EDA Space Marine O.C.C.

Like the marines of old, the Earth Defense Alliance Space Marine is a space-based soldier who specializes in naval warfare.  In this case, the Space Marine is a specialist in boarding operations and boarder repelling.  In addition, all Space Marines are trained in EVA and Zero-Gravity operations.  All Earth Defense Alliance ships have at least one platoon of Marines on board, while some of the Korolev-class carriers have been converted into special marine transports.  

Bonuses: +2 to initiative, +2 to P.S., +2 to P.E., +1D6 to Hit Points, +3D6 to S.D.C.

Attribute Requirements: I.Q. 10, M.E. 10, P.S. 12, P.E. 12.  Contrary to public opinion, intelligence is required for a Space Marine.

Alignments: Any.

O.C.C. Skills:


Language: English (+20%)


Literacy: English (+20%)


Radio: Basic (+10%)


Detect Ambush (+10%)


Body Building


Climbing (+15%)


Depressurization Training


Running


Zero-Gravity Movement (+16%)


Pilot: Tanks & APCs (+20%)


Read Sensory Equipment (+10%)


Weapon Systems (+10%)


Basic Math (+15%)


Wilderness Survival (+12%)


W.P. Knife


W.P. Automatic Pistols


W.P. Automatic and Semi-Automatic Rifles


W.P. of choice


Hand to Hand: Expert* 


Zero-Gravity Combat: Basic **


* Can be upgraded to Martial Arts or Assassin (if of an evil alignment) at the cost of one "other" skill, or to Commando at the cost of two "other" skills.


** Can be upgraded to Zero-Gravity Combat: Advanced at the cost of one "other" skill.

O.C.C. Related Skills: At first level, can select six skills, plus two additional skills and one W.P. at levels three and five, and one additional skill at levels 8, 11, and 14.  All new skills start at level one proficiency.


Communications: Any (+10%)


Computer: Computer Operation or Computer Repair only


Cowboy: None


Domestic: Any


Electronics: Basic only (+5%)


Espionage: Detect Concealment, Escape Artist, Intelligence, and Interrogation only (+10%)


Mechanical: Automotive, Basic, Jury-Rig, or Vehicle Armorer only (+5%)


Medical: Field Surgery, First Aid, Holistic, or Paramedic only (Field Surgery and Paramedic count as two skills; +10%)


Military: Any (+15%)


Physical: Any (+10% where applicable)


Piloting: Any (+5%)


Pilot Related: Any (+5%)


Rogue: Any (+7%)


Science: Math and Chemistry only (+5%)


Technical: Any (+5%)


W.P.: Any except Energy Weapons


Wilderness: Any (+5%)

Optional: The character can trade his O.C.C. Related skills to select an M.O.S. for their character to specialize in.  These M.O.S.s are treated as O.C.C. Related Skills, and are as follows:


ComTech Skill Package: 


Cryptography (+20%)


Electronic Countermeasures (+20%)


Radio: Satellite (+20%)


Radio: Scramblers (+20%)


Computer Operation (+15%)


Computer Networks (+15%)


Electrical Engineer (+10%)


Pick Locks (+10%)


Mechanical Engineer (+10%)


Weapons Engineer (+15%)


Read Sensory Equipment (+20%)


Demolitions Expert Skill Package:


Demolitions (+20%)


Demolitions Disposal (+20%)


Underwater Demolitions (+20%)


N.B.C. Warfare (+10%)


Trap Construction (+15%)


Mine/Trap Detection (+15%)


Camouflage (+15%)


Read Sensory Equipment (+20%)


MedTech Skill Package:

Criminal Science & Forensics (+15%)


Field Surgery (+15%)


Paramedic* (+10%)


Pathology (+15%)


Biology (+15%)


Chemistry (+10%)


Chemistry: Analytical (+10%)


Advanced Math (+10%)


* Can upgrade to Medical Doctor at the cost of one secondary skills


Dropship Pilot Skill Package

Pilot: Small Spacecraft (+15%)


Pilot: Dropship (+10%)


Navigation (+15%)


Navigation: Orbital (+10%)


Read Sensory Equipment (+15%)


Weapon Systems (+15%)

Secondary Skills: At first level, the character can select six secondary skills from the above list, without the benefit of any bonuses, plus an additional secondary skill at levels 3, 6, 9, 12, and 15.

Standard Equipment: The Space Marine starts with a set of environmental combat armor, radio headset with flashlight and camera mount, combat pistol, assault rifle, five ammunition clips for each, six hand grenades, ammo/utility belt, first aid kit, NG-S2 survival pack equivalent, three sets fatigues, three dress uniforms, two pair combat jump boots, backpack, sleeping bag, wallet with ID, a pair of military dog-tags, and assorted personal items.


The military provides the character with a bunk in a barracks, shared by several other marines, a locker and footlocker for storage, and free meals and ammunition.

Equipment Available By Assignment: Additional equipment may be available to the Marine, depending on his mission, M.O.S., and other factors.  Note that all additional equipment is subject to availability; if the Marine's commanding officer does not like him, the item may not be available.  Such equipment may include additional ammunition, more powerful weapons, and unit transportation.
Money: The average Marine, as a Private, gets a salary of 1700 credits a month, starts with one month's salary.

Earth Defense Alliance Weapons and Equipment
Electro-Knife

Unlike most of the Megaverse, the Earth Defense Alliance never developed vibro-weapons.  Instead, they found a way to electrically charge blades to increase their damage to mega-damage levels.  The electro-knife is the standard issue combat knife issued to EDA troops.  It does 1D6 M.D., comparable to vibro-knives.  Although larger blades are uncommon, individual GMs may allow them; the damage done by an electro-blade will be comparable to vibro-blades.

M-27 Automatic Pistol

The standard-issue combat pistol of the Earth Defense Alliance’s forces, this pistol is the ultimate in mega-damage projectile small arms.  The pistol is in fact the smallest electromagnetic rail gun made.  The pistol has both the magazine of ammunition and an e-clip; the magazine slides into the handle, while the e-clip attaches in front of the trigger.

Cartridge: 10mm

Weight: 2 lbs.

Mega-Damage: 2D4 M.D. per shot

Rate of Fire: Standard

Effective Range: 800 feet (244 m)

Payload: 20 round magazine; each e-clip has enough energy for 100 rounds.

Cost: 5,000 credits; a box of 50 rounds costs 100 credits.

M-30 Assault Rifle

The successor to the venerable M-16 and AK-47, the M-30 assault rifle is the most common rifle-sized rail gun available.  It is a heavy assault rifle with a carrying handle on the top; much like the M-16 it replaced.  Any standard rifle scope can be attached, most Space Marines are issued passive nightvision scopes.  Unlike the pistol, the rifle contains a recharging power pack, similar to the Northern Gun power packs, instead of an e-clip.

Cartridge: 5.56mm

Weight: 13 lbs.

Mega-Damage: A single round does 3D6 M.D.  A three-round aimed burst does 1D6x10 M.D.

Rate of Fire: Has a selector allowing single shots, three-round bursts, or full auto.  The single shot and three-round burst count at one melee attack.

Effective Range: 1600 ft. (488 m)

Payload: 100 round magazine.  The recharging power pack is good for 300 rounds, and recharges enough power for 20 rounds each hour.

Cost: 22,000 credits; a box of 50 rounds costs 200 credits.

M-34 Sub-Machinegun

This light assault weapon falls somewhere between the automatic pistol and the assault rifle.  It fires pistol ammunition at a high rate of fire, including short bursts and full auto.  Like the pistol, the M-34 SMG has both an ammunition magazine and a separate e-clip.  However, the 

Cartridge: 10mm

Weight: 10 lbs.

Mega-Damage: A single round does 2D4 M.D.

Rate of Fire: Single shots, bursts, and fully automatic.

Effective Range: 800 ft. (244 m)

Payload: 100 round magazine; each e-clip has enough energy for 100 rounds

Cost: 16,000 credits; a box of 50 rounds costs 100 credits.

M-180 General Purpose Rail Gun

This gun is closer to the rail guns used on Rifts Earth.  Normally a platoon of Space Marines will have two to four soldiers carrying these instead of or in addition to the M-30 assault rifles.  Each M-180 comes with a harness that handles most of the weight of the gun, and carries the nuclear power pack and the ammunition drum.

Cartridge: 20mm

Weight: 80 lbs.

Mega-Damage: A three round burst does 1D6x10 M.D. A ten-round burst does 3D6x10 M.D.

Rate of Fire: Burst or full auto only; cannot fire single rounds.

Effective Range: 4000 ft. (1219 m)

Payload: Usually a 200 round ammo drum.  The power pack has a life of 5 years of continuous use.

Cost: 50,000 credits; 14,000 credits for a full ammo drum

M-222 Underslung Grenade Launcher

This weapon is almost never found alone, being designed for easy attachment to the underside of the M-30’s barrel.  It fires standard 40mm rifle grenades; the basic design of the launcher has not changed in over 300 years.

Cartridge: 40mm

Weight: 2 lbs.

Mega-Damage: Varies with grenade type

Rate of Fire: Single shot only.

Effective Range: 1000 ft. (305 m)

Payload: 4 grenades

Cost: 2,000 credits

Rifle Grenades

These grenades are available to any EDA Space Marine who has the M-222 grenade launcher attached to his M-30 assault rifle.  Unlike the launcher, these have been steadily improved over the last three hundred years.

Fragmentation: 2D6 M.D. to a 30 ft. radius; 200 credits per grenade

High Explosive: 4D6 M.D. to a 15 ft. radius; 200 credits per grenade

Armor Piercing: 3D6 M.D. to a 5 ft. radius; 300 credits per grenade

Plasma: 5D6 M.D. to a 20 ft. radius; 300 credits per grenade

Smoke: No damage, but fills a 64,000 cu. ft. (1812 cu. m) volume, that’s a 40x40x40 ft. area.; 70 credits per grenade

Tear Gas: Causes eyes to water, blurs vision.  All affected are at -4 to strike, parry, and dodge. Same area as the smoke grenade; 120 credits per grenade.

RPG-12

A design  based on the older Warsaw Pact RPG-series launchers, the RPG-12 maintains the tradition of these older bunker-busters.  The launcher itself hasn't changed much since the older days, only the ammunition fired.  Each rocket-propelled grenade has a shaped charge wrapped in wire and encased in a light steel casing; once armed, it is set to explode on impact.  The propellant is solid rocket fuel.  The launcher ignites the solid rocket fuel and arms the shaped charge, sending the grenade flying towards the target.  The grenade is stabilized by small wings that open around the propellant casing immediately after launch.

Weight: 18 lbs. for the launcher, each grenade weighs 5 lbs.

Mega-Damage: 2D6 x 10  M.D. with a five foot blast radius.

Rate of Fire: Single shot only.  Takes one full melee to reload.

Effective Range: 2000 ft. (305 m)

Payload: 1 grenade

Cost: 50,000 credits for the launcher, 1,000 credits per grenade. HIGHLY illegal outside of military sources.

AIM-234 Infantry Anti-Aircraft Missile Launcher

This launcher is a step up from the CR-1 and related missile launchers, in that it does not fire mini-missiles.  Instead, this launcher fires modified short-range missiles.  Each missile is loaded by hand, and the launcher has a built-in targeting and guidance system, which feeds the information to the missile's own guidance system.

Weight: 18 lbs. for the launcher, each missile weighs 10 lbs.

Mega-Damage: Varies with missile type.

Rate of Fire: Single shot only.  Takes one full melee to reload.

Effective Range: 5 to 10 miles.

Payload: 1 missile

Cost: 150,000 credits for the launcher, 1,200 to 2,400 credits per missile. HIGHLY illegal outside of military sources.

EDA EVCA-2 Combat Armor

A lightweight environmental combat armor, designed with ground combat and EVA operations in mind.  This armor is standard issue to all EDA Space Marines.

Weight: 18 lbs.

M.D.C. by Location:

Main Body -- 100


Arms (2) -- 35 each


Legs (2) -- 55 each


Helmet -- 40

Special Features: 8 hour independant air supply, directional radio: 15 mile range, mounts for jet pack.  Electro-blade housings in the forearms.  Multi-optic sensors in helmet.

EDA EVCEA-5 Enhanced Combat Armor

This armor is nearly identical to the EVDA-2 Combat Armor, except that it has a built-in strength-enhancing exoskeleton.  This armor is issued to specialized Space Marines who have been trained in the operation of the larger, heavier weaponry.

Weight: 25 lbs.

M.D.C. by Location:

Main Body -- 150


Arms (2) -- 45 each


Legs (2) -- 60 each


Helmet -- 45

Strength Enhancement: +10 to the wearer's P.S.

Special Features: 8 hour independant air supply, directional radio: 15 mile range, mounts for jet pack.  Electro-blade housings in the forearms.  Multi-optic sensors in helmet.

