to 1L

Whan :udl»gh:h:ough elther book a good idea to fol-
low through the examples, and possibly make up some of
your own. Rolling up a few sample Jndges to try out the
rules with will help you

is usually abbreviated to D4, where D stands for ‘die’ and
the '4" is the number of si t has. This particular game
has dice with 4, 6, 12, and 20 sides.

The four-sided die (D) is used 1o generate a number from
1 through 1o &; it differs from the other dice in th s read
around the base, rather than on the uppermost surface,
bacausa of the pointed 'pyramid’ shape (ses the illustration),

The &-sided die {D8) and the 12-sided die (D12) are read on
the upper surface, and are used to generate numbers from
1 through to 8, and 1 through to 12 respactivety.

The 20-sided die is also read from its upper surfaca. It can,

however, be used to generate numbers from 1-10, 1-20, or
even 1-100 fie a percantage). As you will notica, the die has
the numbers 1 through to O lor 10) twice. To generate a
number from 1-10, simply roll the die; when this is
required, the die will be referred to as a D19,

Generating & number from 1 wwlllrequlreablloi prepara-
tion beforehand. Colour one of the tw =10 num-
bers on each die in a different colour f um he other st
When & number in this colour is rolled, add 10 to the
number, Thus, for example, a blue-inked 55 5, bula green-
inked 5is 15. When this sort of number is required, it will be
roforred to as a D20, (When rolling for a D10, as described
above, simply disregard the colour of the result.)

When a number between 1-100 is needed, you should roll
two D10, and read the result as if the first was the Tens’ and
the second was tha ‘Units’. For example, rolling two D10
results in a 6 and an B; the number ?enarmd is therefore
68. Whaen this type of roll is required, It s usually referred 1o
as a D100, This roll is used frequently in Judge Dredd, as it
can easily bo used lo simulate the percentage chance of
succeeding at a particular action. When used in this way,
the idea is to roll less than or equal to the percentage
required. For example, with a 48% chance of doing some-
thing, any roll on & D100 between 1 and 48 would indicate
success,

A few other number-gpreads will occasionally be required.
A D2 means you should rell 8 D4, and hatve the result. The
easiest way to do this is 1o take 2 from any result above 2;
thus a 3 would be 1. andad would be 2. This method can
also be applled toa D6 ke a D5,

A number befwn the ‘D" means roll that many of the die
means you should roll 4 six.

S0C-
tions; later, try running through a few amesn similar to the
namplss gl\nan Whilst it cartainly isn' I necessary o huu
memaorised everything In the Judge's Manual, a
knowladge of the basic rule system is very helpful whon it
comes to playing the gama.

EQUIPMENT NEEDED
Apart from the two rulebooks. there are a number of other
items whu:h will be of some use in playing Judge

ded in this setl, mi figuras, and

floor- plans

e
The set of moulded plastic dice included with this game are
used throughout it whenever an action has a chance of suc-
caeding or failing, or a particular random number is

requil
The s.napu of these dice m-r‘ b unfamiliar to you. Quite
simply, each is named after the number of sides it has, or
the rans« of the numbers it can generata. Thus,

‘pyramid' shaped die has 4 sides, can generale a number
between 1 and 4, and is simply known as a 4-sided die; this

sicders, and add the result lo%ther (1o get & number bot-
ween 4 and 24 in this case] 10isa number between 2
and 20, and 302 is one batwean 3 and

There may also be o need to add or subtract (or “modify’) a
dia roll. For example, the term D6+ 1 simply means roll a
six-sider, and add one to the score — which gives you a
number between 2 and 7. Similarly, 06— 1 means roll tha
die and take one away from the result, to give you a number
between 0and 5, Aa.hg!nlv more. wmpllca:ea exampla ma'
ask \g:u far somathing like 2010+20, where you must mi’

108, add the scores together, and add a further 20 to
lhe result. This gives a number between 22 and 40, and you
will soon discover that you will be using this particular die
roll guite frequantly,

With careful I th

any spread of numbers can be nonerma"sumw by the rol-
ling of a few dica. If in doubt, or you need to apply a value
to an action that has 'l been assigned one, assign a percan-
tage chance of suceess based on how difficult the action |s,
and usa a D1




Although Judge Dredd can be played strictly verbally, con-
tained totally within the imaginations of the Game Master
and his or her players, this will present problems when it
comes to remembering where everybody's Judge Is, who
is hiding behind who, who can be hit by the man with the
gun, and 50 &n.

For this reason, it is very useful to have a number of scaled
modal figures to represent Judges, perps, monsters, vehi-
cles, and anything &lse which could crop up in the game.

&n the figures are arranged on the table-top you will all
be able to see axactly where everyone is, and avoid any
confusion. Figures also add a focus to the game, allowing
all the players to work together around a central area.

Included in this game is a large sheet of cut-out cardboard
which can be usin, i I

at the bottom of this page. These are scaled at about 25mm

high, and are designed to fit in with the playsheets of the

shuggy hall and the roadway included in this set.

If you are after something more three-dimensional you can
alternatively use matal gnmingminialures. Citadel Minis-
tures make a useful ran?e of Official Judge Dredd Minia-
tures, designed especially for use with this role-playing
game. The range includes citizens, punks, juves, and other

typical characters as well as Judges and their L
You could also use solected figures from other ranges,
includi g and science fiction
figures — atter all, Mugn-fily One is a very waird place!

With a little imagination you can also build your own sat-
tings on which to play out your adventures, though this is
by no means essential. Toys, especially model cars and
trucks, i ful. Children's buil rail-
way and i sheets and
blocks, and all kinds of other oddmants can also be useful,
using just a little bit of imagination.

Although movement rates are fully covered in the rules
which follow, you will generally need somea form of scale if
you are playing on a table-top. A standard scale is to use
Sem (2 inches) to stand for 3m (or 10 feet). This will make &
25mm cardboard or metal figure about 2m or 6 tall, and is
also compatible with the playsheets in this set and with the
commercially available floor-plan sets.

Maps and Floor-plans

When you are playing an adventure it is useful to have a
map or plan of the Judges’ location, whaether it be a stan-
dard M ity apartment or the middle of the Cursed
Earth radiation desert. When playing without figures you
will only need & small sketch map, which your Game Master
will draw up on graph or plain paper when designing the
adventure for you to play. When using figures, though, itis
a better ms: uz usslscaled Noor-plans for the important

! - ided

included with this

set is scaled to fit in with the carboard figures, and the com-
manest metal gaming figures too. Products such as Dun-
geon Floor Plans will 2150 be useful, These come in sheats
printed in a wide variaty of floor surfaces, as well useful
objects like vahicles and boats, all 1o the 25mm scala.

Other Equipment
Apart fiom the dice, the only essential items neaded are
pencils, erasers, and a healthy supply of scrap paper for
king . rawim ah and so on. The two spe-
cial Character Record Sheets on pp18-19 may be photo-
copied (for personal use only), of you can write the details
of your Judge on scrap paper when you create him or her—
in a few moments from now...
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he Tough Lives of our
Mega-City Judges

# by our man at the Academy of Law

Mornings begin p;m!q”twh':“ for
supat 1, and

the raw recruit

Ecuplr are just about 1o hi
T

receives academic tuition from one
of the Acsdemy’s Judge-Tutors. 1
asked Tutor Judge Coburn how his
pupils took 1o their rigorous study
program, especially the young oncs
 remember a Judges training
starts a1 5 years old!
"We get the Ca Gen Con
(Genetic Contral),” he said. "so they
have no problems taking to i
because they are selected specifi-
cally to Mjﬂe;ﬂ pupils, and eventu-
i) d

asked, ‘you get truan-
cies, i and arguments just like
any othet school?” Judge Coburn's
reply was, | was soon to learm. 3 byp-
ical one: “Ne, the only thing
Cadets want to be is a Judge. 1t's a

pri and an honour 1o be cho-
sen, and no Cadet gives us anything
Jess than his best — complete dedi-

cation.” s true; you only have 1o
Jook at the older Cadets 10 see how
true these words were. “Judges are
trained to serve the citizens,’ said
one Codet 1 spoke to. “We cn't
afford 1o have emotiops of interests,
because they are ATy Lo our

THE MEGA-TIMES

could lmost move normally again.
and went to find Judge Eastwood
down at the firing ranges. The stocky
Judge was demonstrating fast shoot-
ing and dodging techniques to a
!;_nhmpnf 12-year olds when [ arrived.
“The Lawgiver is the most powerful
hand-gun in the world,” he told me.
‘and a Judge is the most hiﬁhl)‘-
trained lawman in the world.” [
didn’t argue, as [ watched a group of
Cadets weave their way through o
Firc Tunnel. “The Fire Tunncl is
designed to improve refle xes,” Judge
Eastwood told me. “The student has
1o get from one end to the ather.
Between the entrance and exit, how-
ever, there are a series of all but

invisible laser beams. The Cadet is
s 1o trip at least half o dozen of
them as he traverses the range; once
activated in this manner. one of the

uns will swing into line, giving the
“adet about a sccond 10 5 i,
react, and get out of the way fore
the weapon shoots!” | watched open-
mouthed for five minutes or so, but
none of the Cadets were hit, which
was just as well, as they were using
lve rounds! It was geiting late by
now, however, and [ was dug 10 go
out with some Rookies at 2N
hours, so | beft the firing range,
heading off to Justice st'urum‘.
Eastwood's waming came just toa
Iate, and then Dagga-da
dagga!!” and 1 hit the dec doul
fast, The Medics seemed pleased to
see me again. Fortunately, it was
only a minor flesh wound, and | was
able to keep my appointment with

jobs, and would hinder our interpre-
tution of the Law.”

1 grabbed a quick synthi-burger in
ithe canteen, before Tutor Judge
per 1ook me round to the Gym.
“I's no good knowing every single
Law of [%e city if you can’t enforce
any of them,” he wld me. thrusting a
pair of plasti-flex boxing gloves onto
my hands, “Here we teach cvery
martial art eve tised; we hone

violenee — all the things they will
need out there on the streets!” And
with that. he pushed me into the
ring. When | came round. Judge
Cooper was just saying good-bye 1o
the Medics. * You just went 8 seconds
with Cadet Lee vver there,” he said,
splashing some noxious I d onto
my bruises. Lee couldn’t have been
more than seven years old.

Alter a cup of synthi Synthi-caff. 1

40 CREDS

Judge Van Cleef and his Rookies.
“Where d'va get the plasti-cast?*
asked Judge Van Cleef, as 1 tried 1o
shoke hands with the famed vetcran
Lawman. He introduced me 1o other
]u\iﬂ:s. both Rookics. When a
Ca eighteen years old he faces
his final examinations, and, if he
passes, becomes @ Rookic Judge.
and is awarded the white helmet and
hall-eagle insignia that goes with the
rank. ‘Being a Rookic is 3 testing
time for us,’ explained Rookie Judge
Tamlyn. "For one thing. it's our first
real experience of the Mega-City.
As Cadels, we weren't even permil-
ted outside the Academy complex
fiself, except as organised Touring
Tﬂlli&:! and such like.! i
asked Rookie Jud§= Dolton if he
thought that this isolation from the
city made it harder to understand the
matives of the citizens, * j
said, isn’t to underst
but to enforce the Law.’ | accom-
nicd Judge Van Cleef and Rookie
E‘mlw on_patrol in Sector 101,

=4 ookic spends at least a
month working in the company of a
senior Judge. an experiznce which is
designed to round off all thase years
of training. At the end of the day, it
rests solely on the word of this semiar
Judge as to whether the Rookie
qualifies as a full Judge or not: itisa
measure of the Rookies” dedication
1o their calling that 99-7% of them
muke it first time!

“A Judge has got 1o be on the look-
out for crime every waking minute,’
Judge Van Cleel explained, disap-
um‘in:lv declining the stick of

unce Gum | offered him. *A Judge
has 10 be abile 1o apply the Law indis-
criminately, without favour, and
without regard for the scverity of the
crime. To a Judge, oll crime is a
breach of the Law, and therefore has
o be ?'umshnl.' It was as | listened
tothe hardened Judge, that | witnes-
sed Rookic Judge Tamlyn's first
ever arrest, “Citizen Snoop,” she said
1o me,"'you must know that Littering
is an offence.” 1 looked disconso-
lately down at the Munce Gium
wrapper in the gutter, and smiled
weakly at the Judge.

NEXT WEEK — The Tough Life in
our Prison Service. An in-depth
probe into the hardships rndm::[‘h
wso-cube guards in the Sector 10
time-stretcher, by our man on the
ﬁ,t' at least for the next 100 days,

\uFIa: Snoop, prisoner number
226104972,




[T

ﬁ TIIE MJMWIG 0F A J J(IDGE

L LR lgmg;“ =

T

BoCbed A T YE Y AR

The training of a Mega-City Judge is long and gruelling, but
then it needs to be, if only to cope with life on the sireets

CREATM’G 4 CIMRJCFER

Evary Dredd, from the Chief Judge to the

themselves, where on average 48 crimes are
avery sacond, Childran that have the correct genetic make-
up to be suitable Judge material are chosen from Genetic
Control at a very early age, and when they reach 5 years old
are enrolled at the Ac v of Law, a vast Justice Depart-
ment complex that will be lheur only home for the next 13
years Tl‘be Academy provides everything a growing child

ould need and friands,
and a slable home, but avarything is geumd to a future life

as a Jui
At the age nl en% teen, after all the many y}vura of exhaus-

Mutant, is deﬁnud by way of a number of charac-
fterigtics, dice-generated scores which go together to make
wp the skills and personality of each individual person.

These istics are i known by

!he mlllel 5], Initiative (I}, Combat Skill (CS), Drive Skill
‘echnical Skill [TS), Street Skill (5], Medical Skill

1M8! and Psi Skill [PS).

Strangth is given avalueib\f rolling sdue or number of dice,

as s:plalnsd later) betwean 1 and 3, and all the other

ange betwean 1 and 100. Usually, the

tive training, o Cadet Judge takes his final
both written and practical, and upon passing receives the
coveted white heimet and half-eagle of a Rookie Judge.
Rookie Judges are a breed apart from the rest of

Judges you play as will start off with quite low scores in
these characteristics, but there will be opportunities to
mcrease them as thmf ain exparienca in solving crimes

‘ior Perps as they are called in the

trainees: they have their own quarters in the
away from the younger pupils, and a very compatitiva spirit
often prevails between the various Rookles, as each tries to
outde the others in training, At this time, each Rookie is
assigned to an experience Jutige, who takes him or har
out onto the streets for the first time, to experience ‘combat
conditions’. Provided they satisfy the Judge, whose word
can make or break a Rookie, they are awarded the black hel-
met and full eagle of a Judge.

In Jird'l.l)mdd mnm-mm Game, the Judges are
have &l is arduous and time-
coneumlnu period of training, and to have just qualified as
full -fledged Judg!s. all ready to fight crime on the streets
-% Omne. This chapter details how each player
cnalu a Judge character, by rolling dice to defing their var-
ious characteristics and skills, and then adding their equip-
ment and weapons.

slanq of Mega-City Onel,

Ag you in creating your Judge, you should write the var-
ious details on a scrap of mugh paper hls or her detalis can
be later to

Sheets included later in thls :I";amsr, once all lhe details
have been finally worked out.

NAME AND SEX

The first thing you should decide for the character you are
going to rlay is the Nama and Sex of your Judge. Judges
am usua ly referred to by their surnames only, such as
Dredd or Judge Griffin, [though they do have first
names as wall}, but apart from this any suitable name may
be ehosen, |t may be less confusing if each Judge is given
the same name as his player, though this is not essential.
As regards the Sex of your Judge, Male or Female is
allowed, for there is no discrimination in Mega-City One,




and famale Judges are at least as good as their male coun-
terparts. Throughout these rulebooks the male form will be
used, but this is for simplicity's sake only,

STRENGTH (5]

Roll 104 for your Judge's Strength score; if the result is a 4\.
however, count the score as being 2. This will give t
Judge a s:mnglh of 1,2, or 3. This chavnmns\l: isa maa
sur of how tough a Judge is — it covers his ability to both
inflict and take damage, as well as his build and general fit-
ness. It will ba agphaﬁ shoula \fou: Judge have o knock
down doors or I jects, bend steel bars or prise
open traps. Slightly- buull Judges will have a Stren, thof 1;
maost charactars will have the average score of 2; really
tough and'or huge Judges will have a Strangth of 3. Female
Judges with a Strength of 3 aren’t necessarily hulking ﬁr”'
monsters who look like East-Meg lady shot-puniers,

everl Rather, they are tough, with great reserves of stamina
and endurance.

me ‘e going o create a Judge, fo show how
it s.simons a decided to call him Judge White
tand that he a:rus!fr is & him/), and we'll start off with his
Strength score. We roll a 4 on the D4, which is counted as 2:
an average score, meaning our Judge is nothing special
Strength-wise.

INITIATIVE (1}

For this skill you should roll 2010, add the scores togather,
and add a further 20 paints, to get a final score between 22
and dgrmnm Initiative is a measure of the speed and alert-
ness character, and like all the skills, except only for

Our Judg, his Drive Skill iving a final

score for his DS of 37, another good result. .?Lm‘ga White

::ay ﬁ?ﬂ trying some of those stunts sooner than he
oug!

TECHNICAL SKILL (TS)

Your Judge's Tech Skill is rolled, ;?uln, on ZD10 plus a

further 20 peints, and is a measure of his technical :ompl

tenca when trying to cope with the advanced technolog

the era. This will include the use of computers and n!¥|

sophisticated devices, and the ahllnlY to repair dsm:_g

weapons and a msnl in a hurry. If your starting

smr [ pamcula%% igh, you may be able to specialise as a
pecial Abilities belaw).

Judge White is a typically average character when it comas
ta his Tech Skill, as he rolled a total score of 28 {1+8+201. M’
could be worse, howevar, and can ba raised with experi-

ence and fraining,

MEDICAL SKILL (M5]

Generated for be nnl n?ss by ru!lmg 2010 plus
another 20 |nls | prove to be a very useful

characteristic. The s:rm u! Mega-City One whare the
Judges patrol are highly dangerous places, and a gucld MS
make the differance between lifa and
8. M’ed Skill covers all aspects of First Ald and olher
medical knowedge; it may also branch out, at higher levels,
into detalled knowledge of aliens, mutants or animals.

A Damcuiurlv high starting Med Skill may allow your
as a trainad Med-Judge, as detailed

Strangth, it has a full rangn from 1 to 100. Due to hi:
sive training, a Judge has a head-start on most other
people, and can later increase his score even furthar with
training and exparience on the streats. initiative will be
used to datermine how fast you can move or act, in such
situations as fighting, dodging, running, making snappy
decisions, and so on. It is also a measure of how fit and
dextrous you are, and may be used to determine how far
You can jump or wing on o rope, for example.

Our Judge White rolls ‘30 his Initiative score LraJng the 2010,
getting an & and a 5. Adding these together s 13, and

a md?ﬂp@mmmnssmaﬂm‘mw% is an
above-avarage result, and means that White is farn‘r nimble
and alert for a beginning character; this will give him a defi-
nite advantage in a fight, as will be seen later...

COMBAT SKILL (G5}
Again, you should roll 2010 plus anather 20 for your
Judge's starting Combat Skill. A Judge with a high score in
this characteristic is a good marksman, is able 1o handla a
weapon better, and is skilled in hand-to-hand fighting.
len time, hawaver, aven the lowest of Combat Skills can
be improved, with practice and experience, so 8 low C5 is
only o tempaorary disadvantage.

Our example, Judge Wfrmr, only rolls a 2 and a 1, which

ammomems wsasranmgﬁumbatshliofz.?
Judge White is spending & lot of tima in the fir-
ing ranges, wor !danha! sheoting!

DRIVE SKILL [DS)

Drive Skill is ral!ed on 2010 plus a further 20 points; the
resulting score is a measure of your Judge's ability at con-
trolling a veh;ds In the 22nd Century just about everyone
can control @ simple hover-car, but negaotiating a high-
powered Lawmaster bike along crowded roads with
minimum speed limits of 200 kilometres an hour requires a
certain amount of training and skilll Judges and other
:haramrs with a vsry high Drive s&m anﬁ allowed to
other

mpt
Iat drwlng feats, as \mll I:ls axplained Iater.

below.

Judge White, cur example Judge character, rolled a 10 and
a 8, giving him a total Med Skill of 39; he is otwiously not
taking any chances out theral

STREET SKILL (S5)

Foll 2010 plus 20 again for your Judge's baginning Street
Skill. All Judges are trained 1o be cool, imposing and
unflappable, with a voice that will stop a perp dead at
matres! and this is reflected in the Street Skill score, The
characteristic also covers knowledge of a particular area,
and varlous other ‘streetwise’ abilities such as sensing
whether a perp is lying to you when you interrogate him.

We rolled a 2 and a 8 for Jquva White's Street Skill, to give
@ very average score of 28. He'll definitaly have to werk an
that score if he wants o be as cool a5 Judge Dredd...
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PS1-DIVISION — THE ELITE
THEIR PARANORMAL MENTAL
I THE FIGHT AGAINST MEGA-CITY CRIME.

P51 SKILL (PS)

This characteristic is again rolled by using 2010 and adding
20 to the result, but thers are further complications,
because the gift of full psychic powers is & very rare one.
Any Judge with a S‘rm(:fd:h score of 1 may roll for a bonus
of D6 points, which is added to 1 ir PS. Psychic skills tend

HANDEDNESS

Once all your Judge's characteristies have been rolled and
adjusted, you should decide whether your Judge is Rightor
Left handed. The choice is yours, and needs no dia roll, as
it makes no difference to your capabilities. Al Judges are
trained to be ambidextrous in their first year as Cadets, but
avery Jud?o will have a preferred hand, in which he will
wsually be found holding a weapan. In the evant of an injury
10 one of his hands, it may be necessary to know which one
he was using at the time, which is why it should ba chosen
naw.

A JUDGE'S CHARACTER

Up to now, all the details ofyuurJudE‘e have been abstract,
and rather mathematical. In a Role-Playing game such as
this one, however, the emphasis should be on playing the
character as a real grwn, rather than simply using it like 8
playing piece on a board. Those numbers you have just rol-
led can define yeur Judge in terms of how strong he is, or
how wall he can fight; what they den’t tell you is what sort
of a person he is. In the Judge Dredd stories in 2000 A0, you
can quite easily see that every singla Judge has his or her
own particular character, Dredd is stern but fair, always
sticking 1o the latter of The Law with a grim dedication.
Andersan, the Psi-Judge, is almost completely the oppo-
site: she is flippant and irreverant, and doesn’t appear o
take her work too seriously. So what sort of person s your
Judge going to be? Remember, despite their public image
as faceless robots, every Judge you play should be a dif?a-
rent parson.

When uel’-nin% your Judge's character. you should
i

1o be more in Judges who are of more
dalicate build.

When rolling for Psi Skill thera is a chance that your Jud*e
is psychically immune, This chance is 1 n 10, or 10%. To
chack whether your Judge is immune, roll & D100; if the
score is 10 of lass he or she is resistant, and will be totally
unaffected by psychic powers directed at them. A Judge
who is completely immune will have a Psi Skill rated as
000, to indicate their immunity.

ifyou pwith a Psi Skill of 40 or y lig
ible to become a Psi-Judge and develop your special
talents. These will include the ability to use various psychic
powers. If, however, your PS is under 40, it can never be
increased bayond this by practice — unlike the other skills.

Judge White rolls his Psi Skill — two 55 plus the additional
Jaquinrsaive him a PS of 30, a perfectly average score for
aJudge. Checking for psychic immunity, he ralls an 85, and
quite obvicusly fails to get the 10% needed.

.k'PECM( ABILITIES

you roll & maximum scora of 40 for any of your Judge's
skills or lnitiative there are added bonuses, and you may
choose a Special Ability. Nermally enly more experienced
Judges have scores high enough to recaive them, but this
Judge is obviously an exceptionally good officer. All this is
axplained fully on page 50 onwards.

A Ju{?&u_ who rolls a straight 40-plus for their Psi, Tech or
Med Skills may also choose to become a specialist Judge,
and concentrata on their special talent, If you don't want to
be a specialist Yuu can still choose a Special Ability and
develop the skill {though a non-Psi Judge can only ever
have one Psi-based ability, if any). See page 50 for mara
a';mln; your GM has further details if you need advice on
this.

dges are utterly dedicated to the Law that
they sarve, though each serves it in their own spacial way,
and as far gs thair job is concerned it is their sole guide on
how to govern their actions. Whatever parsonality you play
Eouf Judge as, remambaer that the Law comes first. All

adets and Rockies are taught 1o subdue their own per-
sonal feelings, and to let the Law be their guide. As a Judge
matures, though, his training will instill in him & reliance on
a delicate combination of superb training and strong per-
sonal qualities; strength of character is therefore just as
impartant to any Judge.

It may help you consider the sort of character your Judge
has, if you decide on the various facets of his character, and
his attitudes to the lnln(i'ls around him, For each different
aspect of his personality, he will vary between two
extremes; for example, his character should fall some-
where between ‘Very Trusting’ and ‘Highly Suspicious’, for
example, Decide upon your Judge's other aspects in the
sama way, seeing what his sense of humour is like, whather
he is a loner or part of a team, a natural leader or a typical




follower, and so on, until you have fully rounded out your
Judge’s character,

A Judge's attitudes to the various aspects of Me?J a-City life
may also help in defining his character. Judge Dredd, for
example retains a very professional distance from every-
m.ne‘ except The Law he serves — although he looks on
much of Mega-City life with distaste, this rarely brims over
into an actual dislike. Some Judges, however, get on wall
with Mutants, whilst others hate them, Foraxample andthe
same may apply to other groups — Juves (or young
people), Robots, Aliens, or whatover, As you gradually
ancountars all the differing forms of life, whilst on patrol in

the Mega-City, your Judge will form his opinions more
clearly, but you may like to have some starting preconcep-
tions

There can never be any hard and fast rules about how you
should go about role-playing your character; the most
impartant things, however, are that you try to differentiate
between what you know and what your Judge knows, and
try to play in character; and above all, that The Law is all.

Life on the streets of Maga-City One for a Judge can be very
tough, as you will discover scon enough. For this reason,
you hmra same wvery special equipment to help you cope,

son. respect from

. which helps

al,
those’ you encountar,

Padding

You must be prepared to
take 8 few knocks on every
tour of duty — it's a tough
world out thera! As a result,
your uniform is strengthened
at the elbows, knees, and

shoulders with plasti-stee!
reinforced padding, which is
very tough and hard-wearing.
Each piece of padding (there

g‘% pro-

is one piece on each arm and gach leg) provides a 2
tection chance, as detailed in Chapter 3.

Gloves

The gloves you wear are
made from a similar material
to your uniform’s padding,
with a’:‘igh: but resilient

uniform, a
weapon tlhu Lawpuvw pmolr your own porsontlmnspon
ilhclcwmswrblhm of ather

telmet

Every full Judge wears the
characteristic black helmet,
which manages 1o combine
communication equipment,
a_respirator, an 8
glare visor. The helmat itsalf
is very tough, though flexi-
bie, baing made of expanded
plastisteel resin, and offers
your Judge an initial 75%
chance of protection from a hsad wound (this system is
explained further in Chapter 3, Making An Arrest).

Radio Microphone
Maost importantly, after its in protection value, the hel-
met has 8 Radio Microphone built into it. This gives direct
sccess to the .Iudcga s Lawmaster bike, and (via the bike's
computer) 1o MAL, the Justice Dsparimml central compu-
tar. This microphone remains functional at all times; it can-
not ba switched off (an unnecessary function in any case),
and doesn’t need 1o be should you nead

it,
Respirator

The Respirator is fitted in
position at the top of the hel-
met when not in use; when it
Is required. you can pull it
down over your nose and
mouth with a frea hand
Respirators are 99% effec-
tive against all types of
harm!u | gases.

The Anti-gi. Visor sarves
twe purposes, Its main function is to protect your eyes from
any sudden blindi hes, from explosions and the like;
this it does with a afficiency. It also hides your syes and
much of your face, giving you a very imposing, and imper-

¥
by short strips of plasti-steel,
As well as protecting your
hands, however, the gloves
also provide additional stor-
age space, with each glove
having threa small pouches on the back of the wrist. Those
on the lefi glove each contain one Hear Seeker shot; those
on the right na\m- ong shot of Hypo Knock-out ammunition
each. (These of ammunition are explained balow, in
the dss:rlpluon of the Lawgiver pistol.)

Boots

A Judge's boots need to be
extra-tough, and are made of
the same strong material as
your gloves and padding:
they also f(wds space for
some Judge's
weapens. The right boot
incorporates the holster for
your Lawgiver pistol, 8 posi-
tion which enables you to
draw the weapen quickly when riding your Lawmaster, as
well as on foot. The left boot incorporates a sheath for a
handy Boot Knife. (These positions can be reversed for a
lefi-handed Judge.)

Utility Belt

Each Judge's Utllity Bell
incorporates 10 padde
pouches, which BI‘O
e
opened using only one hai
Re“ fnllmv?ﬂg items  of
eguipment are  contained
within the pouches:

A

&
M uﬂﬂ?"}"n\\h

Birdie Lie Detector (1), Bleep-
ers (5], Hand Cuffs |2 sets), Hand Radio (1), Infra-Red Law-

iver Slghl (1), Lawgiver Ma?ninaa (3], Lawgiver Silencer
Fl: Madi-Pack (1], Pallution k (1), 51 {3h

Each of these items is detailed overleaf.



Birdie"Lie Detector
Every .Iudgs carries one of
these highly-useful hand-
held devices. If you use it
when questioning a suspect,
it will help you to tell
i you are getti

truthful answers, althoug
your own powars of obser-
watlon and intuition will also
come in  handy. When
p.latlngaBlrdle theraisa bun:so%chanceofspumn%e
li, plus your own Streat Skill scora. The actual roll will

the Master, however,
not know whather thare is a lie tobeﬂalscmrj or not. When
it comes to using your Birdie, simply tell your Game Master
your 55 score, and he will inform you whather your subject
is tolling the truth.

Norden is on the trail of the Perp who
or Tapped) a citizen. Spotting ucmrny-
hurrying away from the scens, he
?Dpramds him, and ins questioning him about the
ap, wma: Birdie. Norden has a Street Skill score of 19,
whil added to the basic Birdie score of 50%, gives
a chance of detecti ig of 69%. Whilst the Punk vigor-
ously denies his invol ent, the Garme Master ralls for the
Birdie, on & D100. Getting a score of 22, the GM informs the
Judge that the Birdie doesn't m&::lsr any falsehood (be-
cause, in fact, the Punk Is telling the truthl).

Bleeper

You will occasionally, during the course of your work, need
to put a tail on some one, and to this end you carry a
number of Bleepers. Bleepers are small radio transmittars
that can be attached to clothing, dropped in a pocket, or
stuck to the underside of a vehicle. Using your Lawmaster
bike communications unit, you can follow the source of the
signal from a distance (up 10 one whole City Sectorl).

Hand-Cuffs

Cuffs are used to restrain
sted

For exampla, Ju
has just mugged
dressed Punk

conjunction with a Holding
Isee Chapter 5, On Pa:
rofl. The cuffs themselves
are anginesred in toughened
plasti-steal, and can only be
opaned uumu a hlgh Pow-
od cutti

keysonly avallabl

Hand Radio

The hand-radic provides a
useful back-up to your hel-
met radio, and is powerful
enough to allow you 1o com-
municate directly to virtually

re  within  the

Medi-Pack
A Judge's Medi-Pack i o
these include broad-spectrum alle iils, anti-rad pills,
and various anti-biotics. The use o ?: edi-Pack will add
'ID‘%_DDJOUI Med Skill, when attampting to give First Aid, as
detailed in Chapter 3, Making An Arrest.)

Pollution Meter

The pallution mater is & sim-
ple hand-held device, simil
in lnpesrannewaﬂlfd.le Lig-
Detector. Air pollution is &
serious crime in Mega-City
One, and a Judge has the
power to arrest any citizen
breaching the many Anl
lelnnon Laws. Roadi
rom the Pollution Melw
have 8 50% chance of being accurate, and so you must also
apply your skill and experience when taking readings. You
must add your Tech Skill score to this 50% chance when
testing for pollution or contamination. The die roll will be
made in secret by your Game Master, however, as you
uhuuld not really know whether thera is any poliution there
o ba detected in the first place!

For example, Judge Marsh, on patrol in the seamier side of
Mega-City One’s Old City, has come across a filthy alleyway
m;mf the ZTT Nosherie. Feeling his stomach protestin

he reaches for his Pollution Meter. He has a Tec
Sk Il of 38, which wzsamlaicﬂanuo!dﬂwmganypam
tion present of The GM rolls the D100, and gets a 92,
telling Judge Marsh that there is no pollution to be
detected. Judge Marsh is none too happy about this, as his
stomach is obviously telling him otherwise, and moves in
fo investigate a rﬁvw.'ly A Judge should never place too
much reliance in his ipment; ultimately, it is the Judge
who must decide W\hans ngm and what is not.

The Lawglwr is t‘ha specially-designed, computer control-
led, personal hand weapon of all Judges, and you should
never be without it. It is usually kept in a holster incorpo-
where it is easily accessible
ition (such as on the
ris @ vory
weapon which includes its awn small compuler
brain, which can lock onto a target, identify it and its ramge,
and flash all the relevant information up on a data readout
on the gun's sights.

Tha Lawl\fur Is able 1o lum six different types of shell, as
well as spacial 8 I8 carried in 2
magazings: !ha Primary ju: I in frant of the trigger section
on the underside of the barrel, and the Auxiliary magazine
on the top of the barrel, dursclivupmsllell (see the illustra-
tion). Each of the two magazines two chambers, and
each chamber can hold up to 12 shots. As each chamber
can be loaded with a particular :ype of shell, it follows that
the Judge has automatic access 10 4 of the & types of shell
atany one time.

The different types of shells, with their varying uses and
effects, are dalailnd below. As detailed later, the Character

Meaga-City, but
':g MAC, the Justice
Departmant computer,

(There is more information
‘on Communications, in Chapter 5, On Patrol lates.)

Shee types of
ammunition lhe stywsl is carrying ot any one time, and
for crossing off the diffarent shots as they are fired. Each
Judge will probably develop his own favourite combina-
tion of ammunition types, and apart from the few restric-
tions listed below, a Judge may have any combination he



1 ELECTRO- IGNITION FOR JUSTICE DEPARTMENT LAWGIVER
INCENDIARY SHELLS.

2 DIACTINIC BARREL (LIGHT
TRANSMITTING PEXALT ALLOY)

3 FRONTAL EXHAUST DUCTS,
PREVENTS EXCESS COMPRESSION.

4 SHELL COUNTER AND FINAL
CHARGE INDICATOR/ NEON FLASH.

5 MAGAZINE SELECTOR.

6 MAGAZINE VACUUM SEAL AND
ELECTRO COUPLING,
7 TRIGGER.
8 MANUAL OVERRIDE BUTTON.
9 MANUAL SELECTOR.
10 “NIGHT VISION" INFRARED
FILTER ACTIVATION BUTTON,
11 INFRARED ELECTRONIC FILTER.
12 LENS ELEMENT.
13 TARGET SELECTOR.
14 COMPUTER.
15 POWER PACK.
16 PALM PRINT ANALYSER.
17 SELF DESTRUCT CHARGE,
(LINKED TO 16 }

wishes; it is probably best, however, 1o have as many diffe- The HE shell is desi deliver an b i
rent types as possible. The Actions and Effect Modifiers will This burst has a diameter of 5 metres, and adds a +1 Mod-
be explained further in the next chaptar, Making An Arrest. ifier to the weapon's Effect, as will be explained further in

the next chapter. This shell is limited by its very short effec-
The different types of shells, with their varying uses and tive range, which is due to the weight and natire of the
effects, are detailed bolow. As detailed later, the Character charge, gulthis is outweighed by its destructive power.
Racord Sheet has spaces for recording the different types of

ammunition the Lawgiver is carrying at any one time, and Armour Piercing (AP)

carries must be GP ty,

far crossing off the different shots as they are fired. Each Max Range 100 metres

Judge will probably develop his own f i bl Reloading 2 Actions

tion of ammunition types, and apart from the faw restric- Special Effect +1

tions listed below, a Judge may have any combination he

wighes; itis probably best, however, to have as many diffe- AP shots are designed to give anextra punch, at compara-
ant types . The Act d Effact Mo I tively long ranges. When using an AP shot, there is a +1
beexplained further in the next chapter, Making An Arrest. Effect Modifier, and all armour is troated as though it gove

25% leéss protection than usual. Thus, an armoured helmet,
normally giving 70% protection, would enly protect the

General Pnrgm(GPi character wearing it 45% of the time.
Max Range 200 matres
Reloading 2 Actions Incendiary (I}
Special Effect none Max Range 100 metres
Reloading 2 Actions
General Purposa i is the most usad Special Effect Burning

’peol shall; ithas o affects, but has th g
its long range. At least HALF the ition a Judge
pe.

v shots explode, 1o shower their targats with an
unstable and inflammable chemical. The shot hits with a
normal Efect, but there is then a 30% chance that the target
will catch fire, These flames will couse an extra +1 to the

High Explosive (HE) Effect in that Combat Hound, and then +3 for each sub-
Max Range 25 metres sequent Round, until the flames are put out, (There is more
Rolmdigfz Actions information on these shells, and the effect of Burning, in the
Special Effect Area burst Garme Master's Book.)

n



Grenade (G}

Max Range 50 metres
Reloading 2 Actions
Special Effect Area burst

A grenade shot is very similar to a 20th Century shotgun
cumid?‘s. in that it gives a low velocity hit, spread over an
area. The burst area of the shell is 5 metres in diameter, hit-
ting with a -1 Effect. Grenade shells are useful in
incapacitating, but not killing, large crowds of opponents.

Spec;al ffaet See below

The titanium-tipped Rubber Ricochet shell is designed 1o
bounce off walls and ceilings, and flush Perps out of
enclosed spaces, such as rooms, tunnels, and so on. An RR
shot is only truly effective when used in this manner. In a
room or vehicle, or other 'box shaped’ area, the shell
causes a double-chance Wild Fire hit on avery occupant; in
a tunnel or passage, the shell causes a double-chance Wild
Fire hit on each target within 5 metres of the first person or
object to be hit. The double-chance means that if the stan-
dard chance is 3%, in this case it would be 6%, and so on.

(The Wild Fire hit is fully explained in the next chapter,
along with all the other mechanics of Weapans Combat.|

Lawgiver Accessories
Heat Seekers

Max Range 50 motres
Reloading 2 Actions

Special 1 See balow

Thesa are small, heat-guided missiles, which fit on to the
end of the Lawgiver's barrel, and are propelled by a GP
shell. Each Judge carries up to 3 Heat Seekers in his glove
pouches, and loading one takes the usual 2 Actions.

Heat Seekers are especially tuned to home in on 1o human
body temperature; consequently, they are useless against
animals, robots, or aliens. They are, howaver, very useful
against humans in the dark, or hidden amongst a group of
inanimate objects. Hotshots, as they are called, have a
minimum range of 15 matres — below this distance they
will not work: they have a built-in safety cut-out to stop
them doing a quick about-face and shooting their firer. Heat
Sesekers always hit the nearest target within a 90 degree arc,
up toits maximum range {50m); if there is no eligible target,
there is a 75% chance it will hit the nearest target within a

180% arc. (The Game Master will deal with all the fine
points of Heat Seeker fire from the appropriate sections in
the Game Master’s Book.)

Hy
ax Range 50 matras
Reioading 2 Actions
5l Effect see below

A Hypo works in exactly the same way as a Heat Seeker, but
rather IIIBH havm a smndam shell they instead ﬂelwe( a
his delivers

Knock-out, na dmmlud in the next chapter.

Silencer

The Lawgiver's Silencer is kept in a pouch in your Utility
Belt. It may be used with any Lawgiver shot, except Heat
Seekers or Hypos, to deliver a noiseless, flashless shot.

Infra-Red Sight

The Lawgiver's IR Sight is stored in your Utility Belt until
needed, When used, it slots into a groove on the 1op of the
Lawgiver's barrel, and allows a Judge toobserve at night as
though it were normal daylight.

Self-Destruct Charge

Every Lawgiver is pmlncled from any misuse by the inclu-

sion of an inbuilt hand-print sensor. A Lawgiver can only
ever be used by the Judge whose print is registered in the
aun’s computer; should anyone else try and use it, the gun
will immediately explode, csusing a random-location hit,
with a +2 Effect Modifier, as many Perps have found 1o their
cast! This does, of course, also moan that you may not use
a follow Judge's Lawgiver either, howavar.

Stumm Grenade

Stumm Gas is used to quell rioting and unruly behaviour,
by causing extreme giddiness and vomiting. Thare is also
an occasional chance that it will induce an extreme allergic
reaction which requires hospitalisation.

The effects of the gas are instantanecus, and any character
lincluding any Judges!) caught in it without a respirator will
be affected. The gas causes any person inhaling it to drop
all weapons and other hand-held equipment; their eyes
bacome clouded and water terribly, breathing becomen
painful, and they As ares

of course, Stumm gas is very useful when wn:-oumg
crowds of rioting citizens, or mobs of criminals. Every
Judge carrias 3 Stumm grenades. They can be thrown, and
explode with a bursi radius of 5 metres.




The Lawmaster

Tha Lawmaster bike is the Judge's own personal ransport,

a specially designed armoured motorbike to provide long-
range mobility, heavy firepower back-up, and access to
wvital icati links. L have powerful

inbuilt computer units, which provide instant access to
MAL, the Justica Department central computer and all its
wast data files; it can also be used to run the Lawmaster
indepandently from its Judge on auto, if commanded.

Full Spead: 570 kph
Maximum Speed: 480 m/Round

ate: 80 m/R
Maximum Stop Speed: 120 m/Round

Each Judge has his own particular Lawmaster bike, and
may ride it. and use all of its equipment manually, or he
may set it on Automatic, under the control of the bike's
computer. And instead of having te manually flick a switch
to turn on the lights, or fire the Bike Cannon, a Judge may
simply vocally order the computar to do itfor him, The Law-
master's steering, drive and weapon systems are turned
over to Manual mode as soon as you sit in the driving seat,
bust you may decide to vocally or manually order the Law-
mastar to take over any of these positions.

The Lawmaster has the following features:

Armoured Seat

The L ‘s seat is plated, with 12mm of
plasti-steel, and is designed to give some degree of protec-
tion 1o the Judge's back.

Bike Computor

Thel fea-

isits singl imp

tura, for it governs all of the bike's operations. It has its own
persanality, 1o some extent, and can deliver information to
its rider via a Vocal Synthesiser. Like any othar Computer or
Robot, it has its own Characteristic Scores, just like a nor-
mal character, and these are applied when the Lawmaster
is running on Automatic (as though the bike suddenly
became a new parsonl).

Lawmaster Computer  §

13

Communications Unit
This unit gives audio and visual contact with either Justice
HQ, or your own divisional Sector House. The unit's tele-
screan transmits a5 well a5 receives pictures, and may

i or i gither or verbally. There
I8 also a hand-held radio, connected to the unit with 1m of
coiled cable. Fitted into the corner of the unit is the small red
Emergency button: this is the Judge's S i
immediately summaons other Jus
This button i

CWEVE idges are meant to be able to stand up to & ot
of punishment before they need assistancal

Engine

The Notron 4000cc VB engine is the power behind the Law-

master, and generates enough energy to run virtually all

the bike's multitude of functions. As it is so vital, it is pro-

tected ind 12mm of plasti-steel plating. It runs on spe-
ialhy-f fuel by the

Justice Department Tech-Judges.

Firerock Tyres

The Lawmaster is expected to hold its own across a wide
range of road and terrain conditions, and so the large bal-
loon tyres are reinforced with steel bands, and are virtually
bullat proof as well.

Fuel Tank

Since it is the must vulnerable part of the Lawmaster, the
fuel tank is hidden away in the middle of the body and is
armour-plated for extra protection. For even greater safety,
the Lawmaster runs on specially formulated fuel, which is
much less flammable than usual petrol.

Lamps

Each Lawmaster has 5 normal headlamps, and one special
Infra-Red Lamp {for ni?‘hl work), The 5 headlamps ara
arranged in two banks: the two main lamps, and then three
back-up lamps, which are used in fog or heavy rain.

The Infra-red Lamp will light up an area of darkness as if it
were normal daylight, and will also be able to spot heat
traces, such as recent footprints!

Scattor Gun

As well as the Lawgiver pistol, a Judge has a back-up
weapon, a Scatter Gun, which is keptin a holster to the right
of the Lawmaster's Fuel Tank

Max Range 75 metres
Reloading 1 Action from cartridge

2 Actions to replace cartridge
Special Effoct -1 Effect Modifier
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TWIN 20 mm BIKE CANNONS WITH
AUTOMATIC COMPUTER TRACKING.
“CYCLOPS PHYLON TX LASER

WITH DELTON PHASING.
BULLET-PROOF'FIREROCK’

ALL WEATHER TYRES.

SECONDARY HEADLAMPS WITH
AUTO CUT-IN FOR FOG.

MAIN SODIUM/QUARTZ HEAD LAMPS
WITH STROBE OVER-RIDE,
INFRA-RED LIGHT.

SCATTER GUN (BACK UP WEAPON]
ARMOURED FUEL TANK.
NOTRON 4000 cc V8 KT23 ENGINE
WITH ASB QUADRUPLE
CARBURRETORS.
COMMUNICATIONS AND
COMPUTER UNIT.
ARMOURED SEAT.,

TWIN EXHAUST OUTLETS.
AMMUNITION AND STORAGE POD.

moNo O B W MK
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ENGINE SPECIFICATIONS.

DISPLACEMENT: 4000 cc.
COMPRESSION RATIO: 165.1.
MAX HORSE POWER: 250 Bhp.
MAX TORQUE: 60.5 kg-m.

MAX SPEED: 570 kmph.
STARTING 5YSTEM: ELECTRIC,
GEARBOX: 6 SPEED,

CLUTCH: MULTI PLATE WET.

DIMENSIONS,

OVERALL HEIGHT: 1156 mm.
OVERALL WIDTH: 850 mm.
OVERALL LENGTH: 2500 mm.
WHEELBASE: 1956 mm.
WEIGHT: 48 kgs.

FUEL TANK CAPACITY: 54.04 LITRES

JUSTICE DEPARTMENT LAWMASTER

The Scatter Gun is a pump-action gun, rather like an
advanced version of & 20th Century shot-gun, which can
fire cartridges or Stumm grenades. Each gun can hold up to
12 cartridges at any one time, in a tube beneath the breach.
Mare cartridges can be inserted, up to a maximum of 12, at
any time.

Stowage
The Lawmaster's stowage space consists of two large pan-
niers which straddle the rear wheel of the vehicle. These
pod-like containers are armoured, and contain the follow-
ing items:
Spares for- Bike Cannon

Bike Computer

Communications Unit

Cyclops Lasar

Headlamps

Infra-Red Lamp

iver Pistol

Vocal Synthesiser
Other Equipmant- Ammunition for Bike Cannon, Scatter
Gun, Lawgiver, Cling Net, Cuffs, Hand bombs, Spare Medi-
Pack, Rad Suit, Respirator, and Stumm Grenades.

Vocal Synthesiser

The Lawmaster's Vocal Synth allows the bike's computer to
speak to its rider, allowing the Judge to keep his eyes on the
road, rather than having to read the information off the
bike's vid-screen, This unit can also be used in reverse, o
amplify a Judge's voice like a megaphone, enabling it 1o be
clearly heard up to 200 motres away.

Lawmaster Armaments

The Lawmaster has two distinct weapens: the Cyclops
Laser, and a pair of Bike Cannon. These may be fired manu-
ally, or via a vocal command. If fired via the vocal com-
mand, the Bike Computer's Combat Skill will be used,
rather than yours, If both weapons are fired at the same
time, they must be fired a1 the same target, as their aim
depends upen the direction of the Lawmastier’s steering
bars.

The Bike Cannon

Max Range 200 metres
Reloading 2 Actions each
Special Effect +2 Etfect Modifier



The Lawmaster's cannon are mounted in pairs, on either
side of the front wheel. They are aligned so that they fire
together, at the same time andatthesnMG targat. 'I'haczm

THE CHARACTER SHEETS
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Rafaaﬂ\n 1 Game Turn to repower
Varying effect — sea below

The laser mounted into the front of the Lawmaster is a small
varsion of a standard Laser Cannon, which draws power
from a generator which in turn is powered by the bike's
engine. The lasar only slores wllicier\tsnelgv to power one
firing. After this, rva enerator must be allowed to
recharge, a process which takes one whole Game Turn.
The Hit Effect of the laser varies tremendously acooldmg o
its range. At short range, it is high, but a1 long ranges the
affect tails off sharply. u weapon hits with a burst diame-
ter of 5 matres. At a range of up to 50 metres, the Effect
Modifier is +3; between 51 and 200 metres it hasa +1; and
‘aver 200 metres there is no Effect Modifier,

have
usa anly. When ﬁllmg in your sheats, it’ s advisable 1o use 8
pencil or erasable ballpen, as you may need to change
some details later on.

There are two specific sheets for each Judge. The first is for
your Judge's characteristics, together with the weapons
and equipment he is carrying on him, The second is a refer-

ence sheet for his Lawmaster bike. No details need to be
entered upon this sheet, but it is 8 useful summary of the
bike's attributes and equipment.

The Judges Sheet

Name: Insert the Judge's name into the badge, and yours
under ‘Player’.
Sex: Your Judge may be male or female.
Handed: R'IEJ:“ or Left; don't forget this is only the Judge's
‘dominant’ hand. All Judges are trained 10 be ambidextrous.
Characteristics: Insert your scores undar the appropriate
headings. Steength and Initistive scores should be
recorded as "Original” scores. These may be modified dur-
ing the course of an adventure, as a result of being
wounded; the modified scores can be entered under ‘Pre-
sent’ a:ores
Actions & Phases: These tell you how fast you can act in a
fight, and are fully explained in the next chapter, Making an
Arrest, When you cover them, insert them here.
Hit Locations: The number ranges are used when someoneg
shoots and hits your Judge, to determine where the shot
lands (see ter 3). The numbers against the figure are
for use with ‘Missile Weapons'; when in "Hand-to-Hand
Combat' use the other numbers,
aur: The armour profection scores of your helmaet, and
arm and leg padding. should be inserted here. As detailad
earlier, your Helmat initially gives 75% protection, and sach
limb has 25%, though these scores may be reduced if they
are domaged,
Lawgiver: As detaildd earlier, your gun has two magazines,
each of which can have twa types of shell. You should note
down which types of shells are in which magazine, and for
the other 3 magazines stored in your belt pouches too.
emember that at least half of your shells must be General
Purpose, As you fire sach shaot, tick off the numbars, so you
have a record of how many shells yo left.
This details items you are carrying.
Tick off the numbers a5 you use or leave behind an item.
Special Abilitie: ru:isd is space is for when your Judge gm
more experie at his work, and acquires some
Abilities, which may be noted here. Sea Chanrarﬁfor more
dotails.
Experience Points: Keep a running total of your EPs hare,
when your Game Master awards them to you {for clever
play, succassful arrests, and so on). You start with none,
however, 5o leave this box blank.

The Lawmaster Sheet

This second shest contains the complete Profile of your
high-powered bike. Everything detarled upon the sheet
should either be clear, from earlier in this chapter, or will
soon become so, from future chapters {so don't worry if itis
a little W“'il\? at the moment!) Unlike the Judge's sheet,
there is very little record-keeping to jone. The only
nemn:? a5k is 1o keep track of the shells your bike has
fired, and the equipment you use, by erossing off the num-
bers, as before.



MISSILE FIRE Hit Locations

PLAYER:

SEX:

HANDED:
STRENGTH INITIATIVE COMBAT SKILL
.a-....-.-r..m‘ Gl | present
DRIVE SKILL TECH SKILL STREET SKILL

Head 01:05 Armour[ |

Abdomen 31-50

Left Arm 61.70

.ﬂfmurD

| MEDICAL SKILL | PSI SKILL

ACTIONS|PHASES

Left Leg 86-00 Armour D

Chaest 06-30

Right Arm 51.60
Armour

Right Leg 71.85

el

HAND-TO.HAND COMBAT
Head 0110 Right Arm 31.45
LAWGIVER Tick odf shozs s they are fired Chant 1115 R
AGAZINE 1 2
Abdoman 1630 Right Leg 61.80
1 Type: Type:
Shoti: 1234567 Shots; ; g ::Dq ‘515‘; Gun Left Lag 8100
it LA EQuIPMENT |
e Type: Type:
Shots: 12345667 Shots: 12345687 Gun Belt Pouches:
2101112 280101112
I = Birdie Lis Detector 1
ype: YR Blespers 4
5 Shoty: 1234567 | Shor: 1234567 | Beh Poueh Haod Bufs 12348
ag101112 89101112 Hand Radio 1
Lawgiver: IR Sight 1
Type: Type: k
4 Shots: 1234567 | Shot: 1234567 | Bokt Pouch Mseioss 023
89101112 101112 M ol
Follution Meter 1
= Type: Type:
° Shot: 1234567 |Shou:1234567 | Belt Pouch Swmm Gus Grenades 123
8101112 . 89101112 o Pekca
GP = General Purpose (=) | = Incendiary [+1/43)  HE = High Explosive (+1) Heat Seoker Shells 123
G = Grarisda (1) AP = Asmour Piercing (+1) RR = Rubber Ricochat {—) Hypo Shells 123

SPECIAL ABILITIES:

EXPERIENCE POINTS:
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LAWMASTER RECORD SHEET

-
FULL SPEED: 570kph
RANDOM HIT TARGET POINT SIZE ARMOUR | b ooy SPEEED: dmum
0110 Bike Cannon (2] Small 10% ACC/DEC RATE: B0m/ro
11.20 Bike Computer St 2% STOPPING SPEED: 120m/round
2130 | Coaschwork Small 25% TARGET SIZE: NORMAL
335 Communications Unit | gy 20%
3640 Cyclops Laser Small 10%
#183, | /Ko Small 50%
51.56 Fuel Storage Small 25% BIKE CANNON May fire single
56.60 Infra-Red Light Small shot or burst of & rounds.
6165 Headlamps (5] Small -
6675 Rider [Judge} Small 5% Magazine
T6-80 Steering Unit Small 0%
81.80 Stowage Small 258
91.00 Tyres (2) Small 70%
Barrel 1 12345678910
COMPUTER UNIT 11121314 151617
18192021222324
INITIATIVE 25 DRIVE SKILL 60 25262728 2930 11
COMBAT SKILL 30 ACTIONS 2 3233343536
TECHSKIL, iHts: A2 Barrel 2 12345678910
11121314151617
RANDOM HIT _TARGET POINT SIZE 18192021222324
0130 | Non-Vital Component | Small §§ gg ;: ;: 293031
31-00 Vital Component Small s
STOWAGE Non-Vital Component Spares for:
Bike Cannon Cyclops Laser
Equipment; Bike Computer Lawgiver Pistol
Ammunition: Communications Unit
Bike Cannon Magazines 123456
Lawgiver GP Magazines 12345678910 Replacement Spares for:
Scarter Gun Shells 12345678910 Headlamps 1
111213141516 17 Infra-Red Lamps 12
181920 2122 23 24 Vacal Synthesiser 1
252627 282930
Scatter Gun Stumm Shells 123456
Cling-net 1 NOTES:
Hand Cufts 123
Medi.pack 11
Rad-suit 1
Respirator 12
Stumm Gas Grenades 12345678910

17



|3:MAKING AN ARREST

| WANT YOU ALIVE, CITIZEN =
HALT IN THE NAME OF THE LAW !

From the moment he sets foot on the sireets of Ms;in-{:iw
One for the very first time, each and every Judge knows
vary rapidly what it is like to arrest somaone. Arrastin
criminals is a way of Iie for your Judge, and the tide of
demanded can never be stem-
Dg;‘ o ing, you will have been through
many robot-simulated arrests, using both fake and real
ammunition, but there is no way of ever substituting that
first feeding of danger and exciterment whon you make your
first ever real-lifo arrest on your own.

‘When making arrests, there are certain procedures that you
must follow. The first is the concept of The Challenge.
Except in certain rare circumstances, you must always
issue a warning 1o a prospective target before you shoaot,
though this doesn’t apply to \‘irinq_hmr o Perp's head, or
shuotinP at a door, for example. This in turn allows each
criminal the chance of surrendering without a fight. Should
the target fail to give himsell up, and decide instead to fight
it out, the rules for sither Weapons or Hand-to-hand Com-
{er both) should be used 1o determine the outcome of
any fight.

When trying to simulate, in game terms, a highly abstract

and chance-ridden event like a fight, the first thing you need

is 8 m ng up all the action into manageable

sactions, To this end, time in the game is divided up into

wr::‘miw periods — the Game Turn, and the Combat
und.

Arrests, including fights, chases, and so on, are divided up
into individual Combat Rounds. Six Combat Rounds go
together to make up one Game Turn.

This second term is used when describing lengthier
actions, such as driving through the Mega-City, searching

for data in @ massive computer file, and so on. Although
there is no set time pariod for either one Game Turn or ong
Combat Round, it is appropriate to consider that a Combat
Round s approximately 10 saconds long, which makes
each Game Turn about 8 minute long.

ACTIONS

Depending upon your Initiative score, your can ger\‘orm a
certain number of Actions in a particular Combat Round, Te
determine the maximum number of Actions your Judge
can perform in a single Round, simply divide your Initiative
by 10, rounding up 1o the nearest whole number. (Thus, an
1of 8 gives 1 Action, an | of 48 gives 5 Actions, and an /of B3
gives 3 Actions.]) This doesn’t just apply to Judges, but 1o all
other characters as wall. On average, a starting Judge will
have either 2 or 3 Actions; with training and axrrlonm,
any character can incraase their lnitiative scores, howaver,
and thus increase the number of Actions they can perform.
This Is coverad further in Chapter 7, Experienced Judges,

Once you have determined how many Actions your Judge
can perform in a particular Combat Round, the next step is
10 determine whan, during the Round, these Actions may
be performed. This is because characters with a higher
number of Actions may be able to perform them before,
during, and after the Actions a slower person performs.

To this end, each Combat Round is divided up into 10
Phases; you may perform actions in some of these Phases,
but not in others, depending upon how fast you are. There
are Active Phases, in whicg you may perform an Action,
and Inactive Phases, in which you may not. The number of
each of these two types depands on your Initiative and your
Actions,

Within a particular Combat Round, all Actions occurring in



the same Phase are d b

ously. Howaver, since i1 wvuld be impossible for a Game
Master and his piavnuto de everything all at once, in each
Phase where twe or more characters are entitled to perform
an Action, the character with the lowest Infliative declares
the Action he is making first, and the character with the
highest Initiative declares last. This represents the faster
character’s ability to act swiftly on a quick appraisal of the
situation, Although the Actions are declared in this order,
they are actually performed simultaneously.

To determine the actual Phases on which your Judge may
R:rlnnm an Actian (his Active Phases), anthose on wnl:n
may not (Inactive Phases), consult the following chart.
The number of Actions you have should be cross-refar-
lmd 1o find the individual Phases [out of a possible 10}
You ma : perform an Action in. When it comes to run-
nln thmug & fight, your Game Master wHI run through
the Combat Rounds, ashn%wlmher anyone is able 1o per-
form an Action in Phase 1, then in Phase 2, and so on, When
it comes to the Phases you are able to perform Actions in,
simply state what you would like to try and do.

o
o
o o
[s] o
o o]
o o
Noof Phase o
O dnios 1234887221 o
o NN A o
o] §. sk x- . %X O
P s LA S
O b e Wenka K e Xiy
@& 5 rEiEetyixi ©
o f Flaiiziyit o
o FALL X xXXKXE O
Q %' Active Phase; - Inactive Phase (o]
2 8]

For axarrm a Judge with Iqmalrva 23 is entitied 1o 3
Actions ich may in

Actions. A little common sense will tell you what a charac-
ter can or cannat do in the space of one Action,

Move

Walking & Ruﬂm'r:g: You may move up to your full move-
mant mu uimq Action. This rate is 2m walking, or 4m
running, per Action you spend. Up to 4 Actions per Combat
Round can be used for Move Actions, if your character’s
Actions allow it, to create a maximum running speed of
16m per Combat Round.

Howwver, if you did not spend your previous Action run
ning, you may only run 3m in your first Mowve Action, IFVW
have other Actions remaining, you may use these s nor-
mal {theugh not for 8 Move Action if 4 have been used in
this Combat Round, of coursal.

Jumping: Any one Move Action may incorporate a 4m hori-
zontal, or 2m vertical leap. The other 2 metres remaining (if
any| are assumed to be your run-up. You may also stack up
Move Actions, using them as a run-up; for every extra
Move Action sﬁnnl directly before a horizontal jump you
may add a further 1 metre to your jump (up to 8 maximum
of 4 Move Actions].

Climiiing: You may climb a sultable surface {a rope, rough

slope, etc) at a rate of 1m per Action, using up 1o 4 Actions

pex Cambat Reund as usual, If the ascent is particularty dif-
Teult, your GM may restrict your movement rate, or

you to check against your initiative.

Swimming: You may swim at a normal rate of 2m per Move
Action, up 10 the usual maximum of 4 Move Actions. If you
are having to keep someona else afloat, or are towing
somathing, this lata is reduced 1o 1m per "Action, and the
GM may well reduce this further.

sund, Sit, Fall Down, or Crouch

0\‘ I Mllon Standing from a Crouch, however, does not

n!clmni'nmulu an Action: it may be incorporated into a

standard Move Action, for the expenditure of only 1 Action

mqwr it may not be combined with any other type of
tion).

Speak

Speech is handled differently to other Actions. In a and,
regardless of anything else you may do, you can speak 20
words plis two more for every Action you can normally
make in a Round. Thus, a Judge with 4 Actions may speak
up to 28 words in a Round, as well as making his 4 Actions
as ha wlshos_ Youl GM may insist you reduca this number

r Combat Reund,
Fham 5 and 8, Maf.rnrhanhasssi’maﬁ!. numbers 1, 2,
4, 5, 7, 8 and 10 in this case), this Judge may not do any-
ng.

Should there be one or mare Phases in which no characters
may make an Action, the GM will simply move on to the
next one. Bear in mind, too, that no character has to make
any anl. and may instead decide to do nathing, In fact,
thera mago quite a faw Actions wasted in conferring with
friends about tactics and problams, reacting with surprise
o & sudden event, and so on.

THE ACTIONS

Now that you know when you can do something, you must
work out what you can do. Everything you can do is called
an Agt-m and you can make 1 Action in every Active phase
you have.

Bolow is a short list of sample Actions. It is by no means
complote or exclusive, however; although it lists the most
common Actions, Judges and other characters will invari-
ably want, or ne!rj lo maks Actions not listed. In thess
cases, the move question may be fitted into the
framework by asggmng it an Action, of a number of

you find yourselfin.

Listen or Observ

Carafully listening at a closed door, in an attempt 1o hear
sounds from within, takes 1 Action. Oboanrlnq a situation,
teo, sither with the naked eye or through binoculars or
night-sights, will take at least 1 Action too,

Open or Close | dwr container, and 50 on.)

Opamng or Closi L abject, whether it is a door, belt
pouch, of a tin of Synthetti H'oopu. will require at lsast 1
Action, If the object is locked o ions must
be spent 5o that the duormnbeupensd A door, for exam-
ple, that is mndlngMopan obviously doesn't need to be
apened, though a Action must be spent to get
through it.

Pick Up or Use Object

Thera's a wide range of equipment available to you, includ-
ing Birdies, Follulmn Meters, Radios, and $0 on (see Chap-
ter 2). Picking up such an item will take 1 Action, and using
it will take at least another 1, depending upon the Imm
Some complex items ma uire charging with po
switching on, pointi ljusting, reading, and Inlefnrel
ingl; your GM has full dalmls of such equipment in the
Game Master’s Book.



g a weapon

Aiming a weapon before firing it will make the shot much
mare accurate. Aiming expends 1 Action, but will add a sig-
nificant amount to the chance ng; you may also
spend more than ane Action in Aiming, before loosing offa
shot, adding oven greater to \ﬁour chances, Aiming Actions
must immediately precede Firing, however; you cannot
Alm, Move, Fire, and still gain any Aiming bonus, for exam-
ple. You may, though, XEm and then Speak, up to any
number of Actions, and then Fire, and still gain the Aiming
bonus, You may Aim and Fire at a target, and then Firo at
the same target again without Aiming, and still gain the
bonus, but only if the target does not move in between
times, and your aim is not disturbed.

Fira a weapon

Firing a weapon oni kes 1 Action. Howeaver, a Judge
must expend at least 1 Action in Aiming his Lawgiver pistol
before firing it {in the interests of the safety of innocent bys-
tanders!), and thus it follows that a Judge must, in fact,
expend (at least) 2 Actions when firing a weapon. This
applies to any weapon you use inthe course of your duties,

Reload o weapon

Relonding a weapon will depand upon the particular details
of the weapon in question. Each weapon has its special
requirements, as listed in the descriptions under Judge's
Equipment, and in the Game Master’s Book. In general,
however, 8 hand-held weapon takes 2 Actions to reload —
this time includes removing the spent cartridge or
magazine, taking a new one from its pouch, and fitting it to
the weapon, This time may well be axtended for uaing an
unfamiliar weapon, being under fire, tryinq to reload whilst
moving, and so on, depending upon the situation, and the
ruling of your Game Mastar,

Strike a blow

S[rikinE a blow in hand-1o-hand combat, be it 8 punch,
block, kick, parry or butt, requites 1 Action, as is more fully
detailed under Hand-fo-Hand Combar, later in this chaptar.

Enter or Leave [Mount or Dismount) a vehicle

If you wish 1o elimb into a car or onto the back of a bike you
must expend 1 Action to do s, and similarly, anothar must
be expended to climb out of, or off, a vehicle. Should the
vehicle have a door which needs to be opened, though, this
will require 1 Action to open; closing the door, however, is
included in the Enter or Leave Action, as you can simply
push it closed behind you.

Drive a vehicle

Te drive any vehicle, using manual control, you must
expand at least 1 Action per Combat Round. Failure to do
this will result in Centrol Loss, which is explained further in
Chapter 4. Only 1 Action per Combat Round need be
axpanded on d(ivlng'ths wahicle in question however, loav-
ing others, if available, for other Actions.

Halt a vehicie

Bringing any vehicle to a halt requires the expenditure of 1
Action. As datailed in the section on Driving and Riding
Vehicles, below, the vehicle must be travelling within its
particular Stapping Speed, howaver. If it is travelling faster
than this, you must first expend at least one more Action in
Driving the vehicle, in erder to decelerate down to the Step-
ping Speed required.

Examples of Actions in use

Judge Weaiss (Initiative 23) is standing by his Lawmaster
bike, in & small Watching Bay overlooking Don Turnbull
Boulevard, admiring the hazy dawn that is slowly breaking
over Dan Archer Cu:r Biock. Suddenly, from amongst the
constant hum of traffic on the Meg-way below, there comas
tha squealing of brakes and the roar of an engine, A speed-

20



mgsa}aaniurc\hasaurﬁwo&udmfsmsmadj.wwm
mu a row of Wid-phone booths, and roars off in the
of the Stirling Moss Centre for the Disabled!

J-u&ge Waiss leaps onto his bike |1 Action: Mount Vehicle),

off in pursuit (1 Action: Drivel, and draws his Law-

ﬁrvar l1 Acllan Draw Gunl. He has only used 1 Cs;ntm
p.

After a short chase, the Perp abandons his vehicle, and
dives away down an alleyway. in 8 vain attempt (o escape.
Weiss is night behind him, h, and soon has him cor-
nered in 8 dead-end alley. Th ', looking determined,
pulls out & snub-nosed, o{!

The perp anly has an Initistive of 18, which gives him 2
Actions; Weiss has an | of 23, and thus has Y
S
me Masi [} I"ﬂ Wi the cril
discover '? them can

perp ic wit pyour gun

In the next Combat Round, Aims again (Phase
3. but the infured, m: Ph,

e :’{g; e sun in Phase 4, bringing the
THE CHALLENGE

A Judge cannot and must not simply go around Emhmg
anyeng he feels like whenever it takes his fancy! That woul

be a breach of The Law, and a Judge who breaks the Law is
not warthy of his badge, or of anything else either; the pen-

alty for any Judge who breaks the Law is a minimum of 20
years of hard labour on the prison planet Titan. A Judge's
job is to take people alive, 5o that they can serve their time
in prison. are not executioners,

When making an arrest, a Judge must first issue a Chal-
lenge to the Perp, to surrender, give himself up, and come
quietly. As a result of this challenge. there is a chance that
the Parp (or Perps) in guestion will simply throw down his
gun, and give up without a fight. Such is the imposing
authority you have, many Perps will do so automatically,
anditis n only the very desparate who.will try and take
wou on!

Challenges may take any form you want, but to have tha
desired effect they should be direct, sharp, and delivered in
an authoritative voice. It is best if you limit a challangs 1o
around 10 or so words, as this will l'lt into a single Round,
but if time allows you can spend long

A challenge can be made to all Perps within a 20 metre
radius, and the use of a megaphone, or the Lawmaster's
metres. A chal-

something like, ‘Come out, e
challenge must be assumed to be direted solely at the per-
son named:; in thiz case none of Whitey's fellow Perps
would be affected by the challenge.

Examples of suitable challe:

oK. mﬁw—wtwwh:t ‘:i" .lnnf fr:czﬂ "
e — and make sure i & YOur own.

TM fvﬂqgom you're all under !H’:glf' 7

“It’s the Iso-Cubes for you creeps — MOVE!"

*Move an inch, creep, and you'll have two navels!’

SURRENDERING PERPS

r'l’ﬂm \I\mo hears the Challenge may decide to surrender
without a fight. The chance of this hanpumrc? ual to
your Street J'f rolled as a parcentage. The Ga aster

llle has various modifiers for different types of Parps,
ich he may also decide to apply; these are uwallyin the

Drﬂ'r of + or-10%. (See the Game Master’s Book for more
datails.)

The chance of a P
fire over his head, if you aim dlrmlv lt Illm and Ihan asl
him to surrender, or if he is wounded; your Game Mastar
will tell you of any modifications to the basic chance.

whan ini

Rnr Perp who falls In + o

iy unless he
has been that Com-
bat Round, or if he is balng Aimed at by the challanging
Judge. In these cases, a re-roll may be allowed by your
Game Master, and may have an effect.

A Perp who does surrender is allowed to make 2 instant
Actiens, aven if it is not his Active Phase, and aven if he
doesn't have 2 Actions. He must:

1. Throw down any weapons he is carrying, and put his
hands up in the air,

2. Declare he is surrenderi
but the following are offe

‘Don't shoot, Judge — | surrender!”

Wadnnutmda:mm—wuwm give in!"
i it Je &mm?donennlhm

We can't fi es—!g\meup
u.goodaumng as!

A surrendered Perp must use all of his subsequent actions
to get out of the way of the fighting. He must, if necessary,
submit to cuffing, and obey your instructions. You may
radio for a Catch Wagon, or take in the Pe hlmulf u
required {see Chapter Five). When escorting a Pey gﬁll
your turn as normal, but may only make up to Mnue
Actions per Combat Round.

For example, Judge Morris has chanced upon Bendo
Kendo, an infamous cat burglar, as he drops to the ground
from the first-floor balcony of an apartment in Len
Nimoy Con-Apts. Morris has an Initiative of 38;
Kendo has an | of 26. 5, in Phase 2, Morris draws his
Lawgiver pistol. In Phase 3, Kendo disentan mm”\ff
from his rope. And in Phase 4, Morris Aims the

straight at the frantic Perp. stng':wmmuw m
self from his rope, Kendo draws a Stub Gun from

at th

Phase 6), Morris yells out, The
o‘rop that spuggin, gunu Face: wlmrhuwnmbfﬂmnm
e (as well as Lawgiver pointed straight at his
mdn a\ndu (as coptrolled by the Game Mastar) rolis to
s, rris” Street

. He can say anything he likes,
‘a5 examples:

32, and I!m:s a Hoﬂowmrrnr #s Bendo Kendo's Stub Gun
falis to the fioor,

OPENING FIRE

As has already been emphasised, you must not simply
n fire on anyone without first issuing a challenge, to
fve tham a chance o
owever, to waste time on a challenge would be 1
endanger someone’s life, and so you are forced to npen
fire. You are allowed to open fire on a Perp if:

—Ihe Perp has already fired at you or 8 member of your

—the Perp is engaged in an activity which, if allowed to con-
tinue, would directly endanger lives. For example, if the



Perp was setting a short-fuse bomb, about to pull the pin on
a grenade, or driving a car straight at somoone,

—ithe eontinued existence of the Parp is itsalf a danger to
lives. The Perp may have a dreadfully contagious disease,
or be fatally contaminated with radiation, for example.

In each of these cases, it will be your decision as to whether
wou should fire or not {though your Game Master may ba
disposed to giving you advicel. With experience, you will
learn the right and wrong way 1o handle particular types of
situations, An inexperienced Judge, however, will have to
be vary careful.

This ban on opening fire first does not apply to Warning
Shots, which may be fired over the head of a Perp as a pre-
lude to asking him Th t be delib |
Aimed to miss; if you accidentally hit someone whilst firing
aWarning Shot, it will be considered as Murder!

OBSERVATION

“You obviously cannot fire at a target unless you can see it,

A Small Target will have a modifier which makes it harder
to hit should you wish to shoot at it, unless you have a Spe-
cial Ability [see Chapter 7).

Normal Target

A Normal Target is bigger than 1m by Tm, but smaller than
30m by 30m. Aocorquly, this covers almost everything,
including humans, vehicles, small bulldings, and so on.
Normal Targats may be seen up to 300 metres, if the line of
sight is clear.

There is no modifier for shooting at a Normal Target. You
may shoot at parts of 2 Normal Target, as Small Targets, for
the standard modifier (as detailed below).
Target

Large Targets are thosa which are larger than 30m by 30m,
Tho term includes large trucks, Mo-Pads, aircraft, City
Blocks, and large spaceships. Shots fired at such Large
Targets hit automatically at ranges up to 100 metres;
remamber, however, that shots won't do much damage [(if
any) to such a large object as o whole. Any Large Target

i 5 isti Normal and

and trace a clear line of sight. If you are using
figures or detailed maps, this problem should not arise, but
in other cases there may be some confusion; in all cases,
howewver, it is the Game Master who will adjudicate.

Whether a target is visible or not will depand, to some
extent, upon its size. Every item equipment, avary
charactar, and in fact everythi you encounter has a
specific Target Size. (The Game Master has more informa-
tion on the various sizes of specificitems, in the Game Mas-
ter's Book.)

A Small Target is any object less than about 1m x 1m in size.
Peopla ln,llnP down or crouching are Small Targets. The vis-
ible part of someone inside & vehicle is a Small Target,
Specific pants of a person are Small Targets. Hand-hald
equipment, such as a Lawgiver, Birdie, or Hand Bomb, are
all Small Targets.

Small Targets cannot normally be aimed at, at distances
over 50 metres without an optical gun-sight or other mag-
nifying equipment, and they cannot be Fired
this range, The spacific parts of a Small Targ,

as the magarine of a hand-gun, may never be hit, except as
aresult of a random hit.

may be
Small Targets, however, (such as windows in a City Block)
which may bae shot at individually.

LIGHTING

Twilight

Mega-City One is usually fairly waell Iit, except in the poarest
argas around ottom. In fact, some areas never actu-
ally get dark at all, as artificial light automatically takes over
when the sun se1s. In such cases, howevaer, tha light inten-
sity is less than that of full daylight, creating a sort of artifi-
cial twilight. In twilight, all Tquel Size location distances
are halved (s0 you can only automatically hit a Large Target
if it is up to 650 metres away, for examplel.

Night

NI’hl occurs where thare is almast no light at all, such as
within enclosed and unlit streets, bulldings or vehicles, for
example. In such a low light intensity, nothing can be seen
at a distance greater than 3 metres, without some form of
illumination or Infra-red device.

llumination
A standard head-lamp cluster, such as that found on a stan-
dard car, can llluminate an area of up to 10 metres across,




at a distance of up to 150 metres. Any illuminated area may

red into as tho: mlmm normal daylight, if itis within
ronge. In a clusy ts, the destruction of a single lamp
will reduce the area ilumlnnbad by 2 matres (thus a 5m
radius goes down to a 4m radius), to a minimum radius of
1 matre (2 metres across). Once all lights in a cluster have
bm daestroyed, there will abviously ba no light given off at

.ﬂmmhh?h\ willl iy Ib%ht up an area 10 matres across, from a
distance of up to 2!

A hand-haid torch has a range of 15 metres, and can lightup
an area 1 metre in radius (2 metres across).

If the !nrgul \mu are Aiming at is moving, there may be a
ifier to r chance to hit. If the target is movi
dlrnctlvlowudsorawnvfrom you, thera will not a modifier

it will

any
other Action, you may ‘maintain your Aim at the target as it
moves, up to a maximum of 3 Aim Actions only.

Very simply, the chance of hitti
equal to your Combat Skill, rolk

There may be some modifications to this number, how-
avar:

the target with a shot is
a5 a percentage.

— Each Action spenl Alming before firing adds 70% to the
chance of hitting

— If the target is a Small Target, there is a -10% from the
chance to hit.

— It |I!l ltrgul is @ Large Target, at a distance of over 100m,
to the chance to hit; you must alss mod-!\f
!I‘N ’brllls range nllllu shot {see balow).

— Thare is a +30% if your target is within 3 metres (this is
known as Point-blank rangel, or & +10% if it is between 3
and 10 metres away,

—Thergisa - 0% |illwmngq| is batween 30 and 50 metres

n 50 and 200 metres away; and -
30% over 200 mems away; up to the weapon's maximum
range.

— I the target Is moving towards or away from you thare
no modifier; but if it is meving at an angle to you, so th
you must follow it with your gun befare you fire, thare
-10% m r for each Action you move your weapo
bafore you For any moving target, there is a minimum
modifier of .

Automatic Failure

For any action in this gama demanding the roll of a D100, no
matter what the chance of success is, a score of axactly 100
rolled on the dice will afways indicate a failure.

For weapans fire, a roll of 100 means that the weapon has

malfunctioned, meed or misfired. Sea the section below

for furthar details. If, after all modifications to your die

EW' chance of hitting is 0 or below, you should still rell the
100, to see whether your weapon malfunctions.

TYPES OF FIRE

There are a number of diffy
General Fire, Wild Fira, Area Emm Hns, and Tsrgm Poml'
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Fire. These all use the standard system, as detailed above,
but with further modifications.

General Fire

This is the standard method of firing, used almost all the
tima by Judges, and by many other cl aractees as well, You
may fire at nnrnlng that prasents itself within a clear Ilnaa(
sight, and within the range of the weapon baing

Hits caused by General Fire will sirike a random part of the
target, as determined from Hit Location 1ables below,
the weapons do standard damage.

For example, Judge T?mmscm is in the middie of a fire-fight,
after. having disturbed Dwarf Gang raiding a
warshouse. He salects his r.e B0 metres away,
standin mapcckvngﬁ mson has an | of 34 (so 4
uaﬂs?armacsd Hehasamz.my rst Action
in challenging the gang of Perps, so he uses his mﬂm -
ing his Lawgiver at his chosen target. When his third Action
comes around the Pe e Themson is
still Aimed at him, and fires. His chance of hitting is 35, plus
an axtra 10% for 1 Action's Aiming, but minus a whole 25%,
5@ the target is over 50 metres my and minus
another 10% because his target mon 5\4 a basic
damwofhmmg of ms His player rolls the. Ni'a
a

Wild Fire

Wild Fire is the term used when a character fires without
first spending at least 1 Action in Aiming. Since you as a
Judge must spend at least 1 Action in J\lmmg they are not
permnuad 10 use Wild Fire as such. 1I: follows, therafore,
that a Judge will not be able to use h iver once his
initiative drops below 10, a5 a result uch a Judge
must defend himsell &5 best as he can. a d sook medical
attention as soon as possible.)

However, since othar
without first Aiming, and since tha 'ﬂ'ws of Rubber
Ricochat Lawgiver snalls are treated as Wild Fire, this
mathod is detailed here.

Wild Fire is calculated as follows. Firstly, work out the
chance of hitting as usual [Combat Skill a5 a percentaga).



If the target is within 10 metres, halve the C5 to get your
chance of hitting.

If the |algq[ i over 10 metres away, divide the C5 score by
10, rounding any odd numbers up.

There will also ba the usual modifiers for Small Targets,
Point Blank range, or Moving Targets, which are applied
next, if y; other range i will not apply.

Thus, for example, a character with a CS of 42, firing at &
st.m'cmaz target 35 metres away, has a basic 5% chance
hirtting n using Wild Fire,

If a Wild Fire shot its target, there isa ibility that
the shot will hit someone or something else, and damage
them. There is the same chance as usual of hitting anyone
[or anything) within 10 metres of the original target, though
the Game Master is at liberty to adjust this chance, depend-
ing upon how crowded the area around and behind the
Intended target is.

For example, Judge Fantorrini is chasing Terri the Hand, a
notorious Scrawler (graffiti vandal] through the crowded
shopping mall of Tony Blackburn Block. Suddenly, the Perp
turns, whips out 8 small Stub Gun, and fires, without Aim-
ing, at her pursuer,

The Game Master consults his notes, and sees that Terri
has a Combat Skill of 53. The Judge is 8 metres sway, and
is moving at an angle to her. Thus, her chance of hitting
Fantarring with this Wild Fire shot is 17% (532 is 27, with &
-10 for the Moving Target). The Game Master roils a D100,
but gets a 99, which is a very definite miss {a 100 would
have been & malfunction, as usuall. Behind the Judge is a
large crowd of (around 30) shacap«:. desparately trying to
et out of the way. Rolling a D100, the GM gets a score of 03,
one of the bystanders, selected at random by the-Game

v, goes down, hit by Terri's Wild Fire shot.

Area Effect Fire

Area effect weapons are those which have a spread of fire,
such as weapons which fire shells which 'burst’ over an
area, as well as grenades and bombs. When firing an Area
Effect weapon, you should nominate the target as usual,

Should the shot hit, it will have a particular burst ares (as
detailed in the indivi weapon' iipti centred on
the target.

Should the shot miss, it may well hit and explode some-
where elsa. To determine where the shot actually hits (in
i { it missing its i gt), Master
should throw a D12, working on the ‘clock-face’ randomis-
ing principle, to determine which direction, and a D10 for
the distance in matres away from the original target it goes.
Once you have found where the shell does explode, its
burst radius should be used as usual.

If you wish, special ‘Burst Markers' may be made from a cir-
cle of stiff card or plastic, to the same scale as the figures
and floorplans you are using. When an Area Effect weapon
is used, the marker need only be placed over the centre of
the explosion, and everything within it is considered to
have bean hit by the burst. Al gha waapons differ,
most will have a Burst Radius of either 5 or 10 matres.

For example, Judge Younger has encountered a vicious
of Mutants, who have somehow sneaked into the
a-City {they are normally banned), and decides to use a
Grenade shell o take out the whole ﬁrw Aiming it at the
middle of the 5 Muties, he fires, and hits (roiling against his
Combat Skill, modified for rm!gs, efc, as usual). The gre-
nade shell has a Burst Radius of 5 metras. The Game Master
uses his card Burst Marker, and finds that all but one of the
Mutants must roll for damage, as described below.

Target Point Fire

Characters with a Combat Skill of 30 or more may aim shats
at a specific Target Point on a target without any raduction
in your chance to hit, rather than simply randomly rolling
for the shot's location, as with Genesal Fire, or having a
modifier for a Small Target, So, for example, you can shoot
at a car's tyres, or shool a gun out of a Perp's hand. This
type of fire cannot be used by anyone with a C5 of less than
Jao. however, and $o cannot be used by inexperienced
udges.

You may not use Target Point Fire whan shooting at Small
Targets (except to negate the -10% ifier), since a small
part of an already small object is just too small to hit! In
h Fire's ised Hit Locati ba
used, which may result in your shot hitting the particular
ipm an;wa\f (though by accident]. You may not try and use
‘arget Point Fira from a moving vehicle until you have a
Combat Skill of B0 or more, and arﬁal Paint Fire may not
be attempted when using an Area Effect weapon, as you'll

simply tend to blow away the whole object!

As we've slready said, a roll of 100 (or '00°) when rolling for
a hit indicates that the weapon bein? used has mal-
functioned, Once this happens, you should then roll a D100,
a;d'consull the fallowing table, to determine the nature of
the fault.

Score  Missile Weapon Energy Weapon
0150 Weapon jams 'Nq[n‘ tal Compaonent
ails
51-85 Shot misfires Vital Componant fails
96-00 Weapon explodes  ‘Weapon explodes
Missile
Weapon jams

Clearing & jam takés 1 Action to remave the jammed shell,
and 1 Action to ready the weapaon for use, giving a total time
of 2 Actions. Two hands are required for this operation. If
you are not familiar with the weapen in question, you will
have 1o make your Tech Skill, rolled as a percentage, befora
you can attempt to unblock the weapon (this roll does not
use any extra Actions in itself).



Shot misfires

A missile weapon may misfire due to a defective propellant
or casing, which can cause sither a poor or too powerful
discharge. Roll a second D100:

O'J 50 Poor di hat
i hot 1§ as Wlla Fire,
?MD Pcwerfuld-schame-sha: missestarget, and the
weapon is damaged, suffering 1 random hit (as
detailed below. under Damage fo Equipment).

Weapon explodes

The weapon explodes, causing 1 hit on you, as if you had
been shot by the weapon itsell (with all the appropriate
Effect Modifiers, if any). If the weapon uses Area Effect Fire,
the burst is centred around the weapon, and all caught
within the radius will take the usual damage.

Weapon

Nunrﬁulcnmponum fails.

In an energy weapon, this is similar to a jam, and usually
means that a circuit has overheated. The item must be
replaced in the usual way, as detailed under Damage fo
Equipment below, for the weapon to be usable again,
Removing a broken compenent takes 1 Action; Iuoklng For
the new compeonent takes at least 1 more
Action to attempt 1o fit the new piece. The ava;lan ilv
spare parts should be determined by the Game Master.

Vital componant fails
An important part of the weapon ceases to work, and
renders the weapon virtually useless, and irreparable.

\Nupon explodes
As with Missile [+l , the weapon
and explodes, causing 1 random hit on you.

DAMAGE FROM WEAPONS
Hits on Characters

Once a hit has been scored, by succeeding at the D100 roll,
the next stage is to discover where the shot has struck, You
should roll 2 D100, and consult the following chart.

badly,

; o
2 0
(9 ()
c) ()

| ©  WEAPONHIT LOCATION o

1o Location hit g

'_ o 01-08 gad o

1O 3133 &baomen o
o 51-60 Rightarm

61-70 LBIBIH‘\ (o)
(e] 7185 ?‘htlna

lo 86-00 (0]
o o
o o
o o

Armour

Once the location of the hit has been determined, you

should check for any armour protection. You wear armour

on your head, arms and legs (parps may wear it over other

areas too), These offer a certain (percentage) amount of

Elr.&?c!ion, which is used as a saving throw, ralling on a
100,

For axample, Judge Lucas’ arm pads provide a 25% Armour
protection. When the dice indicate that a shot has struck his
arm, his player rolis a D100, n?vmgrogeu’sarfess I he sue-
cewds, the shot bounces . if he fails, the shot goes
through, or misses the armour, and Lucas takes the dam-
age from the weapon as usual,

When a shot is deflected by a successful armour roll, the

armeur takes damage, however, and its protection chance
is roduced by 5%. This will happen aach tima a save roll is
successful; when the score reaches 0%, the armour is

assumed to be destroyed, or at least s0 damaged as to be
useless, and it will not offer any more protection.

Personal Damage

If the shot doas get past the armaour, or if there is no armour
there in the first place, use the following chart to determine
the effects of the hit. The character who shot at you rolls a
D6, and modifies the result according to any E’!scr Maod-
Ifiers the weapon has.,

For example, a Lawmaster’s Bike Cannon has an Effect
Modifier of +2, which therefore means that 2 should be
added to the dice roll,

Details of the individual Effect Modifiers are given in the
various weapon profiles, bothin Chapter 2and in the Game
Masters Book.

PERSONAL DAMAGE
Dice Score  Effaey
I]sss than 1 nong

2 none
3 1stun D8

Initiative Loss
hona
D&

D10
1Wound  D1p

4
5 D&
6
7
2 Wounds

or more



Effect — Stuns

A Stun represents a knock, graze or miner flesh wound, and
any injury that doesn't sclunll{ stop you from carrying on,
but just slows you down a little. Every Stun prevents you
from carrying out one Action, starting with the next one,
For example, a character with 5 Actions (occurring on
Phases 1, 3, 5, 7, and 9} is nicked by a bullet in Phase 2.

A roll of 4 on the D6, with no special Effect Modr'ﬁ'e!,]pr'uesé‘

Stuns. As a result, he loses the Actions that he could have

;;'r!omd, in Phases 3 and 5, and recovers in tima to actin
ase 7.

ME DI-SIII.I&ID
N !
PRIORITY ONE !

Effect — Wound

Each Wound you receive will temporarily remave 1 peint
from Pur Strength scora, until the end of the adventure,
You also lose all the Actions you could have performed in
the next Combat Round. If your Strength drops to 0, you
rmay not perform any Actions, and you may be unconscious
or dying; see Saving Lives, below.

Initiative Loss

As well as Stuns and Wounds, hits also temporarily reduce
our Intiative scora, by the amount indicated. As Initiative
alls, 50 your Actions will also be reduced. If your Initiative

reaches 0, you will need medical attention, as detailed in

Saving Lives, below,

Wound e

When you receive a Wound, there is the possibility that you
may have suffered a permanent injury of some kind. Con-
sult the appropri ian below ing to the locati
of your Wound.
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Head hit

You are Knocked Out [see Hand-to Hand Combat below) for

DB Combat Rounds. When you racover, subtract 5 from all
our Skills, and your Initiative {but not from your Strength).
here is also a 10% chance every subsequent Combat

Round of losing an additional D6 Initiative points, unless

you receive medical attention

Chest hit
Subtract 10 from all your Skiils, and your Initiative. There is
also 8 5% chance that you will lose an extra 1 Wound, rolled
evary 2 Combat Rounds, until or unless you can get medical
attention.

Abdomen hit

If you get 8 Wound to the abdoman, you may not move at
all, Take 10 from your Skills and your initiative. Thera is also
a 10% chance per Combat Round of it developing into 1
further Wound, unlass medical attention is obtained. If you
have an abdoman wound you may be carried, but there s a
10% chance that you will lose a further DE Initiative points
for evary Combat Round of movement.

Right or Left Arm hit

Lose the use of your arm, for the rest of the adventure.
Halve your Combat Skill when using weapons, though this
does not include pistol-type weapons if you holdthem in
your other hand (since you are ambidextrous
ramember?). Any Action requiring the use of two hands is
now doubled; firing a rifle, for example, will take 2 Actions
in Aiming, and 2 Actions to fire.

Right or Left Leg hit

Lose the use of your leg until the end of the adventure. You
may continue to hop, at o distance of 2 metres per Action,
but anly if your other leg is intact. You may not parform any
other Actions whilst standing, but must crouch or fall to the
ground. If bath legs are hit, you may crawl at 1 metre per
Action,

INJURIES & SAVING LIVES

Once your Initiative is reduced to 0, you are no longer able
to take part in the advanture. Depending upon whether you
are able to get medical attention, your character may live or
diel

If your Initiative drops to 0, you must receive some sort of
medical treatment within 12 Combat Rounds (2 Game
Turns) or you will diel Medical treatment will restore a cer-
tain amount of Initiative, however, depending upon the
treatment given. If your Initiative is sulficiently restored,
you may continue to take part in the gama. if not, your team
should call a Med-wagon and cart you off to the nearest
haspital.

If your Strength is reduced to 0 or below, you are in much
more serious trouble, because there will also be the crippl-
ing effects on your body, as detailed above. Once your
Strength reaches 0, you must roll a D100; there is a 5%
chanca, per Combat Round, that you will die. Medical atten-
tion will reduce this chance, depending on the particular
treatme nlgi\ren {sae below). If the treatment can reduce the
chance of dying to 0%, your condition will stabilise and you
can be considerad to be alive, but you will still be very ill,
and unable to take part in the rest of the adventure, and you
should again be taken to hospital s soon as possible.

Basic Medical Attention

Simple First Aid may be administered by anyone. It
involves no drugs or specialised equipment, other than



improvised bandages. Using a Med/-Pack will provide even
more effective help, though its use is not essential. First Ald
of this sort may be used to treat a variety of conditions.

Treating Initiative Reduction

Treatment requires 1 full Game Turn (6 Combat Rounds] to
complate, and may be administerad by yourself [if you
have anough Initiative left to parform 1 Action or morel, or

by another person. At the end of the treatment time, you

Damage to Target Points

When a piece of equipment suffers a hit, and the hit panet-

| the most common Target Points.
The Equipment Profiles in the Game Master's Book will
hava more details of the particular items.

may recover DB Initlative points, up to a i ur
o&;inal ! score. This increase must not be by more than
10% {rounding up) of the treating character's Med Skill,
Thus, if an of 45 is used, you may recover from 110 5
points. However, treatment may be offered as many times
as you require, as long as time allows it, though only one
treatment may ba carried out at any one time. Don’t fm
too, that a Medi-Pack will add 10% to your effective

Skill when working out the limits of the treatmeant.

Treating Strength Loss .

Emergency treatment of this kind will reduce the chance of
your death by 1% per 10 points of Med Skill tha treating
charactor has. This treatment may only be administerad by
someona alse (ie, you may not heal yoursalf), and takes a
whole Game Turn |6 Combat Rounds). Only one person
may treat you at any one time. A Medi-Pack will add 10% to
your effective Med-Skil,

For example, idering an ‘8
chance of a]n'i}q is 5%, another character attending him
with an MS af 22 and a Medi-Pack would therefore reduca
his chance of dying by 4%, giving only a 1% chance of
dying. After anather bout of treatment, the character will be
out of danger.

Evary item of equipment, be it a weapon, vehicle, or
specialised instrument, has a distinct Profile. This gives
dotails of the piece’s Armour, Target Size, various Target
Points, and the numbers to be rolled for Random Hits from
Genaral Fire, A sample Profile is given below.

Armour protection is worked out as usual, giving a percen-
tage chance of stopping a shot, and being reduced by 5%
for every successful stoppage (see section above)

Target Points are only used when the squipment is hitusing
Target Paint Fire.

The Random Hit details are used with all other ¢ IP“ of fir,
but mest specifically General Fire. Tha effects of fire on par-
ticular Target Points for a wide variety of itams are detailed
after the Profile.

Sample Profile — a Roadster, a 2-seater sports car.

Random Hit  TargetPoint Ta Size Armour
0105 .ﬂu’t‘?:ﬁnvs Sm’gﬂr 26%

08-35 Coachwork  Narmal 10%
3645 Fuel Small 28%
A6-50 Lights Small None
51-60 Occupant Small 25%
61-75 PowarUnit  Small 50%
76-80 Steering Small 25%
81-85 Tyres Small None
86-00 Windscreen Small None

The Roadster counts as a Normal target whan using any-
thing othar than Target Paint Fire.

W usually cari sithar as shells in a
magazine, or as a battery (in the case of energy waapons).
Ahiton iti il cause it d ing th

weapon and possibly endangering the user. You will
receive 1 Hit as if you had been hit by a shot from the
waeapon itsalf. A hand-held weapon will strike you in the
arm; if a larger weapon explodes, you or the Game Mastar
should roll for a random hit.

Auto-Drive

A hit on an Auto-Drive or Auto-Pilot unit will cause it to
cease to function. There is, however, a 75% chance of the
wihicle ically ing to | | due to an
in-built safaty measure, if this happens, the vehicle will suf-
far Control Loss, as described in the next chapter. Thera is
then a 25% chance, naxt Combat Round, that you will ba
able 1o regain control of the vehicle, providing it s still in
one pieca.

HUMAN CONTROLLER
IKOPERATIVE. THIS GAB
15 KOW ON COMPUTER
GONTROL. . .

If the Auto-Drive unit does not switch to manual, you will
not be able to ragain control of the vehicle, until you have
switched it to manual drive. The chance of this succeeding,
under these ¢ircumstances, is equal to your Tech Skill as a
percentage. This attempt will take 1 Action, You may

switch, and atternpt to régain control, a8 part of the same
Action. Once control is regained, the vehicla may be driven
normally on manual drive.

Coachwark

This refers to the general mass of non-mechanical parts
and empty space within the body of a car. Hits on
coachwork will not normally have any affect. However, if &
wahicla has icked with extra equipmant or cargo,
which is not included in the standard profile, then these
may be hit instead, and you should refer to these items’
own profiles.




A hit on a computer control unitwill instantly deactivate all
of its functions! There is a 50% chance that the dumuged
item is only a Ny ital Ce (see below], which
be lsnlaced, oll’wrwnw the demagu is 80 severe that anly a
restore unit to full work-
ing order. In some cases the memory may be damaged, in
which case vital data may be lost, Your Game Master will
give you more information should this happen.

n
Aceupian hit will break the link between the vehicles, and
any cargo pods or carriages being towed will break free,

rgo pods and the like will slow m at their maximum
Dncak!rallon Rate, until they come to a dead halt, due to
inbuilt emergency systems.

Engine

An engine hit will cause such serious damage that you, as
driver, must decelerate and try and halt the vehicle as soon
a5 is possible. Tha vehicle will suffer Control Loss, as
detailed in the next chapter, and you must test against this
for each subsequent Combat round the vehicle keeps mov-
Ing. Once stopped, the vehicle may not be started again
undar its own power.

Fuel

If an item's fuel source is hit, there is a 75% chance of its
exploding. The explosion will cause D6 +4 random hits on
the item, and will have a burst radius of 5 metres and a +1
Effect Modifier for any parson hit by the blast.

Lights

The i ight hit will ba
raplaced bofora it works
one is part of a cluster, wi
receive a hit,

and will have to be
Othar Irghln. ifthe damaged
tinue towork until they also

Mounting

The l'eld w\mpan 5 mwn:mabe‘\mli ba jammed, thus pre-

wenting the or aimad

accurately. Any item with damaged mountings may still be
. but may not be repositioned more than 10 degrees

from its current facing.

Nun wvital Onmpem nt

small but i i a particu-
ueml is hit, it \mll be destroyed, but if it is & non-vital
piece it may be replaced. Your chance of recognising the
bwken piece is equal to rouf Tech Skill as a percentage.
Once recognised, you will then have ta fit the component.
Your chance of doing this successfully and correctly
requires a second roll of your Tech Skill as a percantage,

Ramwing a damaged component takes 1 Action;
ing to find a new one will take at least another Action; a
replacing it will tal:e a \‘ur\hm 1 Aﬁmn Spme mmponanls

or may
Cormaswith » bulitn 1ol and Setros b s you will usu-

ally be carrying spares for your own equipment in your balt
pouches or Lawmaster storage panniers. Equipment will
not function until the new compenent is corractly fitted.

Occupant
Roll on the standard human Hit Location chart {see earfier)
for the location of the hit, and use the damage tables, as
detailed earlier, If there is more than one person in or o
\’Uhll:l! the Game Master will randomly choose by rol
wgurupnxl.e die, unless you are using Targaet Point Fire,
ich case you may spacify which person you hit.

Operator

Some large items of equipment, and in particular large
weapons, will have specific operators. Use the standard
human damage system 1o determine the effect of any hit,

snnrlnn Unit

A steering unit hit will force you to deccelarate, and briny
the vahicle to a halt as soon as possible. The vahicle will suf-
fer Control Loss, and you must test esch subsequent Com-
bat Round, until the vehicle comes to a halt. Once the vehi-
cle has been halted, any attemnpt to restart it will reveal that
it is almost impossible to steer, requiring a successful
throw of your Drive Skill as a percentage, every 2 Combat
Rounds, to retain control (otherwise, it will continue 1o sul-
fer Control Loss).

Ahltwrllsrmnlvbluw!het\fleout you must deccelarate the
wahicle and bring it to a halt as soon as possible. Tha vehicle
will suffer Control Loss each subsequent Combat

that it continues 1o move. You may not restart and drive a
wvehicle with o damaged tyre, until the tyre is replaced.

As W|I|l a Non—wmr Component, any hit of this sort will
destroy the piece. In this case, however, it may not be
repaired or replaced, and the equipment is rendered virtu-
ally useless.

Windscreen
A hit will shatter tha screen hm.mlly made of plasln-glnu] L
avehicle is baen d roll
far Controf Lass. Vehicles on Auto-drive are nat affected.




Thrawing any sort of granade or hand-bomb is treated in

much the same way as firing a shot, except that it is your
Hnn propalling the missile rather than your gun. You may

Throw a missile as 1 though you may not Aim
beforehand (it is not necessary to do this, aven for a Judgel.
All hand-grenades and bombs use Area Effect Fire, and
have their own burst areas, as detailed in thelr individual
Profiles in the Game Master's Book.

You will normally throw the missile with your ‘dominant’
hand (as detsiled earlier), though you may use either with
no loss in accuracy. The hand you wish 1o use must ba free;
anything else in this hand must be transferred to the other
hand, or into a pouch or a halster, taking 1 Action.

‘I"l 60T 10 STAMP ON
1T TURNS INTO

The maximum range of your throw is calculated as current
Strength x 3 +15 in metres. Use the standard Area Effoct
Fire rules, a5 detailed above, to determing whother you hit
your target.

For example. Judge Blanchard wishes to throw a Stumm
Gas grenade at a group of riting members ef the Fat Abol-
ition Frant after a demao out: he New New Hall of Jus-
tice, Her Strangth score is usually 3, but since she suffared
& Wound in an earlier confrontation, it is down te 2. Thus,
the maximum range of her throw is 21 (2 x 3, + 15} metres.

Bottles and Stones

You may throw any bottle, stone, or similar small, light
object, using the same system as above. In this case, how-
aver, if the item er:‘s less than 250 grammes, you may
use Aim Actions, with their standard +10% for each exira
Action. Damage is as for Gameral Fire, but thare is a -1 Effect
Modifier on the hit.

Ropes and Grapples

A rope or grapple may be lhmwmup to a range worked out
as abovel, using 1 , and you Aim the throw.
Grappling irons may not be thrown at Small Targets.

During any particular Combat Round, you may use upto 3
Actions [if available] to strike a hand-to-hand blow. To be

able 1o hit, you must be within 2 metres of your intended
target. Each separate move in Hand-to-Hand Combat takes
1 Action. This can include delivering a punch, kick, pu:
head-butt; blocking or parrying someons else's blow, leap-
ing out of the way, ducking, and feinting also use 1 Action
each, if it is available.

Actions should be organised in the standard way, using
Active and Inactive ses. In hand-1o-hand combat, the
faster you are, the more deadly you become, as you will
have mare chances to deliver and counter blows!

Your ba{: : ”f?

chance of scoring a hit is euuul to your Combat
Skill, rolled as a percentage, with modifie

— You may aim for a particular part of your opponent, with
a -10% madifier for trying to hl‘:‘; Small Target, &s usual.

This does not require you use an Aim Action beforehand,

howavar; these are not necessary in Hand-to-Hand Combat
{even for a Judgel.

— If your ‘fonsn: is stationary when you strike at him,
you may add +10% 1o your chance to hit. This does not
apply to any attempt to stop an opponent’s blow, however.

Blocking and Dodgi ll%

In order 1o be able to block a blow, you must have an avail-
able Action in gither . a5 that

inwhich the blow is launched at you. If you do, you may use

this Action to parry or block the blow, or to try and Dodge

the blow [see below).

the very next P

ot you are
or are o slow to respond in tlime. The cha
or dodging a blow is equal 1o your Initiativ
tage. If you are successful, the intended blow (be it a punch,
iigk push or whatever] has no effect on you.

Push-

-backs
In hand-to-hand combat a strong blow can
push your opponent away from you. When you daliver a
punch or a push as your blow, you may choose, instead of
hurting your opponent, to push him back a distance of twice

ing else,
of blocking
reon-

your Current Strength in metres, A Push-back will make
wour adversary loga his next 2 Actions in trying to recovar,
Restraining

When grappling with someana, you may try to refrain from
damaging them, and to instead meraly restrain them.
When you hit the persan, state that you are trying 1o rest-
rain them, and don't roll for damage; when you have
scored a number of successful hits equal to your appa-
nent’s Current Stres hey may be considered subdued,
and you can handcul

m.
The effects of hits
Firstly, randomise the area struck from the following table.
is similar to that used earlier for weapon combat, but
ere are different chances of hitting particular parts of
target, due to the close ran, the ability of the
target to try and protect aroas! If you are
attempting to hit some olher ohjur.'t {such as a droid, Alien
Slug -beast, or whatever), you should use its standard Pro-
file.

’"""ﬂ".“\‘im

HAND TO HAND HIT LOCATIONS

Tk

000000000006

01-10 Head
11-15 Chest
16-30 Abdomen
31-45 Ri
s Lk
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|ocoo00000000 00!
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Armour will have its standard effect, offering a percentage

chance of protecting a particular area. However, if the hit

strikes the armour, it does not reduce the protection chance

bv.E[v%, unless the blow came from an Electro-Prod or a Las
nife.

After randomising for the area hit, and making any approp-
riate Armour roll, you must work out the damage the blow
does. Roll a 04 (not a DEJ, add r‘mr Strength and modify the
score according 1o the blow, t

Fist or Kick v
Kick from Lawmaster  +1
Gun butt, cluborcosh 0
Electro-prod or knife  +1
Las-Kni '

The rsnurtlng $CO! d be appllnﬂ(o 2 Dam-
iled No Result, Stun, or

W u\na‘ logmnarmuh rnman-vp roductions.

Il you receive enough Stuns or Wounds so 8s to prevent
u from performing any Actions in the following Combat
lound, you are Knocked Out!

Knock Outs

If you are Knocked Out, you will receive additional Stuns,

whlch render you unconscious, and prohibit P u from
doing amythin: Rg {except lying mationless on the floor]) for

D10 Combat nds. Thcm is no additional Initiative loss

for being Knocked Oul

Special Attack - tamam'r Kick

All Jugges have a special attack, which only they may use,
when they are riding their Lmamrsm!ushgm You may
drive your bike \moughagm«? of spponents, and adminis-
ter 1 Kick attack 1o up to 2 of them, at the loss of only 1
Action [Drive vehicle) for the whole move. If you kick more
than 1 person, you must roll lor each attack separately,
however,

PSYCHIC ATTACKS

N
0 X €T

n Chapter 6, Experienced Judges, there may
well be a number of characters, both Judges and othar
people, who have Psychic Powers. Whilst these are not
avallable to the majority of characters, if you are attacked
by & Psyker (person who uses Psi powers), you are allowed
& Psi-save, to try and block the attack. This saving throw is

equal to your Psi Skill, rolled as a percentage. If the roll is
successful, the Psionic attack has no effect, and bounces

. A save does not require the axrendllnre of any Actions,
as it is treated as an automatic reflex, Should the Psi-save
fail the attack has its usual effect.

ARREST EXAMPLE

in the following section, all references to rules and the
gama system are printed in italics.

It is & hectic Midsummer's Eve in Maga-City One, and many
citizens are oul on the streets, watching the various local
c&rmvak many of the Sectors are 3!83& In Sector 66,

T’ Amez and his teasm (Judges Baliard, Cant, end
d Orly) are patrolling on their Lawmaster bikes, on the look-
out for trouble. Already this evening, thay have arrested
two murderars, an arsonist, thirty-four rioting Punks, and a
wvast assoriment of taps, dips, pranksters, and drunkards,
littarers, jaywalkers, and scrawlers; and it's only half past
sight. It's going to be a long night..

Amnez: 52,126, C532, DS 19, TS 27, 55 29, M5 36, P5 32,
3 Actions.

Ballard: 53,122, C527, DS 33, TS 27, 55 34, M§ 25, PS 25,
3 Actions.

Cant: 52,119, CS5 32, 0S5 35, TS 38, 55 29, M5 28, PS 35.
2 Actions [Cant was infured earlier].

: 52,121, 0534, 0529, TS 23, 5533, M5 39, PS 38.
S?;r.l\'om.

As the team turn anto the Brian Gysin Skedway past the
Andy Lioyd Webber Mortuary, an urgent message flashes
up on the Com-Screens of their Lawmasters, followed by a
varbal confirmation: ‘Attention, Jndge Arnez and team.
Armed Robbery in progress, Dippy's Fun Palace, corner of
Inman and de l.auron:ns Five Perps, armed and possibly
intoxicated, Proceed and intercept immediately.’

Amez and his team wrench their bikes around, and zoom
off in the direction of de Laurentis Avenue. Thay are thera
within 2 minutes, but as they screech to a halt outside, the
Perps burst through the mock-Western swing doors of the
arcade. Seeing the line of Judges outside, however, they do
& double-take, and stop in their tracks.

At this point, the Game Master decides to start imposing
Phases and Actiens, as up to now the game has baen run
without an imposed framewerk. The Perps each have the
following characteristics:

Robber: 53,/ 18, C5 25 D5 20, TS5 22, 5528, M5 6, P5 8.
2 Actions.

Each Heister carries a Stump Gun, 8 pump-action shot gun
(12 shalls, -1 Effect Modifier — see the Game Master's Book
for more details), and a large bag bursting with Credits.

As the first Combat Round staris, the Judges are sittin, an
their Lawmaster bikes, facing the front of the ammde

ara standing opposite them, about 10 metres away
brandishing their Stump Guns. Most of the Judges will act
on Phases 3, 6, and 9; the Perps and Judge Cant will act on

Phasesd and 7.
Starting on Phase 3, Judge Arnez challenges the perps to
surrender...

0K creaps! Guns down, hands up, and out heral NOWII'
Amez shouts. Al the sama time, Ballard and d'Orly draw
their anqwar plulols \‘Aﬂkm Draw weapon. The Perps.
recover s large-as




denly turn up, just as they were about to get clean away|
The Gama Master rolis to see whether the Perps surrander

a3 a result of Arnez's chal qualto
the Judge's Street Skill nopwmrggufmus itis 29%). The
GM, rolling for sach Perp, gets 82, 52, 96, 58, and 77: none

of the Perps show even the rematest indication of surren-
daring! On to Phase 4...

AR N
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The Perps, hwinﬁ decided not to surrender, immediataly
dive back through the doors, into the arcade. 1 Action —
Move. Judge Cant draws his Lawgiver pistol,

his Hand Radio, and turns it
dismount from their Law-

Phase §: Judge Arnez picks uj
on; Judges Ballard and d'Orl

Phase 7: Outside, Judge Cant dismounts from his Lawmas-
ter, right behind his fellows. Inside the building, Perps 1 and
2 have gone left, towards the arcade's office (since they
know that in the office lie two bound and gegged

whao might be useful h ). Two others are
heading for the back of the arcade, where rows of slot
machines will offer a good deal of cover. Perp 5 has headed
right, and ducked into the cashier's Change Booth, just
Inside the front door.

Phase 9: Duiside the building, the Judges are preparing
h Arnez has HO, and is | i

them of the situation: ‘Have arrived a1 Dippy’s, and going
in! No back-up required.” Ballard tells Cant to go around the
back, and try and find a way in; d"Orly takes up position to
theright of the door, and cautiously peers into the building.

Next Combat Round, the action starts on Phase 3: Arnez
dismounts from his Lawmaster, Ballard removes o Heat
Seeker shell from his glove pouch and fits it to the end of his
Lawgiver {which is se1 on GP). D'Orly takes Aim with his
l.aw%wer (also set on GPF), peering into the darkened
arcade.

k]

Phase 4: Cant turns the corner, round to the back of the
small building, into a very dirty alley whicl up toa
small fire door. [Cant makes a mental note to book some-
ong for a hygiene violation!) Inside, Perps 1 and 2 have
reached the , and slipped inside. dand4 h
dawn behind a couple of slot machines, and aim at the
doorway with their Stump Guns. Perp 5 pushes the end of
his Stump Gun through the small service slit in the change
booth's grille, and takes aim at the doorway,

Phase 6: Arnezr moves over towards the doorway. At the
same time, Ballard fires his Heat Seeker shot into the dar-
kened interior. Using & GP shell as propellant, the Heat
Seeker will hit the nearest human target (though an inbuilt
safety feature means that it has & minimum ra
matros). Ballard rolls for a normal hit. He Aimed for one
Action, as is required of a Judge, but the Heat Seeker will
usually hit automatically. However, re is the usual
chance of a Weapon Malfunction, so Ballard rolls the D100;
ha gots a 61, and the shot hits. The Game Master
that out of ail the Perps, only 3 and 4, hiding at the back
behind the slot machines, are eligible to be hit. Rolling a D&,
to choose he gets an odd number, and Perp 3 is hit. Rolling
for Hit Location, a score of 16 gives a Chest hit. The location
is not protected by any armour, and so Baliard simply rolls
fafdam:ge,usfnya DG, The Heat Seeker has no Effect Mod-
o the score of 2 produces 1 Stun and D6 | loss (a 6 is
ralled). Perp 3 now has 12 Initiative, though still has 2
Actions, and loses his next Action.

A yell comes from the inside of the building, as Perp 3 falls
over, having been hit by Ballard's Heat Seeker shell. D'Orly
says, Stand back, I'll Stumm ‘em!*

Phase 7: Round behind the building, Cant is investigating a
locked steel fire-deor, mantally making a note to also book
someone for a Fire Regulations Vielation! The door is made
of rusting plasti-sieel, which was once painted a faded
brick-red colour. There is no handle on this side.

ile, insida the bullding, Perps 1 & 2 are trying to dis-
carn what has happened to their friends, after hearing Perp
3's yell (last Action). Fe? 3 himself is lying on the floor,
temporarily stunned, and bleeding slightly from the chest
hit. Perp 4 crawls over to him, Parp 5 breaks his Aim by try-
ing to peer back into the darkness, and sea what has hap-
pened back there.

Phase 9: Arnez sets his Lawgiver 1o Incendiary. Ballard
draws back out of the doorway to allow d'Orly to throw in
the Stumm Gas grenade. d'DmuHs the pin, and throws it
in the rough direction of the of the arcade.

The Judge rolls against his Combat Skill of 34, but gets a 52,
which Is a miss. The GM rolls & D12 for the direction of the
grenads, and gats 8 12 — the grenade overshoots the
target.

When the Stumm Grenade lands, it explodes between the
foom  containin Pwaps 1. 2, and the two trussed
employees, and Perps 3 and 4. Every one of these people is
affected by the gas, and the Perps all go down coughing
and crying.

FPhase 3: Amnaez yells, "You in there — come out with your
hands upl' Ballard and d'Orly pull down their Respirators.

The Game Master rolls to see whether the Perps will surren-
der, deciding that the Stumm Gas will add 30%, and Perp
3's Stun will add a further 10%. Armez’s 55 of 28 means that
the chance of the Perps” surrender is 69%. Amez rolis a 50..,
-.and the Perps stumble out, with their hands above their
heads, and coughing fit to bust...



This chapter deals with other moves and actions you may

cara [or need) to make, in the course of your duties. It
includes details of chasing Parps, climbing ropes, swim-
ming, maving silently, driving or flying a vehicle, kid:ing
down doors, throwing heavy objects, repairing damage:
Eear_, and more besides. In each case, the section will anly

etails what you, as Judges, need to know; your Game
Master will have more information on the subjects.

OTHER MOVE ACTIONS

As well as the standard walk, run or jump form of the Move
Action, thera may well be other types of movement which
you will need to emplay in your investigations,

Pursuing a Perp

When on patrol, you will often find yourself in pursuit of fle-
eing Perps, either on foot or your Lawmaster bike. Mega-
City One isn't the best place in which to try and follow
SOMEONS, aver, and there may ba a chance of your los-
ing the person you are chasing.

If you are trying chase a Perp through a large crowd of
people, or around a maze of winding alleys, this chance is
worked out as follows, (It Is up to your to decide
whather you will have a chance of losing your Perp, or
whether you can catch him without too much trouble.) The
chance of keeping up with the parson you are chasing is
equal to the average of your Initiative plus your Street Skill
if you are chasing him on foot, or of your In/tiative and your
Drive Skill if you are in a vehicle. If your quarry has a greatar
Initiative than you, however, this chance is reduced by 1%
for every point his Initiative is greater than yours. Similarly,
if yours is greater than his, you may add 1% for every point
your Initiative is greater than his. This check ks made at the
beginning of every Combat Round, before any Actions are
announced, Your GM may well impose other modifiers to
reduce this chance, though, if the roads are especially busy,
if you are wounded, and so on. He has guidelines on thesa
in the Game Masters Book.

Whether your GM decides you nead 1o thraw for losing him
or not, use the f ing to work out the di n
you. The distance you are chasing the Perp at is at first
equal to the original distance botween you when you
started chasing your target. Butfor every extra Move Action
you make above the number he makes in a Combat Round,
H;u may gain the usual 4m. Thus, if in a round you have 4

ove Actions, but your Perp can only make 2 {because of
his Actions), you can gain 8 metres on him in that round.
This continuas until you feal you are able to fire at him, agk
him to catch up and appreh him, or you lose
him and have to give up.

For example, Judge Messenger has just witnessed a vic-
fous Tapping on an OAC (Old Citizan), who is now lying
in a pool of his own blood, The Tapper decides to ignare her
eall of “Surrender creep, and | won't cripple youl', and
makes a run for it. Massenger has | 29 and 55 28, and the
Tap has | 17; they are about 18 metres apart. The Jud
dacides that it wouldn't be safe to shoot at the Perp as
disappears into a large crowd of fuves as they pour out of
Robo-school nearby, and she sets off at a fast pace.

At the start, they are 18m apart. The GM rules that the Perp
had a 1 Move Action head-start on Messenger, so she is
now 22m behind. Before the Combat Round starts, the GM
rofls to see whather the Perp has lost himseif amongst the
Juves, The chance of keeping tabs on him is the average of
her | and 55 scores (29+2872 is 285, rounded up to 29);
added to this is the difference between their Initiative
scores, which is 28—17, or 12. The final chance is therefore
41%. Bafore secretly ralling, though, the GM decides to add
20% to the chance (as m:%em is taller than the juves, and
can be seen above Bubbl'ng heads| to give a final chance of
61%. Aolling a 0100, the GM gets a 75 and informs Judge
Massenger that the Perp has suddenly disappeared! (in
reality he has ducked behind the fuves, and is creeping into
the Robo-school, hoping to hide until the Judge has gone...)

If, as in the example abova, you [0S your quarry, you may
try and find them again, rerolling as above, but with a -20%
to the chance (which is impo: cumulatively each time —
50 if you lose him twice in the same chase there is a -40%
chance, and so on. Aﬁain. the GM may modify this score,
depending on where the Perp now is, how he is hiding, and
50 on,

Tracking

Tracking & Perp s a much harder task than chasing him. It's
difficult enough whan dealing with a fresh trail over demp
mud, but if the Perp fled a long time ago along clean con-
crete streets, the task is nigh on impossible! Should you
decide you would like to try and track your Parp, the GM will
advise you how difficult it is, and whether 1o bather at all,
Tracking isn't used vary much at all in the Mega-City, except



when using an Infra-Red Light to follow warm footprinis
across dusty ground at night {which is in l1sell an incredibly
al The chance of i i tracking a Perp
is fyour Initiat) .
as :parmtbge, tﬁougr\ your GM will noermally impose
wery restrictive modifiers to this. You should roll every six
Combat Rounds (1 Game Turn); tracking usually takes all of

ur Actions, though you may expend up 1o two in a walk-
ing Mave Action, to follow the trail.

Climbing and Swinging

As it says in Chapter 3, climbing & suitable surface will
réquire you to expend 1 Move Action for every 1 metre you
wish to climb, up to the usual maximum of 4 Move Actions.
I your GM decides that the surface is too hard to climb, he
your movemeant rate, or make you test against
il a every couple of orso.
ou doather Actions, whilst y . you
may do so (if you have the Actions to do them wilhr]. but
¥ou must make a save against your Initiative, or fall off. This
doesn't apply 1o Speaking, however, which you may do
m:?ou\ penalty, as long as you expand the required

tions,

For examgra. Ju:ﬁa Bentham is chasing ramagade pumk

] “The Stasher’ Dwyer across a bomb-cratersd Rad-
pit, in one of the destroyed Sectors of the Mega-City. Ahead
of him, the perp starts clambering up the side of the pit, and
Bentham decides to try and cut her off by scaling the
steepar slope beside him. Hig Initiative is 48; his Combat
Skill is 31, Scrambling up the steep crater side, Bentham
decides to loose a shot at Dwyer as she struggles up the
side ahead of him. In his first Action, he takas Aim with his
Lawgiver, and roils against his | score. He gets a 41, and
keeps his foothold, Next Action, as Dwyer still struggles up
the rough slopa, he tries to shoot hay, using a pre-selected
GP shot, Rolling against his Combat Skill Bentham gets &
15, and hits Dwyer in the arm, Checking against his Initia-
tive, however, he rolls a 96, and loses his footing, tumbling
down the muddy slope fo the bottom, whave he forfunately
lands an the injured Dwyer, who has also fallen down the
slope, much to her surprise...

‘fou may also wish to use other aspects of uimbinY.mcn as
swinging on ropes. For this sort of action, you'll need 1o
make an Initiative check, or you will again fall,

For example, Judge Bolland wants to climb up a rope, and
then swing across to a {since he is in a strange com-
Dlex deep in the Undarcity). Climbing the rope is quite sim-
ple, but he is being shot at by a ¥ of ravag-
ing Troggies, so the GM decides to make him check against
his Initiative avery two Move Actions, to see whether he
falls. When he resches the required haight safaly, the GM
wall allow him to swing across on the rope, provided he
makes 1 further Initistive check as he swings across to land
on the ledge.

Jumping and Rolling

Although jumps are covered in the previous chapter, there
may be occasions whan you nead to jump longer than you
are allowed by the Mova Action. Usually, these will take the
form of controlled falls and may well do you damage,
unless you are able to land on something soft or break your
fall with a roll.

For details of damage from such falls, see the section on
Falls and Faliing Obyects later in this chapter. If you maka &
daliberate fump, and save agal . however,
you can reduce the damage you take by 1 hit. This means
that you can fall for up to 5 metres without taking any dam-
age, if you ean make this roll. For any fall over 5 maetres,
however, you will still lose the number of Action:
would normally make in 1 Combat Round, recovering from
the fall, as detailed undar Falls. (So for example, if your
character has an Initiative of 45, and therefore 5 Actions per
Combat Round, you will lose your next 5 Actions upon fal-
“"?‘ in effect, this means that you will lese the equivalent
of 1 Combat Round).

Rolling when you fall will take 1 Action, but will halve the
amount of ime you must spend recovering from the fall.
This doesn't require an initiative roll, but you must state
that you are going 1o try and roll, before you hit the ground.
If you don't, you won't be allowed to roll. Rolling will lose
you your next available Action, so if your next Action isn't
due until the next Combat Round, you will still lose it!

Swimming and Drowning
As detailed in the last chapter, you may swim at a rate of 2
metres pir Move Action up to the usual limit of 4 Actions;
this rate is halved to 1m if you are having 1o keep scmaona
afloat or are towing something behind wou. if you are wear-
ing full uniferm and have all your goar with you, your GM
may alse decide to impose 8 movemnent penalty on you.




H you wish to hold your breath and swim or dive underwa-
ter, you can take a breath as 1 Action, and then hold it for up
to 10 Combat Rounds, as you wish. If you wish to hold it
past this time, you must roll twice your Strangth, as a per-
cantage, st the baginning of every Combat Round, up to a
maximum of 20 Combat Rounds.

SNEAKING & SEARCHING

Although Judges are meant to retan a very high-profile,
brash, tough image, there are occasions when it is more
advisable 1o keep quiet, to sneak and tiptoe, or to disguise
yourself and infiltrate a Perp gang.

Moving Silently

Creeping about on tiptoes is a useful skill to use, as it often
enables you 1o catch people unawares, and have the Perps
arrested, cuffed and sentenced before they have recover,
from the shock| Maving silently can be incorporated into &
standard walking Move Action, but neads a successful rell
of your Street Skill 1o move without any noticeabls sound.
Your GM may modify this if the floor you are walking on is
made of creaky flioorboards or covered in small and very
loud twigs!

Hidi

Trvingngo hide in a place you aren't familiar with is often
quite difficult, particularly if you must do 0 at a moment's
notice. Whether you are able to hide or not will obviously
depend upon where you are. If you are in a brightly-lit room
which is devoid of all furniture, your GM weuld be quite
right to not allow you to hide. Should you bein a pitch-black
warehouse, with man?I piles of boxes and containers to
hide behind, you should be able to hide quite well. In gen-
aral, if your GM rules mals;iou are able to try and hide, you
should roll your Street Skill as & percentage, and it is
unlikely that you will be found {unless someone is deliber-
ately looking for you). Your will almost cartainly
impose various modifiers upon this roll, however, and may
require you to re-roll as time goes by, to remain hidden.
Disguise

Taking on the appearance and persona of another person is
much harder, and requires a good deal of preparation. As a
result, it can only usually be gained as a Specal Ability (sea
Chapter 6 — Experienced Judges for more detalls). There
arn also even more advanced disguise experls, known as
the Wally Squad: these are Judges who spend their whole
careers posing . and infiltrate major cri yndi
cates and gangs. Being such a Judge takes o great deal of
l(nmln&and exparience; only the bast Judges are assigned
to the Wally Squad.

Spotting Hidden ltems

Finding clues in the middle of a puzzling Investigation or
hidden at the scene of a crime Is often quite difficult. Some-
times you will see something, but you may not guess its
importance; at others, you may fail to see a partly-hidden
object or whatever, In such situations, your GM may well
decida to check to see whether you discover the clue (be it
an item, a speech, or an idea) by secretly checking against
your Street Skill as a parcantage. If tha roll indicates that
you are successful, he will then inform you what you have
discovered; H not, you will ba none the wiser!

Similarly, you may be deliberataly searching a room, or
watching & suspect, or whatever, in the :fe:l[ur_ hope of
finding something. In this case, your GM should again
make a secret roll against your Street Skill, but should tell
you whather you see anything or not. (Though of course, it
there isn't anything to spot, he will tell you that you don't
gmﬂ anything, which may make you think that you just

n't see it

Traps

In some of your adventures, Perps may decide to set a trap
for you. Quite obviously, each trap will be different: an
ambush by gunmen, a remote-contrel bomb, a false floor
over a pit of acid, an electronic maze, or whatever. But your
chance of sanging that there is a trap is again a secret roll
(by your GM) using your Strest Skill as a percentage. If your
GM rolis that you spot something he will tell you; if not, you
mary well just walk straight on inta it!

If you fesl suspicious, you may ask to search around for &
trap, in the same way as above, with a secret GM roll
against your Street Skill giving a “Yes, you spot something”
or a ‘No, thare's apparently nothing there” answer.

Should you discover a trap, it will be solely up 10 you and
your skill to figure cut how to dismantle it, gat around it, or
even escape from it once it has sprung.

DRIVING, RIDING & FLYING

Driving, riding or flying any sort of vehicla (as appropriate)
takes 1 Action per Combat Round. The vehicle is moved
during the same Action as your Drive Action, which may be
before or after you have performed any other Actions, if
available. Vehicles may only have 1 Drive Action per Com-
bat Round, and It is not permissible 10 switch 1o & second
driver and then have a second Drive Action. Similarly, once
a vehicle has been started up, moved, andior halted it may
not have anything else done to it in the same Round
ithough other people may shoot at it, crash into it, etc).
Opening doors or winding windows may be dene at any
tima, however, subject only to the Actions availabla.

If you are unable, or in some cases unwilling, to expend the
1 Action in Driving the vahicle, you will find that your vehi-

cle will go out of control, as detailed below under Control
Loss.



Accelerating & Decelerating

As indicoted in the various profiles, each vehicle has four
characteristics. The first of these, Full Speed, is ax

in terms of kilometres per hour, and should only be used
when determining s and times for long distances
where traffic is not a problem. In the course of your adven-
tures you are much more likely 1o be using vehicles in an
arrest situation in busy traffic, whaere they will need to be
controlled, swerved, skidded, sharply cornered, and so on.
For such situations you should use the other 3 ratings,
which are scaled into the Combat Round system, and are
expressed in terms of metres per Round lor m/R).

In the confused rush of combat, a vehicle cannot be driven
at a speed greater than its Maximum Speed without suffer-
ing Conlro?Loss. If you wish to take a vehicle up over its
Maximum 5, . for whatever reason, and are able 1o save

ainst this Control Loss, h i a Maxi Pos-
sible Speed equal to its Maximum Speed+Acceleration/
Deceleration Rate.

Thus, for example, a Lawmaster bike in combat can ba
taken up to 8 Maximum Possible Speed of 560 matres per
Round, if your save against Control Loss ir suceessful,

To reach such speeds, however, a vehicle must gradually
accelerate, at a fixed rate, until it is eventually travelling at
the lﬁired'spead. Similarly, if you are travelling along at
over metres a Round, you will nat be able to come toa
dead stop without losing control of your vehicle. Instead,
each vehicle has an Acceleration/Deceleration Rate, which
is the maximum rate you may incraase or decrease your
speed per Round,

For example, a vehicle with an Acceleration/Deceleration
Rate of 20 which is travelling at 100 metres per Combat
Round may reduce its to 80 in the next Round: in the
mext, it may be reduced to 80, and 5o on,

Each vehicle's Acc/Dec Rate is noted in its parti
You will notice that most veh are p

vary high speeds, and as a result are

Profle

rather chaotic when

involved in simple combat, as they tend to appear and raca
through the action in a split second, unless they are travel-
ling at & deliberately slow spead, If they were travelling at
their Full Speeds, you wouldn't sea thern as thay sped past
in a blur {and their drivers certainly wouldn't be able to
mangeuvre into combat).
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Stoppin

Once a vehicle has slowed down sufficiently, it may come

1o & stop. Each vehicle has & Maximum Stop Speed, which

is the greatest s a vehicle may be travelling at to stop

safely. Because brakes are reasonably efficient, this s

is usually higher than the Acceleration/Decelaration Rate; if

u have to make an emergency stop, travelling at a s

igher than your Stop Speed, however, you must roll for

Control Loss, as detailed below.

For example, a Lawmnaster has an Acc/Dec Rate of 80, and a
Stop Speed of 120, Ifitis rrmrhhg at 140 mR it willl require
2 Actions (but not necessarily 2 ds) to stop dead, On
the first Action it must be slowed by 80 to 60 (using the stan-
dard Drive Action). On r.bemnoj.ﬂcu'n". it will come to a
dead stap, using a Halt Vehicle Action {which as explainad
before is ate from the single Drive Vehicle Action you
are aﬂbma Round).

Hover Vehicles
Using the futuristic technology of Maga-Ci!)f One, vehicle
v an i variant on
the standard road vehicles, by introducing Hover vehicles,
These are much more expensive than the standard road-
confined cars, but are nevertheless guite common. Hover
vehicles may skim over the surface of roads, as if they were
normal wheeled vehicles. In this mode they should be
treated like normal vehicles, as above. Alternately, they
may be flown through the air, like a standard aircraft,
though Hover vehicles do not handle anything like as well.
In the air, a hover vehicle may Climb at a rate of 25% of its
current speed (round fractions up to whole numbers), and
Dive at a rate of 50% of its current speed. In an amergency,
wou may attampt to Climb or Dive at speeds greater than
this, but you must save against Control Loss, as detailed
below.

Automatic Control Units
A vehicle fitted with an Auto Drive or Auto Pilot is capable
of making i deci: and of acting without the
suparvigion of its driver or rider. If such a wehicla wars 1o bo
ordered o plot and steer & course to a given location, it will
anempt to; whilst in mation, the Auto unit will keep the veh-
icle safely on the road, and at a constant speed (traffic con-

it itting). i their own Initiative and
Drive Skill scores, and enter play in thelr own right, usually
under the contral of your GM. All units have built-in safety
features, which prevent them from overstepping their own
capabilities (thus, a vehicle on Auto will not drive at a speed
greater than its Maximum Speed, for example). Units will
usually be under your direct control, or that of another
character.

The following features are common 1o all Auto units:
—Voice synthesiser, with which the unit communicates

with its operator.

sleelil;g and armament sections, until directly counter-
manded by the oparator.

—Visual and radar guidance nmams, including access to
Traffic Control, which enable the vehicle to manousvre in
heavy traffic.

Ibes. ina drl

| of all vehicle f

Vehicles on Auto which are acting under your direct vocal
command take their turn at the same time as you do; but
wehic! ich are acting independently of any orders take
& turn as normal, depending upon their Initiative skill, and
its resultant Actions. The average scores for a standard
Auto Drive are inftiative 30 and Drive Skill 30, though these
will often vary from model 1o model.



Usually, all functions controlled by an Auto unit are turned
over to Manual as soon as you sit in the driving seat. You
may vocally order an Auto unit to take over control of any of
its functions, or you may use a switch. When the vehicle is
on Auto, it will obey orders, but you lose absolute contral
over the running of the vehicle. In this mode, you need onl
expend Actions in Speaking to make the vehicle operate.
character who has no Actions at all due to injuries, will usu-
ally be allowed to order his bike to carry him to the nearost
medical help.

Characters in Vehicles

When you and your fellow characters getinto or ento a veh-
icle, you should note which of you is sat where, and specifi-
cally who is doing the driving. In the event of someons
shooting at your vehicle, the Profile for the vehicle will
include a Driver, and you should use this chart rather than
a Human Hit L i hart, and i vehi d driver
to be one target. Of coursae, if the random hit on the vehicle
does turn out to have hit you, you should then roll on your
own Hit Location char, to determine exactly where you
have been hit, just like normal weapon combat. If you are
wounded whilst in Manual control of a vehicle, you must
roll for Control Loss, until you are able to bring the vehicle
10 a safe halt.

Control Loss

You may find you have lost control of your vehicle for any
number of reasons, including going too fast, trying to stop
too suddenly, having 1o swerve around an obstruction, and
50 on, In the following Combat Round, you may try and
regain control, in your Drive Action, b-r rolling against your
Drive Skill as a percentage. If the roll succeeds, you may

ain full control of your vehicle in your next Drive Action,
unless the vehicle is still in a position requiring a Control
Loss roll (such as still moving much too fasth. i you fail your
Drive Skill roll, the vehicle will suffer from Control Loss
try and regain control next Combat
in one piecel}.

again, but you ma
Round {if you are st

When Control Loss occurs, your Game Master will roll to
datermine the direction the vehicle will travel in during the
next Combat Round, by consulting the section in his Game
Master’s Book, Once he has determined the direction,
the vehicle will ravelling at the speed it was originally
going at, wh the R , there is
nobedy contralling this vehicle! There is also a chance, if
the vehicle is travelling fast enough, of it Spinning, Skid-
ding or Rolling, which your GM will again determine. If your
wehicle goes into a Rall it may end up on its roef or on its
side; whatever happens, it will badly damage the vehicle. A
Skid will do less damage, but may end up spinning the veh-
icle. In this latter case, you may have to roll against your
Drive Skill to regain some control of your vehicle. Your GM
will give you full details of what happens to you and your
vehicle should any of these happen 1o you.

Control Loss of Flying Vehicles

Obviously, vehicles many hundreds of metres above the
Pmu nd will not roll ar spin when you lose contral of them,
nstead, Control Loss means that the craft will simJ:lv start
1o plummet downwards, gaining speed very rapidly, until
you either recover the controls and drag it back up into the
air, or smash straight into the ground! You may try s usual
to regain control by rolling your Drfve Skill as a percentage
once per Combat Round. Your GM will give you further
details should the occasion arise.

Collisions

With so many vehicles crowding anto the 13% billion miles
af Mega-c:iuf One’s roads, there are ample ‘opportunities’
for collisions to , ially if you are a Judge chasing
a fleeing Perp through heavy traffic, When a vehicla goes
out of control in the middle lane of a crowded Meg-way, it
is virtually certain that it will hit other vehicles. Although
there are a large number of vehicles which tie in to Traffic
Cantrol and operate on Auto from ceniral computer con-
trol, there are still numerous drivers who do not.

What a vehicle actually hits will, of course, depend upon
what exactly is in the way at the time, if anything. To this
end. it is up 10 the Game Master to decide just what hap-
pens. {In such instances, model vehicles and detailed maps
are obviously useful.) Once he has determined just what
has happened, you should then work out what damage has
occurred.

Damage To Vehicles: Damage to colliding vehicles may be
calculated by adding together their respective speeds.
Ewvery 20 metres of aggregate speed will cause 1 random hit
on each vehicle involved, in this case rounding down any
fractions.

For example, if 8 car moving at 50 m/R hits another travel-
ling at 35 m/R their combined speed is 85 metres, resulting
in 4 random hits to-each vehiclo. If the same car hits a statio-
nary object, the combined spesd would be 50+0 matres,
resulting in 2 hits,

Damage To Bulldings: Builldings and other large structures
are a lot harder, in general, $0 any vehicle colliding with one
will take TWOD hits per 20 m/R of speed. Buildings may be
damaged, depending on the speed of the vehicle hitting
them, but it is very unlikely that they will take any sarous
damage. Generally speaking you won't do much damage to
a city block by ramming it — unless you happen to be pilot-
ing & 250,000 1onne spaceliner of course!

ind be dri

Large plate-plast through, how-
ever, causing D2-1 hits on the vehicle, and breaking the
window. Shattered plasteen has a 25% chance of hitting
anyone within 3 matres, causing 1 hit.




Damage TnN?to If a moving vehicle strikes a parson, it
will cause 1 random hit for avery 20 metres o!sg:wd {round-
ing down a?‘ainl. The vehicle itself has a 20% chance of
recaiving 1 hit as a result of the collision. There is also a
chanca of Control Loss: 50% chance for & bike, and a 10%
chance for any other vehicle,

LIFTING & THROWING

Lifting up or putting down items of furniture, peeple, squip-
mant, and ather fairly heavy and inconvenient objects will
taka at least 1 Action; a heavier item, which needs a longer
time to get a grip on, and gradually lift, may require longer,
at the E‘leel's discretion. Aeally heavy objects m.
need the combined efforts of a number of people, eac
expending thair Actions; in this case, you should all be
assumad to have 2 Actions, with everyene’s Actions occur-
ring ot the same time.

To lift anything which weighs more than half your allowed
CarrJ or Lift weight as dotailed below, you must have bath
hands free. When you have the object in your hands, the
number of Move Aw'unsJu« are abie to make in a round is
halved (rounding up), and you may not run o jump.

Dragging o heavy item will likewiso halve the number of
Mave Actions. You will be allowed 1o drag items which are
too heavy to carry, of too large or cumbarsome 1o lift, Large
items of furniture or equipment are obvious sxamples.

Throwing weighty objects will likewise require both hands,
and will need 2 Actions: 1 tolift, and one to throw, You can-
ot throw anything you cannot carry. As detailed in Chapter
3, you may throw a small object such as a grenade or hand-
bomb for up to {Current Strength x 3} +15 metres, The
maximum ‘“'ﬁm of such an object is Skg: for every 2kgs
over this weight, reduce the range it can be thrown by 1
matre, with & minimum distance of 0 metres (ie you can't
really lll;rowlhe object at all, though you may still be able to
drop itl),

Tha following chart is offered as a rough guide to what you
are able to lif. These figures do not mais allowancaes forthe
size or awkwardness of the object; the Game Master will
adjust the weight you are allowed to carry accordingly.

Max Carry  Max Lift Max Drag
51 HWkilos EQkilos  B0kilos
52 S0kilos 75kilos  120kilos
53 T0kilos 100kilos 160 kilos

Max Carry: This weight is the maximum that can be carried

for an‘r length of time greater than 1 Game Turn (8 Combat

Rounds).

Max Lift: This is the maximum wui?‘m that can be briefly
od T o

Iified, g a method si that of a weight-lifter,
Oon at weigh more he Max Carry limit cannot b
held up for mora than 1 Game Turn (6 Combat Rounds).

Max D.raF: This weight is the maximum that you can drag,
without [ifting the item off the fioor. The weight assumes
that the floor surface is reasonably flat; if it is rougher than
usual, the Game Master may decide to reduce the weight
that can be dragged across it.

For occasions when there are two or more ple liftin

one chiect, the new weight limits are & half [of their ariginal
waight] again. Thus if two people with Strengths of 3 are
moving mmalhh?, they can carry 70+35, or 105 kg; three
such people could carry 70435+ 35, or 140kg, and 5o on.
Twa or more people trying to throw a heavy object will add
an extra melre to the distance for each extra point of
Strength. Thus two characters with Strength 3 can throw
for a standard distance of 24 metres, minus the modifiers
for the weight of the object. If there are any difficulties in

working out these rather complicated manceuvres, your
GhM lr\ll b able to help, or make a ruling depending upon
the situation,
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HEADING FOR THE SPEFDOWAY !
KE'S NOT GOING
ANYTHII

FLL ME

FALLS & FALLING OBJECTS
Fallin,

Any fall from a height greater than 3 metres will damage
¥ou, to 8 greater or lesser extant, dependin upon the
height of the fall. You will take 1 random hit for every 5
metres fallon [rounding up). If you are unsure of the exact
distance, it may be easior to assume that each storay of a
building will be 5 metres.

I you are wearing armour on your head, arms or legs, itwill
ive a normal Armour Save. Soft landings are rare in Mega-
Sily One, but in the event of a fall being broken, by water, a
Judge’s cling-net, or whatever, you should give each hit an
Effect Modifier of -1 (and thus take 1 off o damage die
rolll. Conversely, landing on a particularly sharp oﬁecl
{such as a length of pointed railings!) may add a +1 Effect
Madifier, subject 1o the Game Master's discretion.

After you have made the fall, you will lose a Combat

Round's worth of Actions recovering. In other words, i you

normally have & Actions a Round, you lose your next 6
tions, and so on.

Falling Objects

With falling objects, there are two faciors that need o ba
takan into account — the weight of the ub';ocl. and the
height itis falling fram, To this end, you should take 1 hit for
ovary § metres the object has fallen, and 1 hit for every 50
kilos that the object wei_Pth {rounding down in both cases,
o @ minimurm of 1 hith, The Game Master should hopafully
have determined the weights of various objects
beforehand, based around the tables in the Game Mastar's

Falling objects must be fairly substantial in order to inflict

heavy damage; objects such as glass vases, bottles, books,

otc, will rarely do mora than 1 hit, no matter how far thoy fall

bafore they hit :lhnugh the Game Master may decide to

:dju:l the Effect Modifier if they fall from a very great
eight).

Objects being dropped count as standard targets, but there
will be the usual modifier for a Moving Target, no mattar
what angle you are firing from,



Falling from Moving Vehicles

ing the door open, though it will obviously also add to the
time you are taking, and may completaly ruin the elemeant

up some routing

Anyone falling from, being thrown out of, or trying to of surprise.

escape from, a mcwm? wehicle will suffer d 8. You will

take 1 hit for every full 10 meires that the vehicle is travel For exampla, Judge Minter is followi
ing this ing d but witl 1 hit. it d b Hed.

DOORS

In the course of your i ligati you will undoubted!
find yoursall on the wrong side of 8 barred door. This sec-
tion deals with all types of locks, ‘.nd hofwu: get past them.

it the house of a

rticular citizen.

an
Knocking at the door (Jud
out, You in there, open up) f r

but hearing various sounds of scurrying from inside, she
decides to force the door. With a Strength of 2, she has &
40% chance of success, In her first Action she rolis a 85, and
fails. Inside, meanwhile, the citizen is hastily feeding the

You, of course, will not pu
you will rarely need 1o

Su lml:ma than kick a door open.
Locked Doors

Mega-City One baeing what it is, it is unsurprising that
almost every door in the city is kept locked at all times! In
the course of your daily patrols you will come across afl
sorts of different locks, but the thrae main types are as fol-
lows,

There are the standard mechanical locks, using keys or
bolts, using du:_igns which have changed little over hun-
dreds of years. These are normally to be found on old pre-
Atomic War buildings, antique vehicles and the like. Thess
usually need the specific key 1o open, but can be broken
through quite easily [see below), Many vehicles and a few
buildings and apartments have similar locks, though
slightly more up-to-date, in that they read & magnetic card,
rather like a credit card, which has a specific code written
into the magnetic strip on the back. These locks cannot be
broken by an Auto-key, but can be opened by simply dis-
mantling the lock unit {which doas take time] or by breaking
opan the door itself.

More modern locks have a keyboard-style access, into
which a specific number-code must be punched for the lock
to open, An Auto-key device will be abla to decode the lock
and open it. [Auto-keys are only used I:T eriminals, and ara
detailed in the Game Master's Book.) It takes 1 Action to
punch in a code on a keyboard,

There are also even more sophisticated locks involving
vocal commands or hand prints. The first recognise bath
the words said and the voice pattarns of the person saying
them. Recorded voices will not always be accepted, but
given time (and an operator with a high Tech Skill} a com-
puter Voice Synth be able to come up with th

] ithe body of his wife!] down the gsrblzs grinder.

Minter trias the doalafll'll, and this time her chance

is 45%. She rolls & 05, and flies into the flat, bursting

through into the kitchenette just in time fa see a pair of feet
disappaar into the maching

Held Doors

A aoarnisy be held shut, by someone or something. If the
door is held by someons, the chance of hmkinqﬂwln is
reduced by 10% per Strength point the holder has. hal-
der may not perform any other Actions other than Speak
whilst he is holding the door.

If it Is an object that is blocking the door, thera is a -5% for
every 25 kilos weight put behind the door. The Game Mas-
tor may docide to add or subtract further modifiers,

ing on other ci A chair wedged under
a doar handle will net have much of a modifier because of
its weight, but it will nevertheless be very effective at keep-
ing all but the strongest people out, for example.

Listening At Doors

You may listen at a door in an attempt to try and hear any-
thing which may be within, The attempt will take 1 Combat
Round (this includes manoeuvring your ear quistly against
the door, and listening for an adequate length of time). To
daterming whether you have heard anything, the Game
Mastar will roll, in sacret, against your Streer Skill. He rolls
in secret bacause in the event of failure, there may not be a
noise to hear, or you may just not have heard it.

Doors As Targels

A lock may be shot at, in an attempt 1o open the door. Locks
are considered Small Targets, and you will have the stan-
ification to your die rall. Do not farget, however,

rigte voice pattern, only laaving the would-be door-cracker
1o discover the right code word (though many cheaper
locks will accept any words, relying only on the correct
wvoice). Speaking a vocal command to open a lock will take
the usual 1 Action per 10 words; trying to figure out the
axact voice pattern will take much longer, Hand-print oper-
ated locks are tha most difficult to crack, as they can only be
opened by the person who programmad them, The hand
print must ba from a warm, livin rson, and must be the
correct hand too! Foriunately for the would-be burglar,
however, these units have a sa ovar-ride circuit, which
may be used by a computer to break the lock. The Game
Master’s Bookh details o h criminal activities.

Unlocked doors will still require the expanditure of anothar
Action to open, as detailed in Chapter 3.

Breaking Down Doots

‘Whaen faced with a locked door, yau may attempl to open i,
by forcing it or actually in. Your i f
sumdirjﬁ.ls aqual 1o your Sm?:h =20, rolled as a par-
centage. The Game Mastar may decide to impose a maod-
ifinr for a ﬂrunaer or weaker door, Atternpting 1o force or
break open & door will cost 1 Action, though you may
atternpt to break the door over a number of Actions. Each
unsuccessiul attempt will add 5% to your chance of break-

3s

ar
that a broken lock is not necessarily open—your shot could
have jammed it shut, or completely damaged the

ism and thus any chance of the lock ever
being opened. There is also a chance, particularly when
dealing with computarised locks, that you have not recog-
nised where exactly the lock's mechanism actually is. The
Game Master has more information on this, to assist you
when you attempt to shoot off a lock.

Shooting Through Doors

Shoaoting through a door which is currently being held is
acceptable as long as there is no other alternative. If the
Perp has used firearms, or can be c_o'nsiaerw violent and

i1 thera is if an Juve
sualwlnl has locked himself in a lavatory, there is definitely
not!

People holding doors shut may ba hit by shots coming

through a deor. Most doors are not bullet-proof; in the case

of bank vaults, Justice Dapartment security doors, or other
wever, th

rge es, hor r, ma
decide to impose a modifier to tha chance of scoring a suc-
cessful pentrative hit. Shots fired through doors count as
Wild Fire into the room beyond, with Ianr character holding
thi door coun: @5 the targel. This is for damage only —
a Judge must still Aim if he wishes to shoot through a deor,




and amyone using Wild Fire to hit the door in the first place
will hava the effect of their fire halved agai

For exampls, Red Stripe Bamme the notorious assassin,
wishes to fire through a door, into an apartment which he
believes contains two Judges, He fires quickly, without
Aiming, with a Combat Skill of 84, He is 3 metres away from
tha door, and the nearast Jua‘g is another 4 metres away,
on the othar side of the door. The total range for the shot is

‘matres, which that his ild Fira
chanee would be 32, Bacause he isn't Aiming, however, this
scove is further halved down to 16%..

REPAIRING EQUIPMENT

In the course o an adventure, it may turn out that a particu-
laritemn of equipment will break, or be damaged, in any one
of a number of circumstances. Should this happen, for
whatever reason, you may wish (or need) to attempt to
repair the equipment,

As has already been detailed, in the Effects of Damage ro
quipmant section Chaplor 3 earlier, most items are made
up of Vital, and Non-vital Componeants,

Should a Vital Component be dameged, it may not be
replaced, and the ftem will be wnusable, and must be
replaced as a whole.

Non-vital companents may be replaced should they break,
however, but anly if the particular replacement part is avail-
able. Your Lawmaster has spare parts for your Lawgiver,
and various bike parts, including its weapons, computer,
and h ther items of i may have spara
parts with tham — a truck, for example, would usually have
spare spark plugs, fan belt, tyres, and so on, Smaller items
will rarely have spares available, however, and will there-
fore be unrepairable.

If you do have spare parts available for the broken aquip-
ment, you may attempt to repair the item. You rmust first try
and work out which particular part of the equipment has  *
been damaged. In the 22nd Century, overything is cram-
mad full of micro-circuitry and computer chips; as a result,
finding out exactly which little bit has broken can be rather
difficult. You should roll against your Tech Skill as a parcan-
toge in order to recognise what is wrong.

Once you have found what is wrong, you may atternpt to fit
a now piace. To fit it correctly, you must again rell agains
yaur Tech Skill, as a percentage. If successful, the equip
ment is repaired, and you may usa it again,

It will take you 2 Actions 1o recognise and remave the bro-
n component; 1 Action to remava the ﬁarl from your bait . [
pouch, or wherevar; and 1 Action 1o fit the new piece,

1| MEANT WHAT |
SalD, oGt _




S5:0N PATROL

To support your Judges in their unceasing fight against
erima in Mega-City Ona, there is the full weight of the Jus-
tice Department. The Department s virtually a separate
section of the Mega-City community, with its own schools,
housing, and other buildings, and inhabited by a rather spe-
cial class of people. Every day and every night, Judges like
you emerge, to ge and patrol the streets of Mega-City One,
on the luogix-wl or crime.

Each and every day, your Judge (or team of Judges) is
required to spend at least 12 hours on “active service'; this
may include a circuitous patrol of the city, surveillance duty
in a Watching Bay overlooking a major road junction,
research or interrogation in your local Sector House, or just
catching up with all the paperwaerk (though this last activity
is usually done after the 'sctive shift’ ?las ended). Most
advanturas will start whilst your Judges are patrolling the
Mega-City; you may sea a crime being committed, or
called in to respond to an offence seen by a security camera
or reported by a citizen,

PATCHES & PATROLS
YourJ be assigned a patch or

for the particular Sector they are currently stationed in. A
patch will usually cover a square of your Sector about 50 by
50 kilometres; each patch will overlap, however, to provide
an all-over coverage of the whale Sector. Judges may alter-
natively be given patrol routes, which take them across the
whale of the Sector, and occasionally beyond. Each Judge
has a particular route, along the teeming Mog-Ways and
Sked-ways, which may take him past busy junctions or
through volatile (or just plain rough) neig d:

asleap. These will take in the physical nature of the area,
with its Blocks, roadways, and special and public buildings;
and its history, including details of local Perps and famous
crimas, When you start patrolling your pateh, you will pick
up much maore specialised knowledge of the ares, though,
and will soon become aware of the particular group of citi-
zens which inhabit it. You may get to know prominent
ople, local Juve and Punk gangs, Perp rackets and possi-
ly acquire a few Narks, informants who keep an ear open
fior you (at a cost). (Thera is more information on Narks in
Chaptor 6.]

While on patrol, it is common practice for a Judge to spend
some time sat on his Lawmaster in a Watching Bay. These
are small lay-bys, generally just off a major Mag-Way, from
which a Judge can obsarve a wide area, Often located ovar-
looking p 1y di traffic { and large
city pedestrian plazas, .Tnn'gns may position themselves
here. bath loaking out for trouble and awaiting a call from
MAC, the Justice Departmant computar, asking them to
respond to a crime nearby.

COMMUNICATING

Whilst out on patrol, there should be a frequent twa-way
axchange going on between you and your Sector House, or
with ch the Justice Department computer, There will be
information on crimes, local iraffic conditions, and so on,
and in return you may require reinforcements, information
on Perps, and much more. On your Lawmaster you have a
vid-screan, communications unit, and a hand-held radio;
and you have a short-range radio mike, which can relay
to other Judges close by, built inte yaur helmet.

. The
route is sometimes between two set points, with the sctual
route taken being left up 1o the Judge.

When first assigned a naw patch, you will be able to learn
general details about the area by subconciously being fed
information by a computer whilst in a hypnotic trance or
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Vid-sereen

The Lawmaster's vid-screen is the standard link with your
Sector House and MAC, scrolling up a constant stream of
crime Incidents, Judges® information, and genaral mes-
sages.



There is also a sound function with the vid-screen, which
may be left on all the time to read out every entry on the
SCIB8N 88 it arrives, or it may switched so it only operates
when a call specifically relating 1o you is received,

The communications unit enables you to relay o message,
wia the bike’s computer, 1o your tor House or to M-&C,
using only a vocal command, and rather than having to use
the hand-held radio. It costs 1 Action to activate the unit, 1
Action for thie computer to make the link, and than you may
spesk up to your word limit per Round.

Hand-radio

This unit is stored on the vid-panel of the Lawmaster, to one
side of the vid-screen, and is attached by a coiled lead
which can be extended for up to 3 metres. The hand-radio
may be used for a wide variety of communication links. Itis
normally used 1o set up a link with the Sector House or
MAC, and may be used from anywhere within the Mega-
City. Using the ‘radio requires 1 Action to attempt to make
the link; this is successfully achieved by rolling your Tech
Skill as a percentage (usually sccompanied by the words,
‘Judge Evans to control — come in controll’ or same such).
If you fail at this rell, you may repeat your attempt on your
next available Action, until contact is made.

For example, Ju Elliott is out on patrol, riding down
Marcys L Rowland Slipzoom, when he sees the familiarly
om outline nfqm old enamy trying vainly to hide mﬂ:;vﬁ‘
a ling post. Recognising the shape as belonging to Di
Wide-boy" Edwards, he radios in to his Sscl::‘?Houu o
inform them that he is giving chase, Picking up his hand-
radio (1 Action), he tries to contact them, rolling against &
Tech Skill of 79 (another 1 Action). He rolls a 91, however,
anly gets a local Robo-taxi firm and a lot of static! Next
Action he rolls again, and with a score of 16 finally manages
to get through...

Helmaet Radio

The helmet radio may be used to talk to another Judge
within this Sector, or 10 the Lawmaster's computer (which
may then set up a link betweaen the helmet radio and your

Sector House, for axample). This method will not narmally
requite a Tech Skill roll,

You may talk normally with anyone within 7 metres: this

range also applies to the cries of creatures, and the voice-

boxes of robots and other equipment. You may shout —

and be understood — at a range of up to 20 matres. Using

a megaphone or the Lawmaster's voke-box will extend

r;::’_a range 1o 50 metres; activating the "synth will require
ion,

MOVING IN THE MEGA-CITY

Whilst on patrel, it is usual for you and your fellow Judges
to be cruising on your Lawmaster bikes, waiting for a call
fram MAC or on the look-out for crime yourself. To this end,
avery Judge should be aware of the incredible comploxities
of the MC-1 road system. Thera were appraximately 13%
billion miles of road before the Apocalypse War, and even
the ravages of that conflict haven't reduced the total by
much. Vast roadways, tens of lanes wide, spiral up around
and In between the Blocks, many levels above the ground,
whare, at City Bottom, more roadways teem with vehicles
and pedesirians!

As a result, Judges tend 10 only learn (in any great detail)
the particular routes which they travel regularly, usually as
part of their patrols; should you have b iate from such
a path, you can contact Traffic C atthe Justi <
ment for the best route, and program it into the Automatic
setting of your Lawmaster,

The Mega-City’s road system is nominally divided into a
number of categories of road, depending upon the size and
function of the roadway, though the terms are often more
confusing than informative. Some of the most common
tarms are as follows:

Meg-Way: Major roadway, normally with 3 or maore lanes
{and often as many as 401}, and usually with traffic going
both ways.




Skedway: A lesser road, up 1o 5 lanes wide, but often just
ong, and normally with ene-way traffic only, Occasionally
also known as o 01;

Sliproom: A side road, often connecting two larger road-
Ways,

Pipaway & Zipstrip: A minor road that leads to a Block; the
formaer is enclosed, the latter open o the air.

Each roadway Is also callad by a proper nama, a city refer-
ence number, and often several nicknames too, which all
. 'y o further, The main Mag-Way

o ybody g
are called names such as Sector 12 Xpressway, or Meg-
Way East, as well as being given reference numbers, The
Judges will usually refer 1o such numbers (such as Meg-
way 1143, for examplel, though not always! Lesser roads
often don't have numbers, and may be called virtually any-
thing! Some are named like traditional streats, with exam-
ples like Bill B hs Boul d, Jon Sutherland Sked-
way, or Vietary Avenue; others are named after the Blocks
thay serve, such as the Davy Langlord Slipzoom, Hilda
O?aen kedway 1, or Milos Mastri P v. Basi-
cally, a roadway can be called virtually anything, and there
can never be any hard and fast rules about them — you
must migucl only to be thoroughly confused, just like the
citizans

Moving along the Maga-City's roads is a very unpradictable
affair. Multiple pile-ups, sixty mile tail-backs, day-long
jams, street pirates and Wreckers (modern day high-
waymen), and a fair proportion of homi inclined
drivers all go togethar to make any journey time more a
matter of luck than distanca. Furthermore, just because it
takes you, say, 4 hours to get from A to B one day, it does
not follow at all that it will take 4 hours to q‘a from B 1o A, or
aven 1o go from A to B a few hours later] Travelling across

ram one paint within a Sector to anather in the same Sec-
tor will take 10x D20 Game Turns, though more or less time
may be specified by the Game Master, according to the
needs of the adventura he is running. {This time may also
be modified for a Special Ability based around Street Skill;
see Chapter 8, Exparienced Judges for more details. |

Itis porfactly possible, given theutterly shambolic nature of
Maga-City One’s road system, for two Judges to set off
from a particular point, one after the other, and for them to
both arrive at the same time, or over a day apart! Some-
times, you may be lucky and find a path through the jams,
or & neat short-cut down a side-street; at others, you could
be stuck for hours! More delays 1o a journey can be caused
by MAC itaalf. If you are in the area when a crime is called,
you're normally expected 10 respond, or at least inform
other Judges nearby. Judges are not allowed to simply

ignare any breaking of the Law, just becasue they are on a
ifforent case!

Moving between Sectors will take much longer. Multiply
the time taken by the number of Sectors you are movin
through. Thus, moving frem one Seclor to another entails
moving through tweo Sectors, and you should double the
time taken. Moving from a particular Sector, through a sec-
ond, and into a third will involve trebling tha time, and so
on,

MOVING ON FOOT

Walking in Mega-City One is not guite as dangerous as driv-
ing, but it is pretty clasel At City Bottom, the ‘ground level"
of the Mega-City, there are many pedestrian-only plazas.
Ourlwndg most of the da_ly and much of the night, these are
erowded with people. There will be many ordinary citizens
strolling and socialising, Thera will be small stalls, selling
kneapads or candy. Thare may ba gangs of Juvas or Punks,
slrullin%urou nd and posing in thair latest fashion radiation
cloaks. And there will always be Perps — tap gangs ImuE-
gors) are most common, but there may also be dunks (picl

pockets), pongos (confidence trickstars), and many others.

When moving around the plazas and parks, most cives will
walk, or more usually these days uso the Slidewalks and

however, and would be usaless to you if you ware chasing
a Parp, and you would do batter to rely on your feet or your
Lawmasier. In some plazas, particularly the larger ones,
there may be Block Buggies, small single-seater electric
seats which can be steerad around any level piece of
ground on thair small wheels. Thay don’t go especially fast,
but many citizens use them 1o get to places which aren't
served by the Slidewalks.




Above the ground, there are Pechways, often combined with
Slidewalks, which soar and spiral up to various lavels of the
Blocks, in a similar fashion to the Meg-Ways. Alongside
soma roads there are sidewalks and pavements, but mast
of the higher readways are vehicle-only.

The standard Move Action walking distance oi:-ﬂ:w! Bma
Combat Round is enly used when carefully stalking about
in a combat situation, On the nrm:ﬂmu can increase this to
12m, or 72m a Game Turn, provi the area is not too
crowded. Running will double this speed, but again you will
be subject to the ather pavement usars. Maving pavemants
travel at a carefully regulated 10m/R, and are fitted with

orominent safety cut-off switches in case of accidents,

PUBLIC TRANSPORT

In Mega-City One, there are a number of differant forms of
public transport. Although you as a J dge wil

use them, it may happen that you have to chase a flesing
Perp via ane, or deal with an accident (or crima) involving
ane.

The cheapest form of transport for most citizens is the
Autobus. These 22nd Century varsions of the standard city
bus are enormous, often consisting of a large number of
coches strung together, pulled by a leading tractor-type
unit. Fares are reasonably cheap, but passengers are usu-
ally anly those who aren't in a hurry (see the note about
travelling times abovel). Slightly 1u'ﬁ<el, though dearer,
thare are the Hoverbuses, Like the Autobuses, they stop at

points gl & Mega-City, though in
this case these stops are usually high up the levels of tall
Blocks. A Hovarbus is usuolly‘&u e small in comparison 1o
an Autobus, seating perhaps 40 peogple.

As well the buses there are close on a million small Robo-
taxis, individual hover vehicles controlied by rabot drivers,
Thase are expensive, but will take you exactly where You
want to go in a reasonable sort of time.

The most widely-used form of transpert over any

tance is the Zoomtube or Skyrail, which is a ve

:r’rilm that runs through long stretehes of the
ere

Your Game Master will have full details of

the speeds of

these various modes of transport, in the Game Master's
Book.

ACCESSING & USING DATA

Whilst you are patroliing the streats, there will be many
occasions when you will require extra information on any
number of subjects, from the quickest route 1o somew o,
to full details of a Perp's record, Fl'ndlng' such information
will depend on your consulting one of the several data
sources available. %

MAC

MAC is the Justice Department’s cantral computer. It deals
with most of i1s day-to-day running, providing every Judge
with a continuous data supply via your Lawmaster's vid-
screen, as wall as mal ing full data files and records of
ovary case the Judges have ever handled (as you may
oxpect, it's a very large data-file). Furthermare, data is also
received and stored from each of the million or s “spy-in-
tha-sky” flying cameras which wateh the Mega-City, as well
as from the streef surveillance cameras positionad on most
streel cornors. These are sometimes used 1o find the last
known whereabouts of a particular persen (simply by typ-
ing in their name — MAC already has full details o thair

Quite often, numerous vital clues to the solving of a case
will be hidden somewhare within MAC's gigantic data
banks. You may access MAC's files sither remotely (from

our Lawmaster). or by using & terminal in your Sector

louse or Justi quarters. From your L L you
may ask a trained operator with access to MAC {usually
back at your Sector House) to find out a particular detail, or
to give everything on the file, on a specified subject. The
@perator, usually a specially-trained Tech-Judge, can givea
varbal reply to o simple question {such as 'Whers was
Stevie ‘The Puffin’ Jackson los 7], or fead the data
onto the Lawmaster's vid-screen if it is too long to be s
kon (such as 'Puffin’ Jackson's criminal record), The
oparator will usually be a specially-trained Tech-Judge,
with a high Tech Skill, and will therefore have a good
chance of finding the raquired data if it i availabla. The
Game Master will inform you whather the operators
search was successful,

Altarnativaly, you may utilise one of the NUMerous termi-
nals in your Sector House, of indeed in any of the other Jus-
tice D building B8 i give direct
access to MAC. This does mean, however, that you will
have 1o “Z&‘m \q_nnr own computer knowledge (based on

illh. The Game Master will roll (in secret) to ses
whether you find the relevant data. You may sxamine and
re-examine material as often &s you like, with your GM rol-
ling every Game Turn until you are successtul, In auch situ-
ations, however, you may eften ba very pressed for time
(someone might be getting murderad out theral), and it is
probably best to save personalised computer use for when
you have the time 1o spare, and for emargencies,

Ba

MAC is closaly linked to Baroey, the civil computer housed
in City Hall. Whereas s details on all the citizens are to
do with security (erime records, mantal welfara and per-
sonal habits, political parsuasions, etcl, Barney's are m
to do with the normal running of the city, Includin;g
2en's tax returns, financial situstion, housing records, vehi-
cle and weapon licensing, and so on. Barney can be scces-
sed by MAC as an automatic function of looking for data,
Alternatively, you may decide to visit Barney yourself, in
City Hall {whi in Sector 38, East region).

Accessing Barney is included in the Teeh Skilf roll for using
MAC.

Apart from retaining the standard works of fiction and
academia [Includinhml ence boaks), the City Libraries (in-
dudin?theCen:ral ag. Library, which iz in Sector 48,
East] also retain complete newspaper files. These can occa.
sionally be very useful 1o your enquiries, especially if a
crime has its roots in some avent from tha past.

The libraries store most of their material in the form of Vid-
slugs, rather than printed matter, as these last much longer
than paper. Even very ancient books and racords have gan-
erally, by this time, been transferred onto vid.

Al liraries have hundreds of terminals. These link into the
General Index, from which any one of a billion titles can be
accessed. You may scan anl]r one of these on a vid-screen,
o take away the required titles as Vid-slugs or paper print-
outs.

Most Blocks also have libraries, These are smaller affairs,
usually consisting of a small data bank and a large number
of tarminals which can access into the nearast proper lib-
rary. Block libraries are occasionally useful for their arc.
hiusn.l which detail the individual history of the Block in

appearancel, or in fact find out whare was al any
particular time in the last 45 years!|
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i its f;
infamaus crimes commitied there, and so on,



ARRESTING & SENTENCING

Making an arrest is covered in detail in Chapter Three: but
after all the action is over there is still a ot that can be donae.
The perps must be sentenced befors they are taken away,
via one of several methods, to one of moml places. The
scene of the crime must be cleaned up, sither by forensics
Tsch-snuads. or by a clean-up crew; buildings and road
surfaces may have 1o be repaired, and traffic may have to
be re- anfacteﬁ And, of course, someone will nnuu to take
care of the bodies...

Sentencing

Onee your perps have been arrested, they must be sen-
tenced to a wrm in one of the Mega-City’'s Iso-blocks. In
your first few adventures. you pronabl\.' won't have much

Murder .....
Mass Murder .
Murder of a Judg
Copycat Killing .

Fglmng in Block

1'3 years to life
30 years m Me

i
Fme Murder .. .. Lifa in a Kook Cube
.. 25 years ta life

30 years to life

Paying a Ra nsom (incitement to kidnap) ... 5 years
Body Sharking 30 years to life

Organ-Legging . 30 years to life

Rmimglsmlan Goods
Attempted Bribery of Judge ...
i P Arrest L

aJudge
the Peace

Bmud\nnl

Rabble Rousing
Rioti

Rumble
Brawlin:
Common

idea about the correct to give for
crimes. Most of the major ones are given in the list below,
but the situation is often complicated by multiple crimes,
strange circumstances, and so on, If you are stuck for a par-
ticular sentence, r Game Master may suggest an
appropriate term from these gm-delmes. As your Judge

ets more ‘streatwise’, he'll be able to give his own sugges-
tions for sentences, and incorporate them into typically sar-
donic lines like "You're doing five, croep!’ The following are
suggested sentences for typical crimes. These may be

lilegal Parki
rdue on
Defective Lights
Jaywalking
Running on
Fare Dodging
Littering ..
Pranking
Ilegal Boinging
Seri I-ng
llag & months
Possession ol Stookie pills -..... 1 year {without pills}
Breach of Health Regulations .. 1000c fine fo 2 years
Illeqal Sugar Possession .., e T
ing Sugar
Drug Possession .
OH:I mic Scllmg
d Woapon
reach
Smomﬂs sach
1 year
i —3)’M’S
. Remaval to Cursed Earth

Note: In certain cases, Revoking of Citizen and
aexile in the Cursed Earth may be used as an ".'Km

slightly modified for the ¥ e
Judges are tough but fairl
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Aftar };nu have sentenced the perps, they may be taken to
ona of a number of different places, by o number of diffe-
rent means. Most perps must be taken to the nearest fso-
Block, These a:ge, secure blocks are made up of hundreds
of small, individual cells, in which prisoners serve thair
time, Each cell is made of semi-transparent plastaen, and is
only fitted with sanitary and food input facilities.

Another destination may be the Sector House. You may

ko d here for y stay in the Hold-
ing Tanks (fartified cells) before thay are transferred io a
high-security Iso-Block. Perp: ybei g era, by
both physical and electronic means (including  skin
searches and dream analysis sea later), Very badly
injured i be putinto ! anima-
tion) in The Vauits, where they will stay until their injuries
can beé cured and they can serve their sentence.

S

mhmmv-m;:t
“YOULL NEVER GET
BACK IN THAT STINES (50
CUBE}

N THE CELLARE BENEATH
WUSTIGE K. TRERE 15 &

o, ™

FRL CRWNALL ARE REPI 1N SUEPIADED
AMIMATION LTIt THE APURNCES OF MALTCAL
SCIURCE MAKE THELR WOUKSE COmAME

In some cases, you will have to arrest people who ar

gl i i d, p ¥ the victims of Futura

hock Syndrome [Futsies). These must be taken to a

Psycho-block, and imprisoned in one of the Paycho-cubes
i far

on most streel corners and city plazas — your GM will
inl:ém yolil of the location of the nearest one, should the
N arse'

After a particularly large arrest, you may have already cal-
lod in reinforcements. These will usually have included a
number of Pat Wagons, which may be available to trans-
port the Parps 1o their place of imprisonment,

I time allows it after an arrest, you may wait with your Perp
for the wagon to arrive, or you may take him in yourself, if
there is a Holding Tank or Iso-Block nearby. You may make
Move Actions as standard, except that you may only make
a maximum of 2 per Round, as you slowly lead your cuffed
Perpis] to the 'Cubes.

BACK UP UNITS

Although Judges are very tough characters, supposadly
able to handle anything, there may well come a tima when
you really do need some extra firepower. In other situa-
tions, loo, you may need to call upon the services of a back-
up unit

Do bear in mind, however, that the GM will not allow you to
simply call in the heavy squad just because you are havin
alittle trouble dealing with a couple of Juves! Unwarrants
use of reinforeements ma; well garn you a demation (or at
Inast & loss in Experience Points!). This will not apply, how-
avar, to the use of a specialised Tek-Judge 1o do a forensics
tast, for example, or in any situation not covered by a nor-
mal Judge's training.

Medical Aid

Med-Squad: A standard Justice Department Med-squad
consists of two drivers, 3 Med-Judges, and a Robodoc unit,
in 8 modified Hover Wegon {H-Wagon). The team is aquip-
pod to treat all sorts of injuries, and can also transport
Injured characters to hospital.

Maat Wagon: If the Med-Squad is too late, s Maat Wagon is
needed to take the corpses to the morgue, and from thare
onto Aesyk, the Mega- recycling plant.

nown as Kook-cubes) . often
over an indefinite period.

Crews
Clean-Up Squad: After all the liinnwn over, the clean-up
squads mave i, in their huge Pat ‘agans. They repair

Very dangerous perps may be impri .,
Devil's Island is o very high security prison in Sector 102,
East, which is situated on a traffic istand surrounded on all
sides by speeding jugé;afnau:s. which travel around on
remote-control day and night, making escape impossibla,
Even more serious crimes may be punished by exila to one
of the off-world prison colonies. The one on Titan is most
feared, as itis ‘home’ 1o Judges who have been found 1o be
corrupt and criminal. There is no atmos| Titan, so
the bodies of the detainees are uﬂsr;ea with thelr mo:

and noses sealed up and ai{-nprpen itted into their throats)
to I\h-newjlhuut spacesuits. No Perp will ever forget 20 years
on Titan

TRANSPORTING PERPS

Transporting a Perp, or gang of Perps, to an lso-Block orthe
nearest Seclor House may be done by one of sevaral
methods. if you are unable to stay with the Parps, eithor to
wait for them to be collected or to take them inyourself, you
may -handeuff them 1o a Holding Post, Thesa large plas-
crete columns are dotted around all areas of the Mega-City,
and are coverad with hoops to which a Parp may be hand-
i t Pat.

cuffed, 1o await a Justi at-
other Perps you

stice
on. As you speed off in hot pursuit of

sheuld notify your HQ about the Perp, so that he can be

pickad up by the next wagon along. Thare are Holding Posts
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streat fittings, ys and cloan u)
ination, a return ything 1o normal,
using teams of especially-programmed droids.

Fire Squad: These craws sre considered part of the Civil
Administration, but they can be called in by Judges too,
They put out fires, and are equipped with advanced fire-
fighting vehicles and equipment, including Heovar Watar-
cannon and Mobile Foam-carriers,

Tok Squad: These imﬁmmnl units move into the scene of a
crime, and deal with forensics and other technical evi-
dence. They use Snufflers Street Scanners to pick up
the minutest shrad of evidence, and they sre not Just
Judges, but highly qualified scientists too. You may also
need the sarvices of a Tek-Judge when dealing with a com-
r:ulm, in repairing & particularly technical iterm, and provid-
ng othar scientific details.

Extra Firapower

Weapons Team: These units are called in to deal
with sieges, Block Wars, and other major disturbances,
They usually consist of troops of Judges in heavily-
armourad H-Wagons, fitted with various large laser
weapons, sonic cannon, and the like,



Holocaust Squad: This unit is the real heavyweight of the
Justice Department — a suicide squad empowered to deal
with only the largest of disasters. As such, they have only
aver seen action once, when en
parachuted into the heart of the Power Tower
a raging volcano, Despite this single use, they are always
ready (o be called in at a moment’s notice.

Rigt Squad: The especially trained Riot Squads see service
at many of Mega-City One’s demonstrations and protest
marches, dealing with trouble speedily and eesily by spray-
ing everyone with fast-setting Riot Foam, thus rendering
them incapable of any actions at all, until they can be
removed and charged! The squad are also oqu-Pped with
light armour, Elact ¢! and day-sticks [low-p.
ered Electro-prods).

Other Units.

Psi Division: This unit, made up entiraly of Psi-Judges, is
involved with attes g to gain pre-cog knowledge of
future events, in reading the minds of reticent Parps, and
utilising other psychic powers, They are called in only
rla(ut\f. ut when they need to be they prove to be very effec-
tive.

The 5J5: The Special Judicial Service exists semi-indepen-
dently of the Justice Department. Its role is to deal with
crimes and corruption within the Depariment, and ensure
no Judge i ity. Its are drawn from
thehlgﬁa!lJuwwDeptcimlsn,andulrvwlthairlashmlh
ruthless severity and precision

Using the facilities of any of the deparimenis will take time.
A simpla Yes-or-No answer question will usually take bet-
ween 2 minutes and an hour to get a reply. More compli-
cated actions, such as checking for fingerprints over a veh-
icle, calling in tha 5.5 to investigate a ‘bent’ Judge, and so
on, may take much longer. Your Game Master will handle
thesa— all you have 1o do is reguest the particular back-up;
ha will tell you whether you can have it, an approximate
reply time, and then inform you when you gat a result.

No matter where you wander in the course of your duties,
sooner or later you'll return to your Sector House, to
deposit Perps in the Holding Tanks, pick up ammunition or
have something repaired, fila roports, research data, or just
1o eat and sleep! Thera is a Sector House in every Sector of
the Mega-City, and each serves as a local headquarters for
the Judges of that Sector. Sector Houses are also known as
Section Houses or |-Blocks.

A Sector House can be any size or sha nn,hblull_moq are \‘air‘ly

sleep a Judge needs down to about 10 minutes; this
minimum time is usad for many Judges, llmuplr most are

allowed maore time to rest (and with their wor

load, thay
need itl),

Admin Facilities: As soon as you wake up, you grab some
breakfast and then plug yourself into the Sriefer. The
Briefer summarises all the crimes of the previous 24 hours,
ives databls of all m road and social blackspots, and
orthcoming events: all this is comes as subconscious
suggestion, and takes about 156 minutes!

Dotted around the building ara numarous computer termi-
nals, which can give acceas to MAC and Barney, as detailed
above. In the Control Rooms there will be qualified Tek-
Judges who are qualified to use the units, but there are
many ather units around too,

W you need new supplies, or an item repaired, there are

departments to deal with them. The Quartermaster’s Store

contains spares and new ltems for every as) of a

Juugee's equipment, weapons, and vehicles, from new
(5

and naw L bikes! The Repair Bay is staf-
fed by a team of experienced Tek-Judges, who are able 1o
repair most items within 24 hours; you may get to use their
services quite often, as you shouldn’t ax?acl to get a naw
bike everytime you scratch the paintwork!

Holding Facilities: Thera are a number of different
facilities which handle Perps in a Sector House. While most
g{ﬁd&narr ul'fendgrs are taken straight to the nearest |so-

large blocks, up to about 300 storeys higl al
o much higher). They are organised similar to the larger
all of Justice in Sector 44, though on & much smaller scale,
with many different depariments scattered around the
complex. gorna of these are detailed below, together with
the way you may use them; other, less important functions
will be tald you by your GM, should the need arise.

Sector House Facilities

Parsonal Facilities: When you first graduate as a full Judge,
you will be posted to your first Sector House. Here you will
bbe given a small office, usually sharing it at first with the
rest of your tearn (but gaining your own later as you rise in
aenioriln]. in which you spend your off-duly hours catching
up on the paperwork, researching from the data files, or
studying the more obscure aspects of The Low. All eating is
done in one of the Iu?a robot-served canteens, where you
may get faod at any time of the day or night. For sleeping,
ovary Judge goes to the Sleep Hall, to be connected to the
Steap Machines. Sleep Machines reduce the amount of

. g are held in the specially fortifisd
Halding Tanks deep in the bowels of the Sector Houss, until
they can be taken 1o a high security installation like Devil's
lsland, or transported aff-world to 8 prison colony.

Fatally injured Parps are kept alive, under Sus-an, in The
Vaults, until medical advances mean they can be healed
and then serva thair rightful sentence in prison.

There ara spacial rooms for the intarrogation of Perps in the
lower levels of the Sector House, These may be fitted out
with special_lie-detecting units, and more sophisticated
equipment, m Machines read the subjects mind when
he sleops, broadeasting his subconcious thoughts onto a
Vi . Skin ing involves oving
the top layer of the Perp’s skin, and analysing it for
ineriminating evidence. These and other techniques may
only be carried out by specialised Med- and Tech-Judges.
Though you are allowed to ask for such tests to be dona,
you cannot participate untll you gain more exparience, ie
the particular Spacial Abilities (see Chapter 6]




In every Sector House there is a fully-aquipped Forensics
Lab, run by highly qualified Tok-Judgei. They analyse
he crime by Snuf-

Her office is at Justice Cantral, in the Grand Hall of Ju:r}:e
k fmajor

chemical tracos picked up at
fler Units, and from a Perps clothes and skin.

Sector House Personnel

Your Sector House is home not just to your team, but to
many hundreds of athers too, from high-ranking SJS offic-
ars and expert Forensic Scientists to many many ordinary
Judges. Each Sector House is under the direct command of
tha Sector Chief, an experienced, though usually desk-
bound Judge. He reports directly to the Chief Judge, and on
more impaortant matters to the Courneil of Five,

Under the Sector Chief are a number of divisional officars,
including the Chief Forensic Scientist, Chief Medical
Officer, and Chief Technician. These are each responsible
for thelr own which they run indep:
dantly from the main organisation of the Sector House,
Thera are also many other lesser dopartments, each deal-
Ing with one area of the Sector House's facilities, which are
detailed above, Each of these also has a chief, who reports
to the Sector Chief,

JUSTICE DEPARTMENT ORGANISATION

id above, each Sector Chief is responsible to the

in the city she governs,

The Council of Five

Although MeGrudar has overall command of the Justice
Department, there are times when a more democratic deci-
sion is neaded, the Council of Five exists for just such a situ-
ation. It is made up of the five highest ranking Judges in
Maga-City One; apart frem the Chief Judge hersel

also has a veto vole, if necessary, which may in fact over-
rule the decision of the Council, there is the Deputy Chief
Judge, the Head of the 5JS, the Chief of Psi-Division, and
the Chief Accountant. The Council votes an only the most
major fssues, but its decisions carry the weight of Law.

The Grand Hall of Justice
Nowadays known as the New New Hall of Justice (since the
original building has b o f til b
building is the nerve centre of the Maga-Ci:y One Justice
Department. MAC is bused hare, as s the Chisf Judge, and
many other sections, im:luding Psi Division and the
Accounts Division. The Hall of Justice acts as a normal
h very oversized) Sector House to many thousands
of Ju gac,tpanlgulnrly the more sanior street Judges, and
has all the facilities you would expect. It also has, however,
o

As we said

Gl iy SEa BN Kihigs s kol hy e poe Tt e Rl e vt in

oo out oyt Copa e o °|:| d'n-f‘:'i"“ it includes, smongst its many eniries, Judge Giant, and

b il u eon Gty Honerary Judge Fergee, There is also the Graduation Hall,
whera all new Juaa! are given their full badge and black

The Chist:Jadge halmet by the Chief Judge on gradusting from the

Tha pasition of Chist Judgeis the moat | jobinthe y of Law,

while of Maga-City One, and it demands a very special per-

0 to run it. The present head, Chief Judge McGruder, was  The Academy of Law

appointed after the Apocalypse War of 2104, and has
brought a great deal of stability 1o the a-City, with her
stern fairness and umg\gnmlsinn rule. McGruder learnt
her craft as head of the 5J5, where a clear head and a ruth-
less impartiality is 8 necessity, The Chief Judge's uniform is
similar to a normal Judge's, excopt that it does not have the
shoulder eagle, and has a large gold eagle across the front,
with lots of geld rimming all over, McGruder herself is
instantly recognisable, with her slicked-back hair and skull
earrings; a less noti le feature is hor laft hand, which is
8 blonie replacement of the real one she lost years earlier.
Usually, only the most important Judges will have close
contact with her, and you yourself will meet her vary rarely.

I RELATIONS
i ED IN THE |ntnuwnusu:

i 1ssul

As you already know, the Academy is where every Judge

spends hislife from the age of 5, until he graduates as-fuﬂy

$uallliod Judige, 16 years later. The Academy is stafled
utor-Judges, taken fi iffi inth

their du:s, and they use many computerised and auto-

mated aids to make sure overy Judge whao qualifies is fit to

bring the Law to Mega-City One.

Other Department Mld‘l:g

The West 17 Test Lab is re all new Justice Dapartmeant
‘weapons and equipment is tested re baing put into ser-
wvice. Staffed by teams of highly-trained Tech-Judges, and
run by the famous Judg, | the Lab

many vital places of Judge equipment now considered as
standard, Including the Lawgiver, Lawmaster, Birdie,
Stumm Gas, and many more itams,

Scattered throughout the Mega-City are sevaral heavily-
protected Armouries. The smaller of these establishm,
only store standard wfpliu, Including Lawgiver shells,
Lawmasters, and a Judge's personal equipmaent, but the
largest can store heavily armoured H-Wagons, special Zip-
pers for the Justice Departmant Flying gﬁu&u. and much
mare heavy equipment. Should you need to request the
back-up of something like 8 Heavy Weapons Team, they
may often have to first travel to the nearest Armou
pick-up the necessary equipment, befare they can set off to
‘Besist you.

A final, special place is the Statue of Judgement. Eracted in
2033 by the citizens of Mega-City One in honour of tha Jus-
ice D lowers over | ancient Statue of

47

L it neal

Libarty, in Sector 44, South. The view from the top is quite
breat I:In&, IoukInF out west to the Cursed Earth, or sast
over the Black Atlantic Wall and beyond. Millians of people
visit it each year, and q form well before the d
opened, and last right through the day. To all citizens, the
Statue of Judgement stands as a reminder of the unceasing
vigilance and pretection of the Judges!




This chapter details the specialist divisions of the Justice
Departmant — the Psi-Judges, Med-Juﬂ.ga_s and Tek-

6: EXPERIENCED JUDGES
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Judges. It also has full details of fi and Spa-
cial Abilities. These aro gained as a measure of your
increased experience at being a Judge, and they can confer
special skills on you.

You can only become a specialist Judge if you roll a straight
score of 40 for your Med, Tech or Psi Skills when generating
your character, a5 described in Chapter 1. i you do manage
such a feat, and few Judges will, you may elect to become
a specialist based around this ‘super-skill’. If you do, you
may choose one Special Ability from the section approp-
riate to the skill in question (see later). You come under the
sdministration of a separate section of the Justice Dapart-
ment, and will wear a slightly different uniform. You may
take part in cases with your teamn as normal, and follow a
normal Judge's service life. Bacause of your specialisation,
however, you will find that your Experiance Paints will tend
to concentrate on your speciality at the expense of your
other skills.

Experience Points
Experiance Points are awarded by your Game Master for
any number of actions, and are a good measure of your suc-
i s may by d when a
Judge has a good idea that helps his team out of a tricky
situation, or when he manages to find a good clue that
Ieads to the Perps, or for making the final arrest itsell. The
idali r the i i Points
{or EPs a3 they are known), in the Game Masfars Book, All
you nesd 1o know is that when you have eamed enough
{ond they are earned for being a good, brave Judge — not
for killing a Perp or for having to call in the Riot gauad to
halp!) they may be traded in for & Special Ability.

HENA
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Using EPs

‘When you are awarded Experiance Points by your GM, usu-
ally at the end of the current adventure, you should note
down the running total in the sﬁaca provided on your
Character Sheet {see Chapter 21. When you have 100 points,
you may exchange these for an increase in any one of your
characteristics, subject to the rules below. (If you have
mare than 100, the remainder may ba kept, 10 start the next
100.) The 1mpmm.q may remain recorded, but your Experi-
ence Points must rise by anather 100 before you can rise &
characteristic again (you may choose the same one, of
another, a8 you wish).

‘When you trade in your 100 points, you may Increase any
ane characteristic. You may never, howaver, increase your
Strength, and onlxhe specially-designated Psi-Judges
may increase their Psi Skill beyond its original score,

is found by ralling
znﬁ thus nmng a points increase of 2 to 6.

For example, Judge Oakey has usr finished her first aver
assignment as a full J and ingle-handed arrest of
the notorious Bemma Gang for mwdot anti-mutie vig-
ilante activity, spitting at Judges, xwm and bui.n
unking to their mother has sarned her
Paints. [Be warned!| This is enly an lxomnre! This sort of
thing doesn’t usually happen|| Her player decides that her
itiative, currently standing at 22, neods a boost, and rolls
203 for the increase. Usir she gets adand a 6, Halving
these (fo get D3 scores) 2 & 3, and tharafors
5 i ol it %

iving her a

The specialist Med-, Pai-, and Tech-Judges each have
slightly different ways of determining skill rises, however,
as detailed hare.

Med-Judges
As a Med-Judge,
increase your
106.

@, ance you have 100 EPs to trade, you may
dSerb\f 303, or one of the other skills b'r

Psi-Judges

Becausa of your i H
asa P‘sl Juﬁge \fnu may trade Ir| 106 EPs for an increase in
your P 3, in one other skill of 103 points,

their Pai Skill.

halnoolher

Tech-Judges.
You may lmd’e 100 EPs in for a 303 increasa in your TS, or
a 106 increase in any one other skill,

SPECIAL ABILITIES

Increasing a Judge's characteristic scores is ve
itself — it makes the Judge mare able to deal witl
to-day W"Ur‘ﬂ of the
said above, the increase also allows you to recelve some
Special Abilities. These reflect much more claarly the way
wou have increased in experience and skill. They also halp
to individualise your Judge much more, as you will have
access 10 skills which your other Judges may not hava.

useful in
the :Iayu
a-City. Additionally, as we've

Gaining Special A

Special Abilities elch wrlecl ona particular characteristic;
s0 there are some Special Abilities which relate to Initiative,
some which relate to Drive Skill, and so on. The base score
in a particular characteristic needed to gain a Special Ability
is 40, A.!unr with a characteristic below 40 cannot have a
Special Mbil ity on that particular characteristic until it is
raised, by using exparience, 1o 40 or abave, Whﬂllllm
l iy,
chosen from the lists that follow, WI this must be done
befare or after an adventure — never during itll) One addi-
tional ability may then be claimed for every 10 points sbove

40, wnen {or if) thoy are earnt by axperience, os follows:

A40—48  May claim first ability
B0—E8  May claim another ability
G0—68 itto
T0—=78 ditto
B0—89 ditto
B0—88 ditto

a0 May claim final ability

Whean you qualify for & Special Abllity you should choose
one from the list ap?«npnals to the characteristic you hm
just . It should be noted that a few of the 5
';Ablhhen be!ow are or|l\|I available whsn } your cllnruial'lﬂlc
a8 wil

an astarisk may be chosen .rwn:u gwlng deuble the bonus,
Thus, for example, Use Data 2 gives you a +20% bonus to
finding data, and so on,

ities as Actions
Unless stated ige in the of the
Special Ability, an Ability does not teke up any of your
Judge's Actions! Some Abilities may be used at any time
uunng a Combat Round, but some may only be used ﬂunl\g

our Phases. (For example, you must use "Cra

|ual before firing.) Whenever you can use your
Abilities, remember that all of them are incompatible, and
they may not be combined. You can use them one after
another, but ay not be used together. You may use a
maximum of 5 pecual .ﬂb"llleﬂ:e mbat Round (if you
have them|); you may repeat an Ability as part of this total,

!ﬂ!ﬂdmff BASED ABILITIES

‘rha Judge is axoeﬁlmnnllf fit and athletic, and usually

lands on his feet! Whenever you must roll for damage from
a fall, or from baing hit by & npanaln vehicle, you may
rolied for the hit's

deduct 1 from the score rolled (e, the D
effeet].

a9



2. Avoid Falling .

The Judge is very aware, and has exceptional reflexes. Asa

result, he has a chance of avoiding a lailin?. object, or a
i

speeding vehicle, which would otherwise hit him, This
chanca is aquivalent to your Inifiative as a percentage, and
i you make the roll you can jump 2 metres out of the way.

For axample, Judge Mhu is antering Pat l'mughlaﬂ Block

dm:rdss to drop an wmmanwl'smue @n me Judge s head
from the Promenade Park several levels above, Hearing the
whistle of the falling object, Nikita rolls a D100 against an |
score of 84, using his Avoid Falling Objects skill. The dice
come up with a score of 83, and Nikita just manages to leap
away as the statue slams inta the space he occupisd only 8
mament before!

3. Avoid Shots

This Judge has honad his reflexes to a remarkable degree,
for a very ﬁmlallﬂd skill. You may actually attempt to
avold any ONE shooting hit, fired at you during a particular
Combat Round, and may repeat the attempt during each
other Combat Round, You simply dodge, waave, twist, or
leap out of the path of the bullet, dart, or even missile!
When a particular shot hits you, you must declare that you
are going 1o attampt 1o use this Special Ability, to try and
escape its effects. I you are due to ba hit by two or more
shots at the same momant, you may still only attempt to
avold one of them. Your chance of avoiding the shot is
equal to your Initiative bs a percentage. if you make the roll,
wou have managed 1o escape the shot; otherwise, it hits as
normal.

For example. Judge Ammaon is attempting to arrest Kind-
Hearted Critchlow, the notorious Burglar, when the PsIID
puils a Stub Gun and lets loose a shet at him. The GM rol!
a hit, but Ammon remambers his Special Ability, and rolls
& D100. His | score is 56, but he rolls a 77, and unforfunately
has to roll again for whare the bullet hit him/{

4. Duck

An unexpected duck or dodge can throw a hand-to-hand
opponent off-balance, and a Judge with this Special Ability
is quick enough to do it. And unlike a normal Judge, he
doesn't need to have a spare Action 1o do it] The Ability is

declared when an opponent in a hand-te-hand fight man-
ages to hit you, and the chance of it succeeding is equal 10
wour fnitiatrve rolled as a pet:eﬂligT I successfully made,
you avoid all damage from the hit. The roll may be attemp-
ted for any one hit per Combat Round.

Forsxemms Judige Fox has bean set
rarmined to give her a good bea%onf rarwsﬂne Phu
fr-erm‘s. The Game Master informs Fmrs player that the
Punk has landed & punch, whereupon the Ji deciares
m.« she will try and duck out of its way. Rolling a D100
inst an | scare of 43, Fox manages a 01, and the Punk’s
rs goes flying past her chin with inches fo spare!

5. Fast
All Judges are fast, but the Judge with this Special Ability is
faster than most. If wou hava this ability you may claim ona
EXTRA Action in every Combat Round (bearing in mind that
go .Is;!ge may have more than 10 Actions per Combat
oun

MARE YOUR PLAY |

VOU'RE MARI'
A MISTARE,
PREDD ! I'M THE

&. Instant Reactions

The Judge who gains this Special Ability has a rather
unique skill — ha may attampt 1o perform one extra Action
at any time within a Combat Round, except on his Phasaes,
This 15 a vary useful Ability, allowing you to get behind
covar if you are suddenly shot at, or to put your respirator
on if attacked by gas. You may not use this Ability to get out
of the way of a bullet or falling object as such, but you can
use it to take cover, so making yourself near impossible to
hit. To attempt the extra Action, you must roll your Initiative
on a D100. You may attempt to use this Ability once par
Combat Round, as necessary.



For example, Judge Lynton is exchanging fire with a Perp.
He starts off by Aiming his Lawmaster af his opponent in

¢ 1, but is surprised when the Perp looses off 8 shot,
using Wild Fire, in Phase 2, and decides to Iry to leap into
cavar behind a parked truck, His Initiative being 80, he rolls
# D100, and succeeds with & score of 43, and manages to
duck bahind the truck. Unfortunately for Judge Lynton, the
Parp rolls a 01 for his shot, and manages to hit what little of
the Judge is showing anyway, but that's just plain bad luck!

7. Quick Learner
This Special Ability is not one which is instantly useful, but
it can bevery atthe right time. ith this Abi-

ity show an astounding capacity to absorb information, and
learn from their experiences. Accordingly, with this Speeial
Ability you may add 10% on to the value of all Experience
Points you are awarded from now on,

8 Leap
The normal distance for 8 leap is up to 4 metres, as part of
ong Move Action, but any JuJ’nu with this Special Ability &

so athletic ha can cover twice this distance in a h

3. Fast Shot
Training and talent has endowed this Judge with the ability
to fire well-placed shots faster than usual. You may Aim as
usual, but may then, if necessary, fire twice, counting both
shots as baing Aimed, and unln% 1 Action per sﬂot as
usual. When using this ial lity, you may not use
mare than 1 Action in Aiming. The upshot of all thi
you may use the ascrusn:e rm/FireFire — Aim/Fi
instead the normal Alm Fire — Aim/Fire one.

4. Knock Out
The Judge with this Special Ability has special hand-to-
hand skills, and in a fist fight he really knows how to make
evary punch telll When fighting in hand-to-hand combat, if
*wr hit causes any Stuns your opponent is immediately

5. Self Defence*
A .Iud?e who chooses this Special Ability has developed a
block for use in hand-to-hand combat, which adds

spacia

|g: his chance of blocking an opponent’s blow. This
bonu: applied to every time you try to block an oppo-
nent’s blow,

6. Small Target Shot

Usually, to shoot at a Small Target, a Judge would have to
take a -10% penalty; with this Special Ability, however, you
may shoot at any Small Target as if it were a Normal one,
with no panalty.

7. Special Fast Sho
This Special Ability is only available to Judges with a Com-
bt Skill of 60 or more; it is not available to any Judge with

# C5 loss than this. A Judge who finally manages to attain
this skill may, 8t any tima, Aim and Fire as normal, but the
whaole manoauvre will only ever cost him 1 Action, instead
of th I 2. This means that chi im/
Fire — Aim/Fire, would only cost 2 Actions; one which went
Alm/Aim/Aim/Fire would cost 3, howaver. Although using
this Special Ability allows you to spend extra Actions in
Aiming your weapon, you cannot combine it with the Fast
Shot skill, as, has already explained, all Special
Abilities are mutually exclusive.

B. Special i

This Judge has a natural aptitude for hand-to-hand fight-

ing. As a result, this Special Ability confars a 10% bonus to

;‘nur chances of hitting whenever you attempt to strike a
low in hand-to-hand combat.

jump, muvingﬂup 1o B metres in a single bound! This still
counts as 1 Move Action, but the Judge performing the
jump is unable 1o make any othaer jumps, in the same Com-
tw( Round. This Ability is especially useful for those
gmlmwu chases across the rooftops of very high build-
ings

COMBAT SKILL BASED ABILITIES

1. Crack Shot

A Judge with Crack Shot Special Ability treats every Action
spent Aiming as though it were actually lasting for two
Actions; that is, for every Action spent Aiming, you can add
20% toyour chance to hit, instead of the usual 10% addition,

2, Fast Draw

The Judge shows a natural adeptness at fast-drawing a pis-
tol weapon. You are so fast that o weapon may be drown as
part of any other Action, and therefore in effect costs no
Actions at all itself,




DRIVE SKILL BASED ABILITIES

1. Avoid Collision

This Special Ability allows the driver of a moving vehicle 1o
attempt to swerve out of the way to avoid an otherwise cer-
tain collision. With this skill you may attempt this at any
time during tha Combat Reund, not just when it's your par-
ticular Phasa. The attempt is made I:vy rolling against your

ive Skill as a p ge. H the roll ks ful, th

Game Master may allow you 1o swerve out of the other veh.
icle’s path, in any convenient manner.

For example, Judge Mendham is on patrol, riding on Sked-
way 26, when g snarry roadster, driven by a very drunk ald
lady QAC, veers across the lanes towards his Lawmaster,
dham immedistely attompts to take evasive action
using his Avoid Collision Special Ability, and rolls a D100
against a DS of 55, The dice come up with a roll of 12, and
lendham swerves past the roadster as it zips by, before
turning his Lawmaster around, and giving chase...

2. Control Rell

Occasionally, a piece of daring by a Judge may turn out to
be just too foolhardy, and the result is often the Control
Loss of a vehicle, resulting in it rolling over. With this Spe-
cial Ability, however, you are able to control the errant veh-
icle, and bring it to a relatively safe stop. The vehicle will
taka only D& hits damage from the roll, as opposed to the
wsual D10. In addition, you may either add or subtract 10%
{your choical from the Attitude Roll, or may leave it as it is,
which gives you a certain amount of control over whether
the vehicle lands on iis roof, side, or whataver,

For example, after rolling a commandeered saloon car,
Ju?’ Smith rolls on a D100 for the Aftitude the car ends up
in. A seore of B3 would mean that the saloon lands upan its
left sice, but she applies her Conirol Roll bonus, and
decides 1o take 10% off the score, giving 73, which means
that the car lands upon its wheels insteac.

3. Control Skid

Should the Judge with this Special Ability ever get into a
Skid, he may contral it enough to minimise the damage,
and affect the direction the vehicle ands up travelling in.
Instead of taking D3 hits from a Skid, the vehicle takes D3-1,
giving a range of 010 2 hits, In addition, you may either add
or subtract 1 from the result of the DE direction roll, or may
leave the result as it is (your choice, after the DB is rolled).

4. Control Spin

The Judge with this Special Ability is wall-practisad a1 spin-
ning a vehicle; as a result, a vehicle driven by this Judge
takes D3-1 hits {g'wisg a range of between 0 and 2 hits),
instead of the usual D3 hits, in the event of a spin.

5. Drive Fast

When a vehicle is driven faster than its maximum speed,

there is a chance of Control Loss, saved only by the driver
ing né:lins: his Drive Skill. With this Special Ability you

may add 20% 1o such a roll, allowing you to potentially

dlrivu at faster speeds, without losing control of your vehi-

cle,

6. Emergency Stop

The Judge with this Special Ability may attempt to bring
wehicle 1o a dead halt, no matter how fast it is going. The
chance of such an action working is equal to your Orive Skill
a8 a percentage. This still only takes 1 Halt Action, and
doesn’t affect your ability to bring it to a halt from within the
usual Stopping Speed [ie, without needing a die roll).

For exampla, Judge Perrin is roaring after an escaping Perp
on tis Lawmaster. The Perp is on the back of a Hover-bike,
and is getting away, o Perrin takes his Lawmaster up to
160, and begins to F\m’a on hig quarry, Suddenly, however,
a large Jugger pulls onto the Megway from the Under-
zoom, right into his path. Which a sereach of brakes and

smaouldering tyres, Parrin attempts to stop the bike in time,

i w




ralling against his Drive Skill (currently 45). Relling a D100,
the lucky Judge scrapes a score of 44, and narrowly avoids
turming himseif into synthi-spread. By the time the truck has
‘maoved out of the way, though, the Perp is fang gone.

7. Fast Dismount

The Judge who picks this Special Ability is able to leap from
a stationary vehicle as part of any other Action, in effect tak-
ing no time at all. The vehicle, which can include the Law-
master, must be open, however — it will cost you the usual
1 Action to open the door of an enclosed vahicle.

8. Fast Mount
In a way very similar to the Fast Dismount, the Jud?;e with
this Special Ability need not expend an Action in eaping
rd any openvehicle, includin the Lawmaster, by com-
bining it with any other Action, enclosed vehicle will
raquire thy i {1 Action i i door, but
using this Special Ability, you may combine this Action
with the one of entering the vehicle.

8. Lawmaster Leap

This Special Ability enables the Judge to ‘jump’ his vehicle,
using any appropriate nearby ramp or slope 1o give him a
lift {a kerb, or a sloping parked roadster will do). The vehicls
used [usually the Lawmaster) needs to have travelled at
Ieast 20 metres during the Round before the leap; leaps do
not have to be counted as part of the usual move distance,
however. The length of the jump is equal to half the speed
of the vehicle that turn, in metres, plus or minus 5 matres.
(Roll 8 D10 — if the result is from 1—5 take that amount
from the speed; if from 6—10, take 5 from the numbser and
add the result to the speed.) The height of the jump is D4
matres. Jumps are always in a straight line, in the direction
of movement. When the vahicle lands you will have to roll
for Control Loss (though };ou are allowed to use a Control
Spin, Skid or Rell ability, if you have one),

TECHNICAL SKILL BASED ABILITIES

Tech-Judges are not the only peaple who are allowed Tech
Skill Spm:uquh.lliliua, but they are by far the most frequent
users of them. Tech-division is a well resp division of
Mega-City One's Justice Department, and its members
have beon invaluable in defusing bombs, dealing with radi-
ation, inv‘nll'ns new woapons, and much more. an
assigned 1o a Judge team, a Tech-Judge wears narmal
Judge’s uniform. When working within the departmant,
however, their uniform is much more practical, with double
shoulder-pads, no elbow or knee padding, and a soft hel-
mat with clear goggles attached. on't carry any
armament, but usually have a tool-case close 1o hand,

1. Analyse Chemical
Using the facilities of Justice HQ, his Sector House, or pos-
sibly a civilian laboratory, a Judge with this SEecichilim
may attempt o nnai\raeamclwnicaltmoe?: up either
by a*Snulfier machine, or the Judge himself. The chanca of
correctly anslysing the chemical is equal to your Technical
ili a5 & percentage. If you fail to analyse the substanca,
you may continue your analysis, re-rolling once gvery
Game Turn (every 6 Combat Reunds). Your GM may permit
only a limited number of attempts, however, depending
upon the size of the sample, and the type of test.

2. Disable Mechanism &
The Judge with this Special Ability is able to disable 1 nu.l:e-
. " Al

3. Fabricate Voice Print

This Special Ability enables 8 Judge to sttempt to fabricate
any othar person's vocal patterns, using a computer and a
voica synthesiser. The computer must have access to a
umﬂe of the voice, or a voica print. (These are filed on
MACL, and thus are readily accessible, especially o & bike
computer.] It takes D& Combat Rounds for the computer to
wark out the correct pattern; you may then speak through
the voice synth, with the computer transia YOur voice
inta the required imit 3 translation
fooling something like & voice-activated machine or door
lock is equal to your Technical Skill as 8 percentage (though
guslﬁ.l;n may modify this for the shrewdness of the Ioc?’n

raint).

4. Fit Component*®

This vary basic, but highly useful Special Ability will anable
you to add 10% to your chance of fitting a compenent, whean
ralling against your Tech Skill as a percentage.

5. Fix Jammed
On i even the most i get
jammed by their shells. Usually, it would take you 2 Actions

o clear the jam, but with this Special Ability the time is
halved, taking only 1 Action,

6. Recognise Component*

The Judge with this Special Ability has acquired the knack
of using and repairing equipment. The result is that you
may add 10% to your chanca of mcngsnising a component
piece, when rolli P against your Tech Skill as a percentage.
This Spacial Ability can be used in conjunction with ﬁl

Companent, if you know it.
7. Recognise Machan
Occasi a Judge will b f 2 booby-trap-

ped device, or a wa'ird gizmo that has to be understood in
arder to be made to work. This Special Ability allows you a
basic chance of nising the ruction of
the mechanism, equal to your Tech Skill. Occasionally, the
Gamea Master will present a particularly ‘tough’ device, and
will require that there be 8 penalty of perhaps minus 10% or
2% from your roll to understand the mechanism becausa
of it. This skill may be used

in conjunction with Disable
if the latter is also ki 8

8 Use Data*
All Judges are very familiar with the vid-screens and other
di s uged

wital oce of an ,

‘whole thing non-functional. This takes only 1 Action. You
‘may disable 1 vital companent piece, in the same way, tak-
ing 1 entire Combat Round. When disabled, the compo-
nents must be replaced, rather than repaired, for the item to
work again.
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58 Systom gl Mega-City One, and
are able to use libraries and scan video material. This Spe-
cial Ability al YOU an oven greater chance of success-
fully finding rtinent material, and of noticin
irregularities and clues in it, by adding 10% to your fu?r
Sk gewh g for Using Data).




STREET SKILL BASED ABILITIES

1. Aura of Cool*

Any Judge with Ability is I b

instant respect from his foes. Any Perp faced with such &
cool Judhe as you must add 10% to his chance of Surren-
du‘;inu, such is the aura of confidence in The Law you
radiate.

2. Imterrogate

This Special Ability represents the outcome of training and
experience in handling Perps. With this ability you may put
specific questions to a Perp, and the chance of receiving a
useful and'or truthiul answer s equivalent to your Straet
Skill a5 a percentage. A question may be put as many times
as you , but each time aftar the first asking the chance
of gettin the required answer is decroased a further
10%, until zero is reached.

3. Keen Observa

The Judge with lhls Special Ability is so sagle-oyed he can
see Small Targets at a range up to his Street Skill score in
metres. Since the normal observation range of a Small
Target is 50 metras, there is no point in a Judge with an 55
«of 50 or less having this Special Ability.

4. Sector Knowledge

The Judge with this Special Ability has spent a long time
studying maps, and travelling the streets of his home Sec-
tor, and as a has builtup a warking
knowl e of it. As a result, any journey within this So::or
will take only half the time it usually takes (to a minimum of
10 Game Turns, and rounding up to the nearest 10 Game
Turns). This skill can only be applied to one particular Sec-
tor.

5. Judge's Nark
The Judge is adept. al manipulal ng‘lhu sendy underworld
characters to his as o result, there 15 a chance of any
1y crimlnsl e-ng willing 1o
work as a Nark, or informer, for the Judge. This chance is
equal to your Street Skill divided by 10 {and rounded up) as
a percentage.

For exampla, Judwﬂalwhasaussdﬁd s0 his chance is
84, which rounds up fo §%.

Your Nark ascapes prosecution for his past crimes (if any),
in exchange for providing you with information about
ferthcoming or past eriminal activities. All Narks have a reg-

ular hiding-hole, where they can by found 50% of the time.

A Nark has a chance of knowing about any specific crime
within his Sector eaual to his own Street Skill mllud as a
percentage. Narks can also attempt to find out about

the Judgas don’t yet know about; this takes 30 xDZO Gama
Turns. Onca he of she has the information (if they find out
amything) the Mark usually puts in a vid-call to Justice Cent-

ral, with your Judge then receiving the information via his
Lawmaster communications unit.

6. Sense Crime*

Dccasionally, whilst making a regular patrol of his patch, a
Judge may have a chance of spotting a crime in progress.
This particular circumstance is handled by the GM using
information in the Game Master's Book. but with this Spe-
cial Ability there is an extra 10% chance, 1o be added to your
Street Skill roll for spotting the crime.

7. Sense Perps

This Special Ability confers a rather remarkable skill. The

Judnc is 50 stréel-wise he can literally smell danger, even if
is hrmr\f

10 points of Street Skill that you have. TI\e ehani
Sense Perps skill actually detecting some inkling uf hlddoﬂ
danger is equal to your 55 rolled as a percentage.

For example, Judge Bailey is parmrlmg amoa st some
dilapidated ghetto-shacks in downio 2, in the
middie of the night, The GM knows rhaf [hwsas & gan; o!
mu?s hiding in wait for the unwary Judge. When Bai
his 85 of 50, gm within 5 matres of the ruined sbad
n, the GM rolls zpsmsl his Sense Perps
Special Ability on a D100. (The GM does this in secref,
because the @ will know something might be there if
he is asked to mi far himself.) In this instance, the GM rolls
& 90, and Bailey walks on, to certain death...

8. Spot Hidden Weapon

The Judge with this particular Special Ability has a highly-
developed sense of awareness, and as a result can some-
times spot any hidden weapon, concealed hand-arm, or
bag-bomb, up to 20 metres away. The chance of doing this
is equal to your Street Skill, (The Game Mastar must roll for
this.} This roll s separate from any roll for Spotting a hidden
itern, as described in Chapter 4.

they are hiding i

For example, Judge Webster is seated on his Lawmaster, in
ay P en three

rough- Jna’ﬂmg thugs siclle past. In secret, the Game Master
(knowing that ane of them has a Stub Gun hidden under his
maﬂ rolis a ogal’naf Wabster's Streat Skill — which is 48 —
F The GM gets a score of 25, and Wabster sud-
dm shouts,'OK you spugs! FREEEEEZZEII"

MEDICAL SKILL BASED ABILITIES

Whilst anyone Is allowed to pick from these Special
Abilities as usual, it is primarily the Med-Judges who use
them, Like the other specialist Judges they will wear the
standard Judges’ uniforms when assigned to a team,
though usually with small Red Cross flashes. On duty as
Meds, though, they can be very different. For street work
rhs: wear modified uniforms, with wide helmets mark
with large red crosses and a slng!s shoulder pad whl:h car-
rigs small useful d tools. For

surgery and outdoor decontamination, they wear all-white
aF all-green surgeon’s robes with loose caps and surgical
gloves




1. Administer Treatment

This Special Ability is only available to Judges with & Med-
ical Skill of 75 or abeve. Characters with an MS score under
75 may not pick this Special Ability.

his

Ising perly haospital unit, Wi
Ability may administer treatmant to wounded Jud and
other characters. Also (if itis the anly thing available], a Jus-
tice Department Med-Wagon carries enough aguipmant ta
deal with arm and log wounds, but no others.

Arm & Leg Wounds
Treatment takes 1 Game Turn (or 6 Combat Roundsl, to
deal with each wound; for arm and lag wounds any numt&er

5

This Special Ability is only available o characters with a
Medical Skill of 50 or more; any Judge with an MS fess than
50 cannot choase this skill until his MS is raised to the
required score,

With this Special Ability, you are a specialist at persuading
Parps to surrender, simply by talking them out of fighting.
The basic chance of doing this is your Medical Skill as a par-
csmaﬁe; the attempt takes one whole Combat Round, dur-
ing which time the Perp must not be under anack, This abil-
Ity over-rides all normal maodifiers to the Challenge roll ner-
mally used. This ability may only be used once per Perp,
Lising this Special Ability even Perps who would normally

of attempts may be made, The basic chance of
dealing with the wound is equal to your Medical Skill as a
percentage. If the first anempt works, the injured eharacter
i fully recovered, and regains the lost Strength and Initia-
tive within D10 Game Turns. If the first attempt fails, the
period of convalescence takes DB weeks, and the Judge
must ba ily retire duty until fully

Use of a Medi-Pack will not add anything to your success
chance (the injuries are rather too serious for thatl],

Other Wounds

fight to th th, such as Fuisies 5, can be talked
into surrender.

E. Recognise Dangerous Lifeform

The Judge using this Special Ability can recognise poten-

tially poisonous or hostile animals, plants or aliens. The
chance of such a recognition is equal 1o your Medical Skilf
as a percentage, but the attempt at recognition must be rol-
led in secret, by the Game Master, because you shouldn't
know that a creature is dangerous, whethar you recognise
it a8 such or not, Once familiar with a species, you will
always ) it as baing hostile, if encountered again,

Treatment takes 1 Geme Turn (or 6 Combat diral
with each wound, and onl'y ono attampt may be made for
#ach. Again, the chance of successfully dealing with each
wiaund i5 equal to your Medical Skill as a percentage, If the
Ettompt is successful, the character makes a complete
recovary within D6 weaks, regaining all lost Strength and
Initiative points originally lost, and leaving hospital at the
and of this tima,

If the attempt is not successful, the Judge will live, but is no
longer well enough 1o cope with the high-powered life of a
Judge, and is permanently ratired from the game (usually
1o become a non-player Tutor Judge at the Academy of
Law),

2 Emergency Resuscitation

A Judge, or other character, who has died within the last 3
Combat Rounds, may be revived by a Judge with this Spe-
cial Ability, using emergancy heart massage lechrggues.
The attempt will take an enlire Combat Round, and the
chance of success is equal to your Medical Skill as & percen-
tage. Only one attempt may be made per person.

Once revived from the edge of death, howaver, a character
will still be in the condition that he died in, and will require
more Madical treatment immediately, or they will die
again. Characters crushed, mangled, or fod into Garbage
Grinders will not respond 1o this sort of reatment, no mat-
ter how enthusiastically it is applied)

3. Improvise Cure

If a particular disease is totally unrecognisable, or if thare
aren’'t any suitable drugs at’ hand 1o treat a known com-
plaint, a Judge with this Special Ability may be able to
‘mprovise a cure using drugs from a standard Madi-kit, The
chance of doing this equals your MS as a percentage.

Fdr axampie, Judge Linnatt and her team are on a patral in
the Cursed Earth, when one of them comes down with an
unknown complaint. Judge Linnett hasn't encountered the
disease before, but remembers her improvise Cure Spacial
Ability, and immediately b%a‘ns Ioakr'n&'mrough har Medi-
kit. Rolling against an MS of 74 on a D100, she gats a 05, and
i s00n treating the poorly Judge,

4. Knowledge of Alien Anatomy

Any Judge with this Special Ability may apply any of his

Medical Skill abilities to aliens or animals as well as to

humans, after rolling against his Medical Skill as a percen-

tage to see il he is familiar with the specific alien or animal

zge. From then on, treatment including other Special
ilities, if known) can proceed as normal.

For example, Judge Johnson and his team have chased a
Parp info Mega-City One’s Alien Zoo, only to lose her
amongst the exhibits. they find £l
fronted by a seathing mass of green felly that has been it
out of its tank by the Perp 1o slow them up. As the disgust-
ing slime creeps towards them, the Game Master rolls
against Judge Johnson's Special Ability. Rolling & D100

ainst an MS of 68, the GM gets a 57, and telis the Judge
that he knows that the creature is harmiess; the Judges
edge around the jelly-baing, and continue the chase,

7. Recognise Disease

This Special Ability allows & Judge to automatically rocog-
nise any obvious signs of disease, and then allows him a
chance equal to his Medical Skifl as a percentage of actually
knowing what the disease is, the method of treating it, and
50 on, as definad by the Game Mastor.

HE'E FICKED UP SOME FORMOF

TS EATING AWAY AT Hih —
TAKING HLM OVIR |

8, Revive

The Judge with this Special Ability has been trainaed in
reviving other characters that have been Knocked Out. You
may do this automatically for one character per fight. The
ravival takes 2 Actions, and the revived character may entar
play as normal afier resting for 1 Cembat Round.



PSI SKILL BASED ABILITIES

Only true Psi-Judges may ever choose more than one of
these abilities, as only they can increase their Psi-Skill past
40. Psi Division is 8 very alranae department, peopled with
rathar warped, highly-strung Fsykers like Judge Anderson.
Thay wear the usual Judges' uniform, "'°"ﬁ: the senior
officers wear two shoulder pads instead of the single pad
and the eagle.

Nete: A charactar may use only 1 Special Ability based on
this skill each Combat Round, though as usual thoy do not
eost any Actions.

1. Animate Corpse % :
This Special Ability is anly available to Psi-Judges with a PS
of 60 or mare.

The Psi-Judge with this Special Ability can return one
corpse to life for as long as their PS in Game Turns, at a
maximum range equal to a quarter of their PS5 in metras
{rounded up), chance of animation is equal to their PS
&3 a percentage. The corpsa may be questioned, or can be
directed to perform a limited number of tasks. The body will
rate 85 S 1, 1 10, CS 10, regardless of what its scores were in
its formar life. Corpses are unaffected by all Stun results,
and take all damage at -1 effect. Once killed, or rather re-kil-
led, they rnar not sed again, If their animator is killed
they will die immediately.
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2 Detect Intent

This Special Ability allows you to read the thoughts, inten-
tions and memories of other peaple. It is most often used to
reloase lacts from the brains of Perps that dream-reading
and lie detectors can't coax to the surface, but can also be
very useful for finding the location of someone quite a dis-
tance away. The target doesn't even need to be thinking
about the Judge — they can just tune in and pick him up,
like @ high-frequency radiol

Such an is y o rather subject,
50 your GM will inform you of the exact extent of what ¥uu
do and do not know about your subject’s activities. The
range of the power is limited to the Sector you are in, and
th ehance of success is aqual to your Psi Skill as a percen-
tage. You are allowed to roll once every 10 Game Turns (ie,
every 6 Combat Rounds). To attempt this Special Ability
you must dispel any current Psychic Blocks, Hold Doors,
and all other Psychic activity for the duration of the Detect
attemnpt (1 Combat Round in every 6],

3. Detect Ps:

Using this Special Ability, 8 Psyker may detect the rough
direction and distence of another Payker, butonly if they are
actively using their powers this Combat Round, The range
of this ability is limited to the particular Sector you are in,
You will automatically sense the other Psyker if you have
this Special Ability, without having to concentrate on it, and
can aiso tell approximately whether they are a poor, aver-
age, or powerful Psyker.

4. Hold Door

Using this Spacial Ability, a Psyker may hold a door shut
using psychic anergy, proventing it being opened even i
the locks are forced. Such a door may not be broken in or
shot through, Once “psy ', the door will




as long as you remain within the same City Sector as it, and
do mot put up & Psychic Block or a Mind Control ability, and
are not controlling a jinked vehicla or an animated corpse,
Doors held in such a manner may be blown apart, using
high explosive shots ar bombs.

5. Mlusions
The Judge with this Special Ability has the ability to create
iusions, particularly ones of a very frightening kind. The
maximum range of an illusion is equal to your Psi Skill in
metres, and the maximum size of the illusion produced
must ba 5m by Sm by 5m. It can be of anything you wish
sither a real monster, or one from your imagin; all-un for
axample. Anyona who sees it must make their Psi-save.
Those who [ull are unable to do anything for the next two
Combat Rounds, during which time llls\|I will be transfixed
1o the spot with surprise and fear.

6. .ﬂanu-Fsllﬂilm a l:

Using this Special Ability, you can attempt 1o make any
mechanism work, for you, ?“3 1 Combat Round; this ena-
biles you 1o o deor locks without keys, tur hts on or
off, make weapons fire of their own volition (despite failed
components), and so on. Thi equal to
your Psi Skill divided by gives a
maximum mnge nl Z?lll for exampla), and Iha chanca olll

cal
aquall\r be aprllad m reverse, so thal weapons won't me
aquipment will switch off, and soon.

7. Jinx Vehicle
The Pwher with this Special Ability has the power 1o influ-
BNCE Vi bjects, and in parts of

umclas. such as doors, headlights, brakes, and so on.
Using this ability, you may completely take over a vehicle,
as if you wera an over-riding automatic contral, similar to
Traffic Control. The range of this skill is equal to your Psi
Skill in metres, and the chance of succeeding in the take-
over is your PS as a parcentage. A ‘jinked’ vehicle passes
ino your complate control, and you may drive it as you
wish. If you cannot actually see the vehicle, you must roll
for Control Loss every turn. Otherwise, you may move,
crash, or ram the vehicle, and so on, as you wish.

‘I'Ibo Ps;ke! with this Special Ability has the power 1o ralse
himself off the ground. Whilst Levitating, any Move mlens
may be made, of the ground: . hari-
zontally, over gaping holes, and so on. You must ruH atthe
beginning of each Combat Round to see if you can Levitate
through thatturn. The chance of success is equal to your Psi
Skill 88 a percantage; if you start your turn already Lovitat-
ing, and then fail your throw you will sulfer the usual dam-
age as you fall to the ground [see the Damage From Falls
section earlier).

4. Mind Control

This Special Ability is only available to characters with a Psi
Skill of 80 or above; other Psykers cannot choose it until
their PS is raised to 80 or above,

The range of this skill is 1 metre for every 2 PS points you
have, and the chance of the link succeeding equals your Psi
Skill as a parcentage. Victims are ullmwc?lo try and save
against the attempt, using their Psi-save, but failure means
that they are fotally undar your control until you broak the
link. When under Mind Control, the victim gets anly 1
Action, and parform Actions as ﬁan of your Phases (since
you must order their Actions). Whilst under Mind Control, a

{t\h Artack

A ?s\f with this Special Ability may mount a Psychic
Antack against any other character, a1a range equal 1o thair
Psi Skill seora in metres.

A Ps#chic Attack is mounted as follows, Firstly you should
roll “To Hit', using your Psi Skilf as a percentage. If a hit is
scored, the subject must try 1o make hls usual Psi-save roll.
If successful, he avoids all damage; if failed, damage is
scored as i from a normal Hand-to-hand hit (see Chaptar 3).
MNote: you do not have to be able to ses the subject to hit
him, as leng as you know ere thay are to reasonable
degree of accuracy — you could hit a Perp hiding behind a
wall, for example,

For example, Psi-Judge Denning wanls to use a Psychic

Attack against Mad Johnny Marsden, an insane Fulsie who
is hiding inside & ruined aggaﬂmem in & war-damaged
Block. ming ‘s Pai Skill is 85, so he can project the Attack
for up to 85 metras. Rollin .s nma to hit, he gets a 52, and
the Game Mastar must rsden’s Psi-save. The Fut-
sie has a PS of 14, -u-:nvGMlnn to roll under this on a

means
sulting the Hand-to-Hand Combat section of
she rolls a 5, and Marsden takes 2 Stuns am‘.\'.rmss
tive points...
71. Psy
With this Specual Ablllly a ngler can put up a block, which
ields hi from anvonauamgal}alem
P&yloer ah-lm;o r macnmo Blocks can be dispelled at any
r as many Combat Rounds as you have Psi
olntam any one day, though nat necessarily allinone
gg us, a character with a PS of 56 could make it last for
Combat Rounds, orflils:ovalms er:ma Turns., J‘I't::‘a\a donot
rom employing further powers, but certain
gpe:ua! I(" &5, such as Hold Door, Jinx Vehicle, Mind
Control, and Animate Dead, will not work unless it is
romoved, A block can also automatically be braken bya
Payker with a higher Psi Skill using a Detect Psykor Ability,

12, Telekinesis

This Special Ability is amy available to Psykers with Psi Skill
scoras of B0 or more; characters with scores less than this
cannot choose this option until their PS has been raised to
the required seore,

Thig Special Ability allows you to move mammne ob|aﬁs

weughn\g up to your Psi Skill score in kilos; ket
with a PS5 of 82 can move any ob;ec:wulghm u lo az kilos.
In other respects, this skill is the same as Telekinesis (see

belowl, except that the object will move in the exact direc-
tion required, and may weigh much heavier than balore.

13. Telekinesis

The Payker with this Special Ah-l-? has the power to move
ingnimate objects. The chance of doing this s equal to your
Psi Skill as o percentage, and the object (which may net
weigh mora man 10 kilos) may be moved up to 304 mnlm
To use the skill, you must first nominate the object

to mowve — be it & gun in som.onu s hand, an object on a
shalf, or whatever — and then the direction you want it to
move in. If the roll to move it succeeds, the Game Master
will rall a D20 for the direction it really maves in, counting
aresult from 12-20 a5 the required direction, and 1-11 amhe
wrong directions, using a clockface principle.

For axample, Psi-Judge Solankiis rmn;mmmasm Gun
out of the hands of a Punk who ling it to 8 hosta,
head, snn‘a\hu wanls fo move it towards a window on 4
matras m the Psgz) to his gghf Rolling a D100
agamn .s Psu Skl!l o! 61, she gets a and the gun rises
@ Punk’s hand. The Game Master,

victim will do almost anything, but ¥ repallant
orders — such as killing someone or leaping out of a high
window for example — will only su & victim fails

another Psi-save throw (though your GM will have the final
say on whether they will do your bidding).
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out
meanwhile, rolls for Jr: a\'recrron on a D20, and gets a 19,
wihich means that a moment later the Spit Gun does
n?n out of the window, while the Punk wmmy finds him-
self surrounded with Judges...!



7: A JUDGES GUIDE TO MEGA-CITY 1

Througheut all the weird, wonderful and downright
dangerous things that will happen to your Judges in the
course of their adventures, there is one constant, which will
Blwaas loom large over the game — the awesome Mega-

City Une. We have mentioned it earlier, describing the par-
ticular features which relate specifically to playing the
game, such as its road system, the organisation of the Jus-
tice Department, and so on; this chapter, however, is con-
cerned with the city as a whole — its history, its physical
features, its citizens, and much more. Whilst it doesn't
cover every singla nuance of life in Mega-City One, it should
provide you with enough infermation for now; you will
learn much, much mare in the course of your adventures.
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Where is MC-17

Mega-City One is located along the sastern seaboard of
North America, and runs from the Great Lakes to the tip of
what was once the state of Florida, and is over a thousand
miles deep at its widest point east to west. Since the devas-
tating Apocalypse War of 2104 (see balow), howaver, much
of the Mega-City is in ruins. The whole of the southern half,
and much of the north-west were completely vaped, and
there are irradiated Sectors everywhere.

To the east of the Mega-City there is the Black Atlanlic, so
called because the water has been turned into sludge by
pollution. The Black Atlantic Tunnel runs beneath it, bet-
ween Mega-City One and Brit-Cit One. To the west. there is
the Cursed Earth, a vast radiation wasteland which
stretches across the heart of North America as far as Mega-
City Two on the West Coast,

To understand how these were formed, and how the Mega-
Cities developed, there is a special Justice Department pic-
togram, which details...




2023 After the end of the Volgan War against the Eastern Bloc
countries, work starts on huuldmua vt !ley-( Aty eemred arosnd
New Y

THE HISTORY OF MEGA-CITY ONE
A Justice Department Pictogram
Rel: 97/ HisDepd2-4/cl 14-119HMCgen

Tt

ddoes not fecl i i getting a fair deal. being governed as it is by
i the other Mega-Citses, and that its mdmduul 'demuy 'i

Tk, in an arrempd to e rarpad
wl the East Cout states. Ilmmuull e nded 1 house three to Lot

ing The other two cities oppose the |
imterests of unity, however, and (probably more Impmlnl\llH the
highly valuable resourees controfled by Mega-City Three.

The war ends in stalemate, however, and. lk;ldlllf,lhﬂ further con-

million people; America’s population a1 the time i rapidly
approaching a thowsand million,

2031: The enorm is is nearing Such a vast
Sructure needs a special form of government, and so a new fo

policing system is introdusced 1o cope with the problem:

such o concentrated II||M\\I"|I.IIN|I'|I 1‘1»¢ Jlul [ l|.m|gl;:d«fw
at fiest, from the ranl r pol
established a5 a wplr:m: |:n|||\ mm u-mms irained from u nry
n:ll,-xlc. I‘wyhm

feared on |I|= streets for their grim |ﬂ||1nrlu1uls
11|= fiest (‘hl:l ]ud,pe Judge Fargo {known 1o later penerations as
“The Father of Justice”)

200%: The success of Mega-City One mpim ke aneas to build
Megi-Cities, and plans are drawn up for Mega-City Two, 10 run
dwn the whole of the Western mgmu and Mega-City Three,
cemred uround Texss and the other Southern states. Euch b
besigned 1o accomedate around two hundred million citizens.

M‘? a-Cities Two and Three are built; on the streets of all
three Mega-Cities. the Judges have replaced xhe waditional police-
&nn as violence nder i

20511 Judge Solomon reluctantly takes over os Chiel Judge on the

death of lnd Fargo, at the insstence of the other members of the
Coancil of the ruling body of the Justice Department of
which the Chiet Judge is bead.

2058: Solomon steps down, in favour of Judge Croodman, and
returns 1o the streets where he is happiest,

2066: A new process of accelernted cloning. coupled with Genetic
Comrol \u:mmg‘ur unu e Jud,gl: material, means that trainees
are able 1o become ful dgu rd time. The legendary Judge
Drredd is one of the first children 1o benefit from this pew techaiqus.

070 Caught in 3 maze of diplomatic wrangling, President Rober: L
Hoorh of the USA starts the Atomic Wars, which mpidly devastate
most of i s . and Eus -Cities escape
direct nuclcar aliack, however, becawse of cspcrllm:mll lascr
defence systems installed just o vear earlier. Shocked by such an
abuse of power, the citizems of America rise up and depose President
Baoth; he sill has many loyal followers, however, ansd control over
the country’s robotic Meh-iroop army. and a bloody civil war starts.
The ci the coun-

oy,

2071z In the heart of the Cursed Earth, o vast irradiated wasteland
formed in the wars, Booth's Pressdential Guard |\h|u|| deteated at
the Battle of A ddon, bat on!; an the cost of the lives of
husdred thousand Judges and Mek. iracps. Mmgm hi temparary
position as Grand Judge for all three a-Cities, Judge T'
pronounces hn Tamaus 'Jud ement of Solomon’, wh-:h atates that
the dey il imo suspended animation, and
entombed in I-ou Knox kwom- undred years.

2072: A steady inflow of homeless r:ﬂnlees fwm the ruins of the
Cursed Earh swells the post-war of the Mega-Cities;
MC-1 1|.u 550 milticns, MC-2 has

mil ¢ and mare Blocks are baif
the s I)a{
ide the walls of uwlle.m Citics, Grahaally, the problem is cased by
new [t construcion techniques, but space in the Mega-Cities is
beconming tight.

&
hm demnndlnM OUtsEFIps

208386 After vears of wrangling over independance and govern-
ment, civil war Breaksout between Mega-Cities ()m and Three. The

e a waste of time, M':\r(‘ e allows Three 1o
secode and declare s :m‘lcpendunn.' -City Three adopts the
name Texas City; Fiinka with cach other and
form “The Union’

Luna-1 moon base is established by all three Mega-Cinl
.’\Ilhmq:h it s hailed as a great mmmru- achsevement, it & seen hfy
many as a diplomatic exercise, 10 renew aml cement rela-
tions with Texas Cia the colony is divi
between all theee cities, ‘1” ;;cnuer Judge being sent every six

manths 1o take over a3 Chic

ple of Mqi“tlly Une unveil the gigantic Statue of
.Iumn-rul in numur of the Judges. The city's poy i has risen
10 & staggering cight hundred million, and many people are home-
less, Some nnbcrpnsunl citizems take to the road in EVEr-mOving
mabile homes. and all of o sudden rhm are 18 mu-km ol:h:mk.’sn-
petually ‘l‘l\-(?“ﬂ roadways of the ci i
l\‘ raiel Call-me-Kenneth, bunpﬂwm\ widespresd destruc.

fore it s inally quashed: anti-robot bobbies gain much sup-

2180: Mega-City Two s prey 1o the deadly viral disease, ZTIFRU)T,
which threatens the very existence of the ety. An overland mission
finally reaches the Mega-City with the antsdote after o long and
dangerous rek acrass the Cursed

21 Chicl Juslge Goodman is murdered on the orders of the masd
Juelge Cal, who takes control of the Mega-City for 4 hurdred day
reign of terror, during which time he makes a goldfish his second-in-
command and sentences the whole @ity 1o death!

E_ The mul:mu! muv:m:m led by Judges l"nﬁ'm and Dredd,

JF and:hc
"anﬂlvlummﬂ\luhlsﬂnlhfmmlhrm{:llhmilaﬂu: [
whilst prowang his ability 1o fly! Griffin takes over as Chief Judge, and
the Mega-City gets

2103: A series of Block Wars accelerate into Block Mania, under the
influence of Owlek the Assassin, » Sov gﬂw wha has been P“““‘E
drugs inta the water supply. The M:ga ty erupts into chaos, wi
nuglmaurl ghting e

2104z Supreme Judge Bulgarin of East-Meg One launches an all-out
nuscear unln ) The. al already-weakened Mega-City Ome, and the
“pml{ beﬁ Prolos l' ting ﬂﬂ'lﬂlllel both the
My ity Onundl ¢ Sav sides, {rg raidd e Sow terri
be obliteration of East-Me; r;uneiz 15 cwn missides,
lh: |m-.|dcrs nally surrender. Chicl Ju) n
war, along with over four hundred million ol e Judges,
Mot of Mega-City One is in ruins, and m Il|nm are lmmelcu setling
more makeshift shanty towns fn and outde the valls. Judge
cCiruder, head of the 515, takes over as Chiefl Judge.

210507 The city is gradually rebail
and irrsdiated Secton {or Kad-pi
«case i a common hazard, and o is not diminished by tough
lnws, Uncmphoyment is nearly and many bared citizens turn (o
crime. ofll:n]ullurmne!hlu]‘ﬂda A wave of insane crazes sweep
the city. inspired by comroversial vid shows and mw;mk lnn:
nl\lh arsd the Ji
K:«\Il\nﬂg mwun stronger than ever ! mdnw,«hmmu»

bt many parts stilllie in ruins,
idotted arovind the ity Dis-

i i please key INDEX.




Maga-City One is protected by a huge Plasteen wall, which
separates the city from the pollution of the Black Atlantic,
and from incursions of mutants and rebels from the Cursed
Earth. Originally built by the tyrant Cal, but maintained by
the Judges, it is surmounted with many scanners and largs
laser cannon, constantly on the lookout for any sign of
intruders. The Apocalypse War breached the wall in many
places, however, and removing Wallhoppers from the city
15 a full-time job for many Judges. Mutants ware banned
fram the city some years age, but many still hide in ruined
locks, hanging out with other criminal gangs.

GCOVERNMENT

For administrative purposes, the Maga-City is divided into
five areas, classified as North, South, East, West, and Cent-
ral. Each of these is divided into 8 numbar of Sectors.
Before the Apocalypse War, there ware over 600 soparate
Sectors, but in 2106 the numbers were adjusted, to take out
the destroyed areas. After a brief period of confusion, with
many Sectors trying to hold onto their traditional numbers,
the Sectors were enforced, and there are now 305 of them,
numbared concantrically from the centre. The old Sectors,
ruined and irradlated in the Apocalypse War, are still rafar-
red to by their origingl numbers, howavar, with the most
famous being Sector 500 (or 'The Fiea Pit’}, a vast radiation
swamp.

The Mega-City is run by the Grand Council of Judges, a
triumvirato hoaded by Chief Judge McGruder, logther with
the Deputy Chief Judge and the Chief Accountant; the
Grand Council works in conjunction with the Mayor of

NEW SECTOR LOCATIONS

BLACK ATLANTIC

prwe—T—
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Maga-City One when dealing with civil affairs. The Mayor is
elected every four years in a flurry of slectioneering that
includes vast carnival parades. interminable talking
billboards delivering 24-hour party-political broadcasts,
and s0 on; the actual voting is carried out simullaneously,
with all the citizens pressing & small keypad on their Vid.
screans at the same tima. The Mayor runs a council of dele-
ates, one elected from each Sector. these in turn come
rem representatives from sach Block. Most of the actual
running of the city, though, is carried out by the two mas-
sive computers, Barnay and MAC,

Barney is the civil computer, based a1 City Hall, and he co-
ardinates the tax, housing, and social security systems,
personal recards of each citizen, and much more. With his
cheery voice and jolly video smile, he is a big hit with the
kids. who often come 1o visit him

MAC, as detailed earlier, is his Justice Department equiva-
lant based at Justice Central, and maintains complete sec-
urity coverage of the Mega-City via a network of positioned
and flying eameras, directing Judges to trouble as it occurs,
MAC has access to Barney's data files too, and together
they control all the day-10-day running of the city (under the
direction of their operators).

Itis the Judges, however, who really contral the Mega-City;

Mayor i i he ci that they
do have a say in the running of the city, but it's the Justice
Department which keeps the Mega-City running as
smoothly as possible. If thera is an issue which many citi-
zens feel strongly enough about, they will demonstrate
their opinions in a march, on Tri-D shows, and in the col-
umns of newspapers, until they receive an answer from the
Justice Department or a change in the system; all too often,
though, such democratic protests are abused, and riots
occur as the citizens become more emaotional, occasionally
even leading to out-and-out rebellion. These happen quite
often, butthay quashed by the Jud, ! t
s00n as they start,




NEWSPAPERS

The major Mega-City One newspapers and vid-sheets are
wary infiuential in organising public epinion and protests.
Some ohhelndinq_ml« are The Mega-City Standard, The
Daily News, and The Moming Newsfax, but the most
widely read is without doubt The Mega-Times. Normally
ginlinq four editions a day, each over two hundred pages

gth, it also goes out in more than fifty alien language
adi illi -2 h itis 1y

ns. and over two H is
‘constant crusades sgainst what it sees as injustice, and its
no-holds-barred gossip column,

IRI-D TV,

Tri-D, or Holavision, is M a-City One’s biggest source of
Entertainmont and news. a!rlh 312 legal stations, and many
‘more short-lived pirate broadcastors, there is such a wide-
spread chaoice of viewing that Tri-D is listed as the mest
common cause of family i

POST & BANKING SERVICES

Although everyone in the Mega-City ewns, or has accessto,
a Vid-phone, traditional letters are used for official com.
municatiens (though if they are nallr urgent a Judge will

called upan to deliver them) and Elnfo..
tunately, the avarage delivery time for 8 lotter in Mega-City
One is just undar three weeks (the best time since the
insane Judge Cal threatened to dismantie the post-droids!),
due to the labyrinthine nature of the Mega-City; the
MCPO’s post-droids have a truly unanviable task aven
keeping up such a delivery time!

The banking services are mare efficient, and they were the
quickest establishments to recover afier the fypse
War. Money usually occurs in two forms: everyone keeps
some Credits handy for the smaller bills, usually as notes or
coins, but all major s::renr.li!ums are done on credit cards,
s“;?f{ robo-tais, and many other places, have sutomatic

and crimes,
a;rno of the most famous shows have included the follow-

Sob Story, whare citizens used hard luck stories 1o try and

#ppeal for money from viewers. The show's mast SUCCASE-

ful appeal was made by the revalting Cite Sump; his

Appedrance sparked off 2 whole new change in public opin-

o, until it became highly fashionable to be as ugly as
hi f, an effect often achi with the halp of Otto

Smsﬁ's Ugly Clinic, set up with the money he gained from
oW,

king features which simply and swiftly remove tha
money spent. Not so simple is the task of rying to get a loan
out of a robotic bank manager! Rebaotic tallers were intro-
duced as a safaty measurein banks, but this a pears only to
make Bank heists more violent. The Mega-City's Mo-pad
Population is served by their own mobile Mo-banks.

TRANSPORT
As detailed varlier, the whole of Mo,&a-cilv One is wrapped
up in a vast synth, mesh of Mega-Ways, Skedways,
rzooms and Zipstrips, which spiral around the Blocks
g;’rvlng

You Bet Your Life, a pi h their
Wves against fabulous prizes. (The show's host was later
arrested for multiple murders|)

This Is Your Death, hosted by Damian and Debbie Lucas,
whare guest citizens are presented to a Psyker, who reveals
e facts of their death, and then confronts thom with their

b roadway altog in
Mega-City One, but there still isn't much space to drive in,
Much of the blame for the ever-present tra ic jams and con-
gestion is put on tha 11 millien paople driving Mo-pads, the
mobile homes which are constantly on the mave until their
ownars can find an apartment in one of the City-blocks, To
fry and ease the congestion, most major roadways have

anr.is.oara[dulﬁ- ve the ground. Thare
1344 el i

‘murderer and various innocent and
!"’" shock kills many subjects on the spotl).

\Ouiz-Time, the most popular show in Mega-City One, with
pwell over 280 million people tuning in 1o watch evary night!

general, vid-ins (modern versions of phone-ins),
g quiz shows atiract the biggest audiences; it seems
one likes seaing someane else being made a fool of;

d with there being so few opportuni

A Mega-City One, winning a quiz show is a much vaunted

ROnour,
UGLY ? powr reie ME
ABOUT LGLY) j,..1 was
SUEH AN UGLY BABY, MY MOTHIR
AFANDORED ME ON THE SIERS OF
THE FRCE - CHANGE CLINIC .

spoed limits, and Slow Driving is a very common
offence.

Drivers started taking to the air as Hover Cars WEng
developed, but all they ended up doing was mioving the
oon?eslinn inte the sky. Hovar traffic, including the regular
public Sky-bus services, is very carefully reguiated by Jus-
tice Departmant Tr Control, kept into clearly defined
lanes at specific heights according to their direction of
travel,

A further complication to aerial driving is the Sky-Rail sys-
tem whose tracks twist in and out of the towerin City-
blocks. Similar to a very advanced monorail, the Sky-Rail
lor Zoom-tube) traing run regularly betwen many blocks,
offering probably the easiest and most regular sarvice to
commuters.

Transport out of the Mega-City or into space is handied at
the various spaceparts dotted around the Mega-City. From
the largest, Ken Spaceport, & Strat-bar can take you
out over the Cursed Earth, to Mega-City Two or Texas City,
or a shuttle can transport you to Luna-1 meoon base and
beyond.




As Mega-City One
was not matched by now m«hnds m‘ craating power, untl
the Power Tower was devised. After the Atomic War,
the outcry against any farm of nuclear power, Mega-City
scientists bored deep down into the earth's crust, lmkl:g
for an alternative eﬂamv soUrce. found super-h.

lava, in vast quantities, and built the Powar Tower to har-
ness its energy. Although it is linle more than a controlled
volcane, it is perfectly safe, though it has been the target of
a number of terrorist attacks in recent years. It provides
almost all of Maga-City One’s power requirements, Solar
power is used to supplemant this power source, especially
when the Weather Bureau vote for a sunny day (see below);
they are used most extensively on the uppermost parts of
City-Blocks. Most ground vehicles still use pelml-dnm
internal combustion engines. though they are wvery
advanced versions and are dean and pollution me O‘hm
are electric rmulod. using high

i di ion facilities, id-phones, and oth:
standard features, To move about these large halls, and the
Tweanblock Plazas, there are the Slidewalks and Eeziglides,
and Block Buggies. There are also a number of other open
spaces scattered about the Block. Because of the heavily
built-up nature of Mega-City One, there are small man-
inta the Blocks, often sur-

open skies and land-

as many as a dozen or 5o dotted about the many levels of
the largest Blocks.

As has been said, a Block provides most of the facilities a
citizen needs. Most Blocks have schools (from kindergar-
tens and nurmles mm..gn 1o high sehomsl hespitals -nd
libraries, malls, h

tions, and each Block is served by a snmsrs wwn of
intertwining access roads, lines, and the like. Most
Blocks are made o up of standardised apartments, each of a

ly
packs; most vehicles also ?IBQ this method.

By the 22nd Century, much of the surth s rlsoums have
boen up, or rendered inaccessibl y Iho Mumlc
Wars. Consequently, there is a he.n\?: aq‘
Cll\fﬂneon lw.‘vd-ng virtually everything. A: Rsxgoduf 8

:ga-t:w s rubbish, from scrap metal to human ies, is
broken down into its constituent materials, refined. anﬂ

despatched back 1o industry for re-use, In this way,
City Ona is almost 90% self-sufficient. Most ot .us
foodstutts, such as Munce the miracle food, is synthetically
grown in large vats in the Mega-City, or just outside the
waalls. In the Cursed Earth umumalw suxlamn al 1

as ¥

ork
o ¥ Mega. ﬁwuﬂmsd!wﬂmfmimbunvwh but
nun:llllem are tough and pay is very poor.

WEATHER

In common with the other Mega-Cities, the citizens of
of weather they want.
oDy Sha i et o Daroao Yo o aes
they want; their votes are collated at the Weather Congress
building, and the final result is beamed up to Atm. are
Control stations fipating above the city. These vast hover

platforms automatically remave the clouds, or seed them
with chemicals, to produce the de:rrnd wealh.ar Tha eli-

mate is
sionally order rain, to wash the streets, particularly .na.
parades or demonstrations. Occasionally, faults in the sys-
tem of criminal activity can produce very strange uwns
which often prove disastrous 1o o city unable to cope with
blizzards, fog. or hurricanes, though these are thankfully
rare.

THE CITIZENS

Around the time this game is set {late 2107) there are

lnpmlmllliy 400 million people living in Mega-City One,

but althouy died in the

War of 2104 there are still mmy thousands of homeless
paople, due to the numl omes destroyed in the

dwaslnllngmr

Most of One's citizens live in compact, modern
apartments n high-rise Blocks. Many of thesa soar np;mu
the walmphen: with up to a thousand storeys, thou,
most tend to at around 500. Each of these rxil
000 citizens, sometimes even more. The
Blocks have a very wide range of f, les; many are so
well-squipped that some citizens never laave the Blocks
where they were born. Most Blocks follow a standard
;—3:“ Each one has a large, high-ceilingad Entrance Hall,
wh leads in from a Ti
betwaoaen Blocks), mahillﬂwdumwﬁllmlunlma
bock, via stairs, ramps, moving Eln aments, alevators, and
AGCs (high-speed Anti-Gravity Chutes), as well as recep-

but many also have luxury panth-

ouses as wall, often perched on the highest levels of the

Block, inganunﬂ howaver, the better standards of housing

md w be found in the lower-lavel Conapts. These are

r and more exclusive, but sometimes with fewer

isuﬂltlas, though in genaral |ha|l are much like miniature
locks.

Naot all Blocks are as modern as sach other, however; there
are still a large number of Pre-Atomic Blocks and low-level
buildings scatterad araund the city. (It is interesting to note
that the Sectors with the worst housing are those which
have repeatedly escaped damage over Ihs years.) Thesa
are often made up of a number of small Blocks in close pro-
ximity, not necessarily linked together but sharing a com-
mon name.

n has long been a tradition in Mega-City One to nama
ks, roadways and squares after famous people, specifi-
r;all\f from the
the namas have ofton been forgotten, their memary is pra-
servad forever in places like the Jimmy Ballard Block, the
lan Livingstone Zipstrip, the James Robertson Justice
Memarial Hoverport, and the Davy Bowie Conapts.

The very worst housing in Mega-City One is to be found at
City Bottom (the ground level of the city, often kept in por-
nm:ual twilight in ma shadow of the soaring Blocks und

rial

r-hlu o akeshilt shanty towns of shacks and laan-1o's. Thesu

people, known in:

for a Block apartment. Although the Mugl-Cllfn buil |r|g

robots work flat-out to replace the Blocks destroyed in the
psa War, thera is still a long, long wait for many eiti-

zens. Mo-Pads were one answar, but i are now

so crowded that their numbers are strictly controlled by

Justice Central.

A new answer, first implemented in 2103, was the develop-
ment of the Orbital Space Condominiums, or Condos as
they are known. These vast space-platforms look very
much like a complete section of Mega-City One which has
simply been blasted into orbit, with Blocks, roadways, and
5o on, all under the protection of a huge plasteen bubbla.
The Condos can house up to 200,000 Dem:lls in leuwnahle
lusury, a the with many
hmras of rich am!lcual farmland. They were initially huill
for the very wealthiest of citizens, who, insulted by hwlng
1o live at such close proximity to all the ‘common
and criminals, decided to move off the planet mogotnm
After the Apocalypse War, however, a new City Ordnance
stated that from all new private housnn%doulunmsm a

percentage must ba given to tha city, 1o fill with homelass
Slummies. In many cases, this has lowered property valuas
on the Condos so much that the owners have sold uj lo Ine

8-City at a greatly reduced rate, and moved
1 A number of Condos suffered from u.m.nalcool eul

ting (cheaper materials than was safe, slipshod work, etc)




and were destroyed in ‘accidents’. with the loss of many
lives. In 2108, however, the Condos are a safe alternative 1o

living in the overcrowded Maga-City, but only if you can
stand your neighbours!

A Life Of Leisure
Out of every hundred citizans in Mega-City One, it can be
uaranteed that 87 of them will be 1otally unemployed, and
that a furthar 5 will not work for more than 10 hours a week
The advanced technology of the 22nd Century unfortu-
nately brought mass unemployment an a disastrous scale,
as robots replaced humans in every walk of life, frem doe-
tors and bank rnnnmg:]rs 1o street-sweepers and barmen.
The advantages of robatic labour are obvious and there are
fow jobs which cannot be done by a robot.

As a result, children {or Juves) are educated lor unemplay-
ment, rather than for work; they are conditioned 1o have
hobbies, 1o enjoy their leisure tima, and to cope with not
having anything at all to do, all the time. Everyone in Mega-
City One is educated to a similar standard, with the main
qualifications attained being the Literate Junior Citizen Cer-
nificate, and the High School Diploma in Unemployment.
Each Block has its own schools, usually under the control of
& robot or computar teachar, After 12 years of formal educa-
tion, each citizen is out on his own, in the big wide world of
Maga-City One. Some people keep up with their studies,
adopting a particular subject as their hobby. Others take up
different hobbies: spot-welding and metalwork, scratch-
buiiding fashion kneepads, giving bloed, sculpiure, Boing-
ing, shuggy-playing, Batting, watching game-shows on the
Vid, or just looking out of the window. Others, though, turn
to crime through boredom and the need to do somaethin,
interesting or exciting; this does not excuse any Parp, butit
helps to understand why citizens commit crimes, particu-
larly Juves.

The mass ploy caused by leftalotof
bad feeling against the Mnga-cil\f's robots. As a result,
there is a big antl-robot lobby In the city, who

Soon after his second re-glection, howaver, the Apocalypse
War started; when it was finally over, it was discovered that
the Mayor had become the first victim of a viral disease
llater called Grubb's Disease in his memary) which turned
him into & human fungus, and he died soon after, in the
wake of mass revulsion from his once-grateful public. The
current Mayor is Dave the Oran? Utan, possibly the most
successful representative ever, if only becausa all he does
is @at bananas and drink Bananarak all day.

USED POD
FROM THIS
APE?

" DAVE

X|

against automnation and robots’ rights. After the HRobot
Riots, led by Call-me-Kenneth in 2098, they gained many
supporiers, but they have returned to being a small but
noisy minority. Even smaller, but much more dangerous,
were the Neon Knights, violently anti-robot vigilantes, who
dressed in robes and attacked and destroyed any stray
robots they encountered; they suffered a major set-back
when it was discovered that their leader was a half-human
Cyborg, but support for them is still streng in some quar-
ters, particularly in the southern Sectors,

Sports, Crazes and Wars

For many citizens, who have neither the dedication nor
inclination 1o follow a full-time hobby, there are still many
pursuits the average citizen can follow. There are many dif-
ferent sports in Me?a-Cilv One, including Pin-Boing,
Shuggy, Jetball, and Inferno (which developed from the
classic and many traditional sports too. re are
alse a number of illegal ones, run by eriminals with large

1 GOT THREE BRATSE 1N THE
' ANDA WIFE

THE'TLL BE JOININ ME
WHEN THEY GETS
our. SeE P

In genaral, however, most Mega-City One citizens have lit-
tle to do with politics, leaving the running of the city up to
tha Judges. Come Election Day, however, most penrla do
manage to press the button and register their vote for the
Mayor of their choice, before forgetting about it for another
4 yesrs. The most popular Mayor of Mega-City One in
racent years was Jim Grubb, whe was re-elected twice.

. ¥Ou CAN HAVE A THREE-POD
JuvE IN VESTEY WING.
DOIN' EIVE FOR GO, ) ZEN GRUNT.

§ SUBUB UP DERE,
mw“ g

illegal side-bets, including Bite Fi Musndﬂuball!ai:inﬂs
will as these large-scale sports, there are many inter- ke
contests as wall; these are encouraged, to giva sach Block
a sense of community spirit and loyalty, but all too often
they get out of hand, and peaceful games turn into all-out
warl Block rivalries are notorious for starting trouble, as
jealousy and Block-loyalty take over from common-sense.




Each Mega-City Block also has its own platoon of Citi-Def
troops; these par @ militiamen train in civil defence,
and provide a good pastime for many people, but all too
often they are in the forefront of Block Wars, psingsophisti-
cated aquipment to cause full-scale destruction. So touchy
are some CD people that the smallest incident can lead to
mass-murder and the demolition of the rival Blocks,

Mega-City One is always in the grip of one craze or another,
as bored citizens find somathing new to occupy their time.
Many fads have been very dangerous indeed, however,
and have often been exploited by eriminals, who have
started and manipulated crazes to bring about a diversion
or hide some nefarious activity. In recent years there has
been such crazes as throwing custard pies at Judges, using
Fashion Seeds (bio-seeds which, when plantad'intheshn
grow flowers on peoplel), bio-transfers (which move like
vid-pictures on the skin), illegal Boinging®, uglification
through Otto Sump’s products, scrawling, painting vehi-
cles flucrescent grean at traffic lights, illegal Block climb-
|n?| and many others. Alihough many of them are sean as
armless release, some end up being very dangerous
indeed, and are quu:l:ly :Iecfared |Ilsgal and handled by the
Judges,

Tri-D has a tremendous following, especially the game
shows, and thare are many famous vid and film $tars,
including Conred Conn (star of the legendary Beasts That
Ate Mars), Dino Valdi, and latest hearthrob Rocky Vollo
{famous for his I'm Al Right, Judge).

For some people, theugh, life in Mega- CutOnege!g 50 0n
top of them that they develop Future Shock syndrome, ond
become Futsies. In such a volatile state they need medical
help, but all too often don’t get it, and thay turn viol nl.
Many Futsies simply find a weapon and go crazy, killing
averyona in sight, until thay are stopped by the Judges.

Less serious are the Leapers; these are overly emotional
citizens, who simply decide that they have had enough of
life, and leap from the nearest tall structure, be ita uu.laln?
roadww. hovercar, or whatever. Leapers are especial
jpravalent aftar major Mega-City events — like the eremon
of a disliked Mayor, or the death of a soap opera character,

There are also the Sponts, or "Spontaneous Confessors’,
whose one undying wish is to be convicted of a crime! For
many, it starts as a desire to escape from life in Mega-City
One, but for all it soon turns into an obsession. Many
Sponts don't realise, however, that 1o be arrested for a
crime they actually have to commit onel These very sad
cases are, once finally arrested, held in Psycho-cubes,
rather than lso-cubes, so that Med- -Judges can attampt to
understand the nature of their ailments.

As well as the millions of ‘normal’ citizens in Mega-City
One, there are other sirange types, Altheugh Mutants have
been banned from the Mega-City for 8 number of years,
there are still many who manage to sneak through breaks in
the Cursed Earth Wall, and hide out in ruined Blocks, Many
of them become the victims ol eriminals who blackmail
tham by toinf he Judg thair

outs, which in turn forces them into crime; others turn ta it
nmaturally, often setting up in direct compatition to the
established gangs. Mutants (or "Muties') are feared by most
citizens as bering somehow unnatural, who seem to feel that
the Muties will taint and contaminate everybody else. The
truth is that alll\uu*| soma Mutios are irradiated, many are
perfectly safe, and have a vary short lifespan anyway.

Talking Apes

Hidinﬁl in a group of abandoned Blocks known as Ape
Town or The Jungle, are the results of a number of 21st
Century experiments on monkeys. Many apes were given
voices and an education by scientists. Set free, to see how
wall they would adapt to the modern world, they proved
rather too successful, and d in The Jungle. Many of
them retained an ability to mimic their neighbours, and
so0n beceme ganTghsle(s running protection rackets and
blackmail rings. Act has since banned all
omsrlmanlahon on animals,




Aliens
Every year, more than 100 million visitors coma to Mega-
City One, many of them from othor planets. There are
always a large number of alien tourists visiting the Maga-

City. Ix!lm;‘:'cam'{ulI\|I chaperoned around by couriers, and
hopefully being kept away from trouble 1occanqnna|1\f not
very. aucceasl'u yl}. It is often hard to tell the diff

Wast, from the frozen north to Texas City in the south, The
Cursed Earth is made up of all types of terrain — from fields
of sentient mutant plants and steaming radicactive
swamps to stark desert sand dunes and plains of scrap

matal — and its inhabitants are similarly exotic and
mutated. All varieties of life try and live in the Cursed Earth,
ucattumd |r\lo ) groups across the whola of the continent.

wan an Alien visitor and a Mutie, howevar, and many citi-
zens are rather wary of them. Some remember the Kleggs,
the carnivorous Alien mercenaries hired by the insane
Judge Cal to suppress the Mega-City in 2101, and think all
Aligns but most citizens

that the earth needs 1o keep good relations with them, for
frade and defence.

JSSUED BY THE ALIEN RELATIONS BOARD
ALL ALIENS ARE LIKE
= THE KLEGGS!

F
) =
NICE TO YOUR NEIGHBOURHO
.I:iIEN AND HE'LL BE NICE TO0 YOU

Troggies

There are also a large number of citizens who are almost
naver sean on tha streets of Mega-City One. These ara the
hﬂ les; instead of r&helimE against the pace of modern

the Fulsnes they toal
wast network of
over when lheMan&{nlymsbuall J\s«mehae passed, the
sbsence of light and many strange disesses harboured
underground have warped their bodies, and they
bacome resentful of the Norms who drove them under-
ground. The Undercity is their domain, and they rule it
ruthlessly, preying on anyone who trespasses. Criminals
have tried 1o hide out in the Undercity before, but have
imvariably met a gml\a end at the hand Mlhu ngg:uiand

its depths).
Created in the Alormic Wars of 2070 by a holocaust of sat-
uration nuking, the Cursed Earth is a vast radioactive hell
which stretchos across the whole of North Amarica, from
Mega-City One on the East Coast to Mega-City Two on the

xal\;?: in Ihe Undarcity, the

slavers, dealing in h %
of run ades and criminals in exila from the Mega- Ema:.
who raid each othor cunalanll¥ small isol
munities trying to ke out a Iwmg rom the bare soil; wmnu
religious sects who raid the settlements for human sae-
rifices; and many more strange wups There are also
large packs of mutants, who, being banned from the Mega-
Cines, regard the Cursad Earth as their own territory,

And lhcn thera are the creatures of the Cursed Earth —

culln hv Mega-City One smamnus they now roam free),
giant mutant insects, h
mutations, including qu vultures, doubla- -winged saglen
and six-legged mountnm ligns,

As part of Rookie training, evary Cadet is taken on the Hor-
mxcursion into the Cursed Earth undar the
supervision of a senior Judge, The round trip is rarely more
than a thousand miles, ives each trainee a good idea
of the harsh conditions. Ju ges have no specific jurisdic-
tion over the Cursed Earth, excapt when chasing renegade
criminals fram the Mega-City; In these cases thehmar
arrest the criminalls) in question, and return them to
City One for sentencing and imprisonmant.

The most usual way of cmsslmi!:he Cursed Earth is in &
Strat-bat, a fast high-flying aircraft, Regular patrols over tha
arga closest to tha Me, ity ara made mrx day by Justice
Daopartment craft, and thare are scheduled flights 1o Maga-
City Two and Taxas City from Kennedy Space-Port. The trip
is fast and comfortable, flying above the avel of the daath-
belts, sporadic mile-thick bands of poisonous gases and
floating radioactive debiris which hover six miles or so
al the ground, blotting out the sun and making life
balow them virtually impossible, It is the death-] hsim that
have kept the Cursed Earth a land of ruin and stopped
nature from healing herseff,

LUNA-1 MOONBASE

Established as a proper colony, after many years of small
experimental stations, in 2088, Luna-1 has grown over the
last two decades into & miniature version of o Maga-City,
with its own Blocks, Judges, and 0 on. The base is run by
all threa Mega-cltm:_ working together in cooperation.
Originally each, in lurn !upj:llaﬂ a Judge-Marshal for gix
maonths; in 2101, dge Tex was appointed full
Marshal of Luna-1, on hia recommendation of the depart-
ing Judge Dredd, and he is thare as of this date,

Life in Luna-1 mirrors that in Mega-City One. Thare isn't as
much crima, because many of its inhabitants actually have
jobs in the new industries, extracting materials from the
moon; but thone that do oecur are usually lll'|1l|!( to their

e perps
will flee up to Luna-1 in th! hope of esca) |l'|n justica:
a:lampls which nevar work. As thair pateh includes almost
n square miles of outlying settlements and fac-
lorles IM Luna Judges use Zippers, hover versions of the

Mega-City Lawmaster bikes, to patrol across the base on,

Luna-1 s also much in demand as a holiday centre. Particu-
larly popular are the Lunar Olympics, contested pr-r\tloau\f
balween the three baM mﬁ' and East-Meg (whe have,

yeotting them since the Apocalypse
War] Llnae-r lne waaker gravity of the moon, earth-set
records are constintly smashed, and many new sports
have gained Clympic status, lncludlng Dustboard Leaping
and Moon Yacht Racing.
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A& A Aiding and Abetting,

Adifax. E and addictive serum p from
carpsas of Stookies, which stops the aging process in
humans.

Aeroball. Once-fashionable cross between basketball and
kung-fu, played in the air using personal jet packs.

Airbus. Commercially-run hover bus, running on a pre-
scribed route botween Blocks.

AGC (Anti-Gravity Chute). Clear plasti-glass tubes used for
fast travel between the floors of tall City Blocks.

Aggro Dome. Mega-City recreation cantres, where citizens
could work off violent tensions against robots and
machines,

Andean Conglom. South American counterpart of Mega-
City Ona.

Apocalypse War. Attempted invasion of Mega-City One in
2104 by East-Meg, which devastated most of the popula-
tion and the city,

ARV. Armed Robbery with Violence.

Atomic War. World-wide nuclear war, startad in 2070 by
President Booth, which destroyed much of the USA, USSH,
and Europe,

Auto-key. Hand-held electronic lock opener,

Bambo. Term of abuse; & stupid person; avariant is Bimbo,

Bananarak. Apes’ favourite drink,

Barney. Name given to goverment's central computer,
focated in City Hall.

Batting. High-rise sper, similar to 20th Cantury hang-glid-
ing, involving strap-on plastean wings,

Balliwheel. Small wheel, used by Flabbies to keep their bal-
lies off the ground!

Big Mo. A Mo-pads’ giant mobile sorvice station,

River, now buried

Big Smally. Slang term for the Ohio
Ll afhhabi by and other outcasts.

Birdie. Hand-held electronic lie detector used by Judges,

Bisoon. Hybrid cattle animal, a cross betweon a buffalo and
a m;}“& reared in Cursad Earth factory-ranches. Produces
-slad. %

Black Atlantic. Slang term for the Atlantic Ocean, now so
heavily polluted it keeps catching firel
Bleeper. Tiny electronic radio-transmitter, used by Judges
1o follow Perps.

Blitz. Contract murder of a particularly violent nature; per-
formed by a Blitzer.

Block. Giant high-rise huildinFa, which make up most of

Mega-City One. Citizens who live in them are often called
Blockers.

Block War. Blockers are often fiercely loyal ta their particu-
lar Block, which occasionally leads to all-out warl

67

Body Sharking. The illegal trade in the bodies of living
humans; often goes hand in hand with Organ Legging.

Boing®. Asrosol-sproyed substance that forms a rubbery
bubbie around the user; used for games in the Palais-de-
Briefer. Machine which sums up all crimes of last 24 hours
in & few minutes for Judges at their daily briefings.
Brit-Cit. English counterpart of Mega-City One.

Button Jock, Slang for a disc-jockey or dj.

By Grud| Legal exp by Judges
lin in times of crisis.

Carilot. Holdall, fashionable with Juves,

adrena-

Central Control. Government department which contrels
the mavement of all the Mega-City's traffic, and in particu-
far the millions of Mo-Pads,

Chump-Dumping. Nefarious crima, wheraby ‘cheap’ flights
to other pllansls résult in the pasengers being thrown out
into space!

Citi-Daf [CD). The City Defence Force, a voluntary militia
organized on a Block basis, to train in civil defance.

Civos. Judge slang for citizens; civilians.

Cling-Net. Large, self-constricting net, usually used by
Judges to apprehend Perps.

Comp-ldent. Recagnition of a Perp by fast access to compu-
ter records; computer identification,

Con-Apt. Connecting Apartments are small, low, and usu-
ally better-quality housing units,

Condo. See Space Condominium,
Confront. Another term for a Rumble.
Cradit. Unit of currency in Maga-City One.
Crockshop. Home for OACs.

Cursed Earth. Vast radioactive wasteland, stretching over
mast of cantral North America, inhabited by outcasts, mut-

ants, slavers and monsters,
e R TR ) e e
In anti-radi-

Type of Med Squad iali
ation treatment, or decontamination.

Dodgem. Rubber Ricochet bullet,
Dok, Drokk! Sea By Grud!,

Dult. Youth slang for a ‘grown-up’.
Dunk. A pick-pocket, who thus practises Dunking.

Dust Zone. Industrial Sector of Mega-City Ona, where all
the Blocks are devoted to industry.

. Eastern European/Asian counterpart of Mega-
inhabitants known as Sovs.

East-Mag
City Ona;

Sloping maving also see



Electro-Cordon. Electrically generated force field, used by
Judges in apprehending Perps.

Emvplnw. Judges' tarm; means, quite simply, "Judge in
trouble! Coma quickly!l”

Exo-Men. Judges’ name for eriminals who use exo-skele-
tons to aid them in bank raids, etc.

R Ve

F.AF, The Fat Abolition Front, a neo-political party of anti-
flab activists.

MORE FERSSUT RIPT OF Tl LEASUT OF FATTIES CRIME
FPIDLAIC DEVILOMS. DUTRAGED, SUIMMER MEMBERS OF

TAE COMMUNITY BANS TOGITHES 1N/ WABLANTE GRODPE !
D =] 1 =

58c. The section of Mega-City Law which allows a Judge
access to & citizens home to ssarch for the basis
behind Section 59d, which deals with the Crime Swoop, an

ised and very ic search of an entire Block by
ateam of Judges.

Flab(bie). Term for one of Mega-City Ona's obase food
fanatics, who hold illegal eating contests, and protest for
maore food rations.

Flab-Fan, Slim follower of illegal eating contests by Flab-
bins.

Flabbon. One of a number of products, produced by Otto
Sump's Ugly Clinic, designed to help the [rich) user attain a
very fashionable ugliness!

Futsie. Victims of "Future Shock Syndrome’; the strain of
living in Mega-City One often turns them into psychopathic
hemicidal maniacs.

s |
Garbage Grinder, Units, found everywhers in Mega-City

One, for the recyeling of all rubbish; also known as Garbage
hurtes.

Maodern glass

Graveyard Shift. Judges' term for period of duty, usually in
the early hours of the marning.

Groat. Unit of inter-planetary currency; also known as
shugs.

Grubb's Disease. A radiation-spawned fungal disease that
complately covers its victims’ bodies, t ng them into liv-
ing mushrooms! Named after its most famous victim, ex-
Mayar Jim Grubb.

Gunge. A range of ing highly i
pularised Otto Sump, They included Mould jam,
lime sauce, Snake rings, and Grot Pot; but are now mar-
keted under more pleasant brand names.

_ﬁ—
Hab. Slang for a small apartment or living unit.

Heister. An armed robber.

Holding Post. Post to which a Judge can temporarily cuff o
Perp, il he has other urgent business 1o deal with, to be
picked up by a Pat Wagon.

Holding Tanks, Specially-fortified parnt of a Sector House,

designed to hald Perps until thay can be transferred to an
Iso-Cube 1o serve their sentence,

t Squad. Speci i d Judges, used to sort
out the most i ions (often suicidally).

Three-dimensi

ision, the main anter-
tainment medium in Mega-City One; also called Tri-0.

Hotdog Run, Cadet Judges' practical test, a patrol into the
Cursed Earth, undertaken in their 12th year.

Hotshot. Slang for a Lawgiver's Heatseeker shall,
Hover Pad. Another name for a civilian hover car.

H-Wagon. Justice Department hover vehicle, usually carry-
ing personnel or heavy weapons.

I-Block. Fortified safe house whare perps who are inform-
ing an their friends can be protected from reprisals.

Indo-Cit. Indian counterpart of Mega-City One.
Inter-Block Zoom, Another name for the Sky Rail.

Iso-Cube. Standard form of imprisonment; a Block full of
small, empty, plasteen cubes.

Jimping. Impersonating a Judge; a serious criminal
offence.

J.0.P. Juve Opportunities Programme; a training schama
for young unemployed citizens,

Judges’ Code. Massage system, similar to Morse Code,
usog?v the Judges.

Judicial Indictment 4. Section of The Law pertaining to a
Judge’s llegal obtaining of a confession by torture.

Jugger. Huge hover truck,
Justice Central. Another name for Justice Departmaent

Headguarters; it is usually taken to mean the whole group
i ) y of Law, A ¥, an

ol the
the Hall of Justice itsell.

Juve. Slang for a young person; the opposite of Dult.
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Kiegg. Large, lizard-like afi
las( hired byrllatlJlltlgﬂ Calto put down the huml" popula:
tion

Kneepad. ltem of high fashion, worn especially by Juves.
Kook Cube. See Psycho Cube.

Las-saw. High d laser-based ind metal cutter,

Lawgiver. The Judges' autematic, multi-shell pistal,

Lawmaster. The Judges' computer-controlled, heavily
armed and armoured bike.

Leapar. rmrsun trying to commit suicide by jumping from
a high building or roadway.

Long Walk. An old or mukJudTe has the option of ratiri
of taking the Long Walk, to deliver Justice to the Cu,
Earth or the Undercity.
—M_
MAC. Justice Department central computer; the Judges'
varsion of Barney, it keeps the whole city under surveil-

lance and directs Judges to crimes, as they occur. Name is
an acronym for Macro Analysis Cumpulel

Maze. Cs housing i by
F.Lloyd Mazny, in which many residents starved to death,
unable to find their way out!

Meat-Wagon. A Justice Department ambulance.

Median Strip. Saf: h tre of a M fit-
ted with barriers lhat can slop awayward vehicle.

Med-Squad. A special team of Med!lcall.ludgan usually in
the company of a Mear Wago,

Mega-City Boot. Slang term for Aot Foam,

Annual ity

Mln way. Major Mega-City motorway; also called a Maga-
way.

Micro-vid Radiophone. A small, hand-hald two-way radio,
and Tri-D receiver.

Mo-Pad. One of the 18 million mobile homes, which con-
stantly circle the Mega-cil\f'n road network. They arein turn
serviced by Mo-banks, Mo-Libs, and the like.

Mugghie. A term of abuse, usad only by the most vulgar
Funks!

Munce. Revolting plant-derived synthetic paste, which can

be rafined to make many different edible products. Mega-
One's most common foodstulf, and (in its foul raw

slate] the only known antidote to Rad-fleas.

Munska. Highly aleahalic spirit, distilled from Munce,

Mutie. Slang for a mutant.

Mutieland. Area of the Cursed Earth, inhabited by gangs of
mutants.

[ga=- e =]
Nark. Judges’ term for an informar.

Norm. Muties” term for an untainted, rormal human,
EEsm—y (| rrsswe ey
0.A.C. Oid Aga Citizen; an old person.

Dilade. Refrashing oil-based drink for robots]

Old City. Area originally known as New York; most of it has
new been concrated over, creating the Undercity.

Organ-legging. lllicit trade in spare bnﬂ\f parts, which Is the
basis for a number of criminal rackets

Overzoom. Another name for a flyover; the opposite of an
Underzoorm.

Palais-de-Boing. Large Block-sized building, the only place
Boing® may legally be used.

Pat Wagon. Justica Departmant Paltuqugun. used to plck
up arrested Perps from Holding Posts, and transport them
to a Holding Tank, or straight to an lso-Cube

Podway. A pedulnan only pathway; most modern Pod-
Ways are and g

Pencil-Neck. Flabbies’ tarm for a 'thin’ parson.

Perp. Judges’ slang for a criminal; contraction of perpet-
rator,

Running. The illegal transportation of wanted erimi-
nals to a safe place off-planat. It is occasionally tied In with
Chump Dumping.

Pin-boing. Spectacular life-size version of 20th Cenlnry pin-
ball, played in the Palais-de-Boing using Boing®,

Pinky. Talking Apes’ slang for humans.

P . Service roads which link Blocks 10 Mega-ways,
via large plas-crete tubis. Also see Zipstrip,

Plas-crete. Tha most widely-used building material in



Mega-City One; as the name says, it's a combination of
plastic and concrete.

distilled from the
Mega- City's wnalu, lnd uud o rnaku all sorts of products.

Pongo. Judges' term for a confidence trickster, it has come
to mean any minor criminal.

Power Tower. In effect a controlled volcano, the Power
Tower uses red-hot lava from deep beneath the earth’s
erust to provide most of Mega-City One’s power supply.

Prankster. Judges’ term for a criminal practical joker or fol-
lower of an illegal craze {such as pelting Judges with cus-
tard ples!).

Promenade. Another nama for the artificial parks built inta
most large City Blocks,

Pro-slab. Protein slab; a meat compound derived from
Bizoon.

Psycho-cube. A cell used to hold psycholegically disturbed
criminals; also known as a Kook Cube,

udges® slang for a user of Psionic powers; the use
powers [s known as Psyking,

Psi-division, Division of tha Justice Depariment which uses
Judges with Psionic powers — Psi-Judges — to help fight
against criminal Peykers.

Punk. Lawless, hooligan Juve,

-Flea ough, ed flea which
ou:eslonall\f infasts the Mouu-ﬁlv thay are Dnl\.' repelled
by the smell of raw Munce.

Radlands. Old name for the Cursed Earth.

Radorak. Essential item of clathing for life culside in post-
war Mega-City One: a protective anti-radiation cape.

Flld-BIL Dangerous radioactive swamp pits left in Mega-
City One after the Apocalypse War.

Rad Storm. Radiation storm, formed when a\rnng_wmda
start blowing contaminated material out of & Rad-Pit, over
the rest of the city; also called a Rad Wind, thoy are highly
dangerous to post-war citizans,

Rad-Trak. Huge armoured bulldozer-type vehicles, used in
reclamation of ruined areas, particularly Rad-pits; a con-
traction of Radiation Tractor.

Ratfink, Derogatory term for a Punk.

Reclam. City Reclamation Project; various community
schemes used to help rebuild the Maga-City,

Resyk. Huga recycling plant that breaks down all of Mega-
City One's rubbish (including corpsesl) into reusable com-
ponents.

i by

Riot Foam, Anti-riot weapon which hardens when in con-
tact with air; when sprayed over a crowd it will rendar tham
immabile, until they can be cut out by the Judges.

Vary flash, and equally ports version
of the slandnrd snluon car
Robo-doc. Automated, robot-controlled portable medical
unit, usually operated by a Mad Squad.

Rockerete. Very strong building material, similar to plas-
crete.

DO WHATEVER 10U
LIKE, BOS. JUST KEEP
b, HIM OFF THE STREETS!



Roob Cube. See Psycho-cube.

Rumble. Large fight between two rival gangs, usually
Punks or Blockers.

S&S5. Stop and search.

Slowster. An illegally) slow driver.

Slug Rock. Nasty type of modern music played by hyper-
fashionable ‘Uglies” [devotees of Otto Sump),

Slummy. Citizen laft Blockless after the Apocalypse War;
many live in slums and shanty towns both inside and out-
side the Mega-City.

A large Block d bullding, which Is the

Seratchmo, One of Otle Sump’s range of ‘uglification’ pro-
duets |which also includes Flabbon), this noxious sub-
stance brings the face up in trendy red boils!

Scrawler. lliegal graffiti artist (usually 8 Juve or Punk).
Hence Serawil 50, Scrawl War, which is a contest bet-
ween two grafliti artists to see who can put their name in
the most prominent spot.

Sector House. Divisional Justice HQs, one per Sector of the
Maga-City, which have their own cells (Holding Tanks),
foransic and medical units, and reserves of weapons and
equipmaent. Also known 8% o Section House,

Securo-pod. Anather name for o Mo-bank.

Segregation Block. A separate Block set aside to house
Fiabbies, and stop them fram trying to get extra rations by
criminal mearns.

Shoplex, A block turned ovor (o a vast

centre; derived from “shopping complex’,

Shuggy. Twenty-second Century version of poal, played an
a “hilly’ table, often with large side-bets; usually played in
special Shuggy Malls.

8J8, The Special Judicial Squad judge the Judges, seeking
o i X il hiy are i

ut § and ln: I
only to the Chief Judge herself,

Very

Sked-way. Minor roadway; smallar than a Mog-way, but
larger than an Overzoam.

Sky-Heist. Strange form of crime, in which a Mo-Bank is
bodily lifted off the roadway by a flying crane, flown 1o a
remole spat, and then dropped from a great height to crack
open the vault,

Machine. Device which gives a Judge a full night's
sleep in only 10 minutes.

Slipzoom. A side road or sliproad; another name for Under-
zoom.

only place in Mega-City One where tobacco smoking is
legal.

Snuffler. Machine used by the Justice Department Tek
Squads to forensically analyse the scane of a crime.

Sov. Eurasian inhabitant of East-Meg (equivalent of 20th
Century USSH).

Space Condominium. Also known as Condos, these are
vast space stations, like whole city sectors lloating in earth
orbit, used to house some of Mega-City One’s overspill
population,

Speedway. Another term for 8 Meg-Way.

Spont. Spontansous confessor to other peoples’ erimes;
can be a graat toa Judge's igati

Spug. A young Punk.

%puﬂl'f— Deseriptive term of sbuse, similar in application to
atfink.

Spug OH! An illagal expletive.

Starscraper. Early term for a City Block: also known, at one
time, as Straloscrapers.

Statue of Judgement. Huge statue of a Judge, erected by
public sutlacriPIinn in honour of the Judges; stands dwarf-
ing ovar tha old Statue of Liberty, in Sector 4

Stiff. A corpse.

Stomm| See By Grud!

Stookie. Small, cuddly, and totally inoffensive alien, whose

only problem is having a gland that produces Adifax, which
makes them much sought after by Stookie Glanders.



Stookle Glander. Criminal who murders Stookies to
remove their Adifax gland.

Street Creepers. Fashionabla type of footwear,

Street Pirste. Member of a gang of modern-day high-
waymen who prey on drivers, and Mo-pads in

Undercity. Whan it camae 10 re-developing the Oid City, it
was decided that the best way was 1o simply concrata the
whole area over and start again, creating the Undarcity,
which is now i Y mutanis,
Troggies, and much worse.

Some board the vehicles as they travel, others, known as
Wreckers, stop them with road-blocks er heavy weapons
and then raid them.

Street Scanner. Device used by Tek Squads to identify
illegal radio and Tri-D broadcasts, air-poliution, and the
like.

Strut. Juves' term for taking a stroll.

Stumm Gas. Crowd control weapon, similar 1o lear gas,
used specifically by Judges.

Sus-an. A form of suspended animation; the ill and the
%iﬂﬂ are cryogenically frozen until they can be cured.

are are many commarcially Sus-an centres, the most
famous being the Forever Towers Home for the Semi-Dead.
See also The Vaults.

1 An usually beneath a major Maga-
Way; the opposite of Overzoom.

je=am—— =
The Vaults. Area underneath each Section House wnere
saveraly injured eriminals are kept in Sus-an until they can
bo cured, and made to serve their rightful sentence.

Vidder. A Tri-D waicher.

Vid-phone. The prime mathod of communication in Mega-
City One; with it you can both hear the voice and see a pic-
ture of the person you are talking to (though the latter can
be wrned off],

Vid-slug. Small, miniaturised video cassette; most books
and newspapers come like this, as do films, old Tri-D
recardings, and so on. There ks ahulnmn-ng’l{:de inprohi-
bited ‘slugs, run by various underworld racketeers.

Synthi-catt, ing dri
has now itseli been made
ities, and has been replac
synthi-caff.

tothe it
due to its addictive qual-
various forms of Synthi-

i

Synthi-flakes. Mega-City One’s most popular. breakfast
cereal, made by the Sunshine Synthifoods!

e, [ o ————

Tad, High-powered nuke missile; Total Annihilation
Davice.

Tap. To mug somecna; also means, 8 mugging.

Tap Dancers. A team of muggers, usually made up of twoor
three Taps.

Tek Squad. A team of specialist Judges, who deal with all
things technical, from repairing vehi di
sic analysis.

T

A high-speed int

Tri-D. Ancther name for Holovision. There were, at the last
count, 312 Tri-D stations in Mega-City One.

Trog. of th :Ilnn?nly f and
retarded from living underground for so long; derived from
‘roglodyte’.

Tweenblock Plaza. Larges paved area between two City
Blocks, whaere the citizens can meet, sit and relax, and
watch all the Juves and Punks strut, showing off their latest
K

2890r. A crazy, or 8 Futsie; derived from section of The Law
ralating to such maners.

2T(Fru)T. Rare viral disease which afflicted Mega-City Two
for & while, turning its victims into rabid flesh-gaters.

Umpty . Al dictive, extra-sweet candy disco-

vered by a sweetmaker called Uncle Ump. There is no cure

for its addiction, and so it has been declared illegal, Umpty

Bap&ng is the illegal manufacture and sale of Umpty
A,

Anather name for a computer-controlled voice
synthesiser,
e [ e————
Wall-hopper. A mutant or other outcast who tries to break
back into the Mega-City, especially through breaches in the
wall causad in the Apocalypse War.

Watching Bay. A Judges-only Wayby whare thoy can sit on
their Lawmastars, on the look-out for any trouble.

lehE Alay-by, usually a place whaere citizens can leave a
Bleck Buggy when not in use,

Weather Congress. Council which decide dally what Mega-
City One's weather will bo; the information is then relayed
to a number of aerial weather stations hovering over the
city.

White Stuff. Romantic slang for sugar, which is banned for
health reasons.

Wrecker. See Streef Pirate.
==l
¥P. Judges' stang for a Young Perp.

Zipper. Hovar version of the Lawmaster bike, used exten-
sively on Luna-1 moonbase.

Zipstrip. Access road running between a Block and a Sked-
way or Mega-Way, open to the air. Enclosed zipstrips are
called Pipeways,

Wit
.{‘}l.:ll TaE
1 1

Olf\‘ -

POLICY |



	page1
	page2
	page3
	page4
	page5
	page6
	page7
	page8
	page9
	page10
	page11
	page12
	page13
	page14
	page15
	page16
	page17
	page18
	page19
	page20
	page21
	page22
	page23
	page24
	page25
	page26
	page27
	page28
	page29
	page30
	page31
	page32
	page33
	page34
	page35
	page36
	page37
	page38
	page39
	page40
	page41
	page42
	page43
	page44
	page45
	page46
	page47
	page48
	page49
	page50
	page51
	page52
	page53
	page54
	page55
	page56
	page57
	page58
	page59
	page60
	page61
	page62
	page63
	page64
	page65
	page66
	page67
	page68
	page69
	page70
	page71
	page72

