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EVENT TABLE A – ENLISTED
D66 EVENT

11–13 You picked up a maintenance jack during a colony siege. It got your squad into the heart of the 
complex where the fight was won. You kept hold of this useful tool, which works so well it gives an 
additional bonus +1 to HEAVY MACHINERY when using it.

14–16 During a colony virus outbreak everyone ran out of ammo and your squad retreated to the Marshal’s 
oice where you fought oh the infected colonists. You still have the 12-gauge shotgun you used 
that day.

21–24 You buck authority, given the choice of prison or the Corps, you chose the latter. You do your job 
but still don’t like being told what to do. Gain the Hothead talent. 

25–31 You threw yourself in front of a colonist and saved them from an insurgent attack. Your M3 
armor saved you and you saved the colonist. You gained a Marine Commendation Medal and the 
Bodyguard talent.

32–34 A headshot knocked you down, the bullet embedding into your helmet. You picked it out and still 
wear it today—the bullet that should’ve killed you. Gain the bullet as a signature item.

35–41 Local alien wildlife ate the lieutenant and friendly fire took out the sergeant. You were the eldest 
of the young marines and they turned to you for their orders. You didn’t let them down. Gain +1 
COMMAND skill. 

42–44 The MAU trained for Operation Crossbow, a secret attempt to seize a UPP space station. Gain the 
Zero-G Training talent. The op never took place or, if it did, your platoon did not participate in it.

45–52 Your training days at Camp Pendleton were hell. A vindictive drill sergeant singled you out for 
merciless punishments. Gain the Tough talent. 

53–55 You risked your life to save your comrades and were awarded the Galactic Cross, the second highest 
award that the UAAC can bestow. Oicers in the battalion give you special treatment which causes 
tension in your platoon.    

56–62 Manning a checkpoint on a war-torn colony world, you spotted suspicious behavior and shot the 
suicide bomber dead, saving a dozen lives in the process. Gain +1 OBSERVATION skill.  

63–66 You’ve got a good rapport with the company logistics sergeant and he’s always supplying you with 
unexpected or unconventional bits of equipment. Gain the Hidden Stash talent.

  
EVENT TABLE B – NCO
D66 EVENT

11–13 Age didn’t play a part—everyone came to you during the hard times of the campaign. You were a 
brother, a father and confidante. Gain +1 EMPATHY. 

14–16 The sun’s going down, the squad’s low on ammo and dead–beat, but you always volunteer to stand 
a double watch. The guys appreciate it. Gain the Light Sleeper talent. 

21–24 You spent time training with Force Recon and gained a special ops M4A3 pistol with custom sound 
suppressor. 

25–31 In combat you were severely injured and held on to life throughout the night behind enemy lines. 
Gain +1 STAMINA skill.
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EVENT TABLE C – PILOTS AND CREW CHIEFS
D66 EVENT
11–13 You earned a Distinguished Flying Cross during a period of intense “dust-oh” medevac missions. 

That relentless flying schedule means that today you are addicted to neversleep pills. 
14–16 The dropship was in a spin, just below the speed of sound, and despite the 9G acceleration, you 

remained conscious and fought to regain control. Gain +1 STAMINA skill. 
21–24 They call you “super six,” you always know when there is someone on your tail, it even works on the 

ground!  Gain the Watchful talent. 
25–31 While ferrying medical and food supplies to a disaster hit colony, you became the hero of the 

people. You carry a rosary given to you by one of the colonists. 
32–34 Your air-support callsign is famous amongst the grunts on the ground. Once, the platoon sent you 

an inscribed bottle-opener. Gain a signature item.   
35–41 After your dropship was shot down, you spent a week behind enemy lines desperately avoiding 

enemy patrols. Gain the Stealthy talent.  
42–44 The dropship was once overrun by bugs, you fought bravely with an emergency fire axe to help 

clear them out and lift oh.  Gain +1 CLOSE COMBAT skill. 
45–52 Constant field repairs on dirt landing fields with no resources forced you to improvise. Gain +1 

HEAVY MACHINERY skill. 
53–55 Your dad sent you a .357 Magnum to replace your 9mm M4A3 pistol. He wants you to get back 

home in one piece. Gain the pistol as a signature item. 
56–62 Strapped to an ejection seat, you were shot through the thigh at 10,000 feet and six hours from 

base—you improvised a tourniquet and saved your own life. Gain +1 MEDICAL AID skill. 
63–66 You and your crewman had to eject and survive for days in a hostile desert. Gain +1 SURVIVAL skill.  

  
EVENT TABLE B – NCO

D66 EVENT

32–34 In a protracted bug hunt the ammo ran dry. Only determination, bravery and skill with a combat 
knife and entrenching tool saved your skin. Gain +1 CLOSE COMBAT skill. 

35–41 It looked like the hostage rescue had failed but you bargained with the insurgents and secured 
their release after all. No medal for you, but you gain +1 MANIPULATION. 

42–44 Your squad was relentlessly hit by booby traps and sniper fire from an invisible and unreachable 
enemy. Frustration and anger boiled over. Gain the Merciless talent. 

45–52 The guy was screaming and bleeding. The squad panicked, but you took decisive action which 
saved the marine’s life. Gain +1 MEDICAL AID skill. 

53–55 Your position was compromised, and the squad had to escape across rugged and dangerous terrain 
whilst under withering fire. Gain +1 MOBILITY skill. 

56–62 Isolated behind enemy lines in a harsh environment, it looked like the end of the line for the squad. 
Your ingenuity in securing shelter and food kept your comrades alive during the march back to 
base. Gain +1 SURVIVAL skill. 

63–66 The abandoned and damaged vehicle was the only way to escape an imminent attack, but you 
diagnosed the main problems and got the squad to fix it—fast. Gain +1 HEAVY MACHINERY skill. 
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VEHICLE WEAPONS 
WEAPON BONUS DAMAGE RANGE COST COMMENT

20mm Gatling Gun +3 3 Long $7,500 Armor piercing. Full auto.
25mm Gatling Gun +3 3 Extreme $9,000 Armor piercing. Full auto.
Phased Plasma Pulse 
Cannon Turret

+1 6 Extreme $54,000 Armor piercing.

Multi-Directional 
Flame Unit

– 4 Medium $4,200 Fire Intensity 9.

Mk.16 150mm  
Banshee 70 Unguided 
Rocket Launcher

– 3 Long $48,000 Triggers Blast Power 12 
explosion in addition to 
direct damage. Full auto.

AGM-220C  
Hellhound II Tactical 
Missile Launcher

+2 7 Extreme $76,000 Can only target ground 
vehicles and buildings. 
Armor piercing. Missile 
cost: $12,000.

AIM-90E Headlock 
Air-to-Air Missile 
Launcher

+3 5 Extreme $64,000 Can only target air 
vehicles. Armor piercing. 
Missile cost: $9,000.

Hellcat Light Missiles +2 5 Long $40,000 Armor piercing.
50mm Double- 
Barreled Cannon

+3 4 Long $30,000 Armor piercing, full auto.

20 kW Phased Plasma 
Point Defense Gun 

+2 5 Extreme $55,000 Armor piercing.

XR-500 Long Range 
Particle Cannon 

– 6 Extreme $120,000 Armor piercing.

3MP Dual EMP Blaster +1 2 Long $12,000 Armor has no ehect. 
Causes no component 
damage.

85mm Rifled Cannon +1 6 Extreme $100,000 Armor piercing.
115mm Rifled Cannon +2 8 Extreme $160,000 Armor piercing.
Sightline Beam Turrets – – Extreme $5,000 Pilot rolls OBSERVATION to 

assist attack from another 
vehicle against a target. 
Each success gives a +1 
bonus to the shot.

Small Laser Defense 
Turret

– – – $10,000 Can be fired once per 
Round as a reactive 
action against an incom-
ing missile or rocket. On 
a success, the missile is 
destroyed.
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VEHICLE WEAPONS 
WEAPON BONUS DAMAGE RANGE COST COMMENT

60mm Mortar – 4 Long $16,000 Triggers Blast Power 12 
explosion in addition to 
direct damage.

41-Caliber 158mm 
Cannon

+2 10 Extreme $250,000 Armor piercing.

250mm Thunderbolt 
Rocket

– – Extreme $23,000 per 
rocket

Triggers Blast Power 15 
explosion in the target 
zone. Does not inflict 
direct damage.

250mm Rainmaker 
APM Rocket

– – Extreme $41,000 per 
rocket

Spreads D6 M20 Anti-
Personnel Mines in the 
target zone and all 
adjacent zones.

250mm Stormbringer 
QTC Rocket

– – Extreme $37,000 per 
rocket

Spreads Intensity 15 fire 
in the target zone and all 
adjacent zones.

AGM-660 Warhawk 
Tactical Missile

+3 10 Extreme $24,000 per 
missile

Single shot “Fire and 
Forget” guided missile. 
Armor piercing.

UPP Anti-Personnel 
Missile Pod

– 2 Long $35,000 Triggers Blast Power 9 
explosion in addition to 
direct damage. Full auto.

UPP Karakurt Heavy 
Anti-Tank Missile 
Launcher

+1 6 Extreme $60,000 Can only target ground 
vehicles and buildings. 
Armor piercing. Missile 
cost: $10,000.

UPP Amur Medium 
Air-to-Air Missile 
Launcher

+2 4 Extreme $45,000 Can only target air 
vehicles. Armor piercing. 
Missile cost: $6,000. 

UPP BP-33 Rail Gun –1 15 
(against 
vehicles), 
5 (against 
starships)

Extreme $22,000,000 Armor piercing. Can 
only target orbital craft 
or craft entering the 
atmosphere. Can only fire 
once every other Round.
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