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YAZIRIAN PRIEST

Even out on the Frontier, people need guidance. You
bring spiritual comfort and enlightenment to those in
need, and you know how to take care of yourself
and others, a valuable skill for when words aren't
enough.

Editor’'s Note: Priesthoods are not detailed at all in
Star Frontiers. It would be nice to see a supple-
ment, one for each of the core races, detailing
more culturally depictive elements such as religion
and various legends.

WANDERING HOLY SOUL

Concept: The cloistered and regimented lifestyle
just wasn't for you, so you left the seminary and
began to wander. Perhaps you were seeking the Di-
vineg, or maybe you were seeking yourself. Your
skills allow you to help others when needed, letting
you make a living -- enough money to keep yourself
fed and clothed and let you move from one system
to another whenever the wanderlust strikes you.
When you find what you're looking for, you'll know
it, but in the meantime, you keep your eyes and
ears open.

Development: Boosting your Medicine and Psycho-
social will make you more valuable as a healer.
Adding in other skills will broaden your portfolio and
make you valuable in different ways, such as Com-
puter or a weapon skill. Remember that increasing
your character’s Psychosocial might help you under-
stand people and give you insight, but is your
character really going to be using his persuasion
much?

Intuition is a good ability score to work on improving
first. Secondly you should consider Dexterity and
Reaction Speed... since you're not one to concen-
trate on the ability kill others, being able to avoid
getting killed yourself might be helpful.

It would be a good idea to get some defenses right
away. You'll favor screens over suits. Suits defend
yourself, while screens defend you and someone
you're shielding.

Goals: Keep moving and searching, and eventually
you'll find that mysterious "something". NOTE: think
Kwai Chang Caine from "Kung Fu", minus the
badass martial arts. Those can be added in later if
the player wants.

Editor's note: The Wandering Holy Soul is well-
suited to development of a cinematic martial arts
style (in this issue), if your campaign allows for
such acts of prowess.
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STAR FRONTIERS

Y AZIRLAN
PRIEST
STR/STA 35/45 PS +2
DEH/RS 45/45 im +5
INT/LOG 55/55 RANGED 28

PER/LDR 60/60 MELEE 28

SPECILAL ABILITIES:
None

SHILLS: (Biosocial PSA)
Psychosocial 1, Medical 1

EQUIPMENT:

Standard Equipment Pack, holy book and sym-
bol (given freely by cloister), 150Cr (or an
Electrosword)

FATHERLY REDEEMER

Concept: Having completed your training, you want
to bring the serenity you have found to others. The
Frontier is a wild and dangerous place, and many
souls could use some peace of mind. Armed with
your faith and the ability to heal the body as well as
the soul, you have left the seminary and your home
to help others pick themselves up out of the dust.

You don't try to convert them, but if they want you
to, you're happy to tell them what you have learned.
A few have already heard more behind your words
than just parables, reaffirming your belief in your
mission.

You travel the Frontier, leaving a wake of redeemed
souls to give credit to your faith and your strength
of will.

Development: focus mainly on Psychosocial, as
your Medical is more first aid than anything else.
Self-defense skills are useful for battling “evil”, and
pickup skills like Computer or Robotics can come
into play at surprising times.

Goals: Stay true to your path and bring some light
to the wild Frontier.

RIGHTEOUS DeFeENDER

Concept: You have tracked the man here. The
cries of the little yazirian girl still ringing in your
mind from your memory of when she related her
tale to you. You know she was telling the truth -
your training at the seminary helped equip you to
understand people. What you don't understand is
evil, and that’s what’s waiting for you on the other

side of this door.
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The man in that apartment has done unspeakable
atrocities. The girl told of others still kept in his
groping clutches, and of what awaited them. You
pull out your electric sword and flip the switch, clos-
ing your eyes as the electricity runs through its
length. The slight vibration is not electricity - it is
righteous indignation, the very fire that fuels the
just. You kick in the door, speaking a prayer of for-
giveness... not for him, but for what you are about
to do.

Your order stresses the need to defend the right
against the darkness. Your youthful enthusiasm for
your mission has led you out into the Frontier before
you have fully mastered your order's teachings --
perhaps as part of your training, or perhaps against
it. Your ability to heal and persuade are part of your
order's teaching to try nonviolent solutions first, but
if that doesn't work, you're ready to battle for what
you know is right. You are always ready to answer a
cry for aid.

Development: pick up Martial Arts, Melee Weapons
or a ranged weapon skill as soon as possible to re-
flect your progress in your order's martial
disciplines. Increase Psychosocial to represent your
charismatic ability to persuade and calm. Increase
your Medical if you wish to represent a more heal-
ing-focused defender of the people.

Adding to your raw STA can keep you alive longer,
and don't forget Battle Rage... although you proba-
bly call it divine wrath instead.

Goals: continue learning your order's path and de-
fend against evil and villainy!

EDGES AND FLAWS

If you're using the optional Edge & Flaw system pro-
vided at the back of the Alpha Dawn remastered book,
here are a couple ideas:

Knows Evil: You spent some of your life prior to
entering your seminal studies living on the wrong
side of the law. Your life wasn't a grey area be-
tween right and wrong: it was just wrong. Because
of your life as a sinner, you're able to sense it much
of the time. Whenever you're needing to know if
someone is harboring great evil in his soul, you can
invoke this edge. The Referee will determine how
much evil you sense in his essence and let you
know. Possible results are: None, Low, Significant,
Major, Greater, and Total (a scale of 1 to 6, just like
skills, and most people rate around 2).

Great Smite: If you truly enter a fight with a right-
eous cause, you feel very confident because you
believe your actions are blessed by your divine be-
ing. This can bring adrenaline rushes that bring you
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to heightened levels of strength. Invoke this edge
while using a melee weapon after saying a brief
prayer, and you’'ll receive a bonus of +25 to your
effective Strength (which should help your Melee
Weapons score and your Punching Score). You
must be convinced you're battling evil to do this.

Parry Hurled Weapons: Your enhanced training
and discipline has given you the ability to deflect
hurled spears, fired arrows, thrown knives, and just
about any other archaic or melee weapon that relies
on throwing. You simply invoke this edge and treat
the previously rolled attack roll as if it were a miss.
You must be able to face your enemy and see the
attack coming. This is especially appropriate for the
Wandering Holy Soul.

Beacon in the Night: The weak and the weary see
you as a bastion of hope. You often find yourself
mired in their needs and causes, having to protect
the downtrodden whether it's convenient to you or
not. Of course, you consider this to be the contin-
ued trials of your divine path. Whenever the
Referee wants to complicate a mission, he can in-
voke this flaw and have innocent lives that need
protected and healed suddenly in the way of your
mission’s successful completion.

Hunted by Evil: You have battled evil in one form
or another all your life. Along the way, you've
picked up a powerful enemy who is determined to
cause you great suffering. His conviction and beliefs
seem just as strong as yours, and although he is
diametrically opposed to you in terms of a moral
compass, he is very much your equal. You have
even been in his presence a few times, and talked
your talks of good and evil, and the philosophies of
your meetings are rivaled only by the fallout of your
battles. Some day one of you will have to defeat
the other, but you're not sure that's how your divine
being wants it to play out. You are both there to
test one another, two titans on opposite sides of a
great war not of blood and bones but of powers and
principalities. Whenever the Referee wants ton in-
clude your evil counterpart in an adventure (as a
main enemy or just as a complication to your exist-
ing plot) he invokes this flaw.

Haunted by the Past: Your character wasn't al-
ways walking in this righteous light - at one point in
his past he was very much in the dark. During that
time in his life, he had family and friends and people
he cared about. He left all of that to clean the blight
from his spirit at the seminary. Now, as he travels
the Frontier, he occasionally encounters remnants of
his past that need him, or that are a reminder of his
fragile soul. The Referee can invoke this flaw when-
ever he wants to bring such components into the
game to complication a character’s mission.
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YiNnni

By Bill Logan
PHYSICAL STRUCTURE
These small sentient creatures are basically bipedal (they
can walk on two legs, and have two arms) but also have a
pair of batlike wings protruding from their shoulders.

The Yinni’s bodies are very small. From the top of their
heads to the bottom of their feet seldom measures
greater than 30cm (males only). Their wingspans are al-
ways double their height (around 60cm). They have rigid
exo-skeletons that are covered with a thin dermal layer,
giving the false impression of softness while protecting
their inner organs well. Their forearms and lower bodies
are covered with a layer of fine fur.

The eyes of the Yinni are quite unusual. They protrude on
muscular nodes, normally facing forward to give a preda-
tor’s uni-directional stare. However, these eyes can move
around on their nodes, looking to the side and almost di-
rectly behind them. They are very difficult to sneak up on
because of this.

The hands and feet are webbed - but not for aquatic liv-
ing. They help the Yinni make fast direction changes
while in flight, grasping at the onrushing wind and shoving
it to the side to facilitate a rapid roll or pitch change.
They are very effective flyers.

The wings have a very non-dextrous pair of hand-like dig-
its, giving a limited ability to hold or grip things with the
wings themselves. When not in the air, the Yinni fold
their wings around themselves and clasp their digits like a
human might fold his own hands together. The end result
appears as if the Yinni is wearing a heavy leather cloak.

The skin color ranges from pale grey to rich brown, and
the hair is typically a few shades darker. The wings are
the same color as the flesh at the shoulder and even down
to their wing digits, but fade to near black at the ends of
the wing structure.

SENSES

The vision of the Yinni is not far, but the field of peripheral
perception is amazing. They are able to see forward and
to the sides equally well, with independent focusing capa-
bility with each eye. They can’t see directly behind them,
however, and have trouble differentiating between greens
and browns.

Yinni have two featherlike wispy antennae (similar to a
moth) protruding from their dermal-covered chitinous
heads. These are actually how the species smells its sur-
roundings, and it’s quite effective if short of range.
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SPEECH

The vocal components to the Yinni are located more on
the sides of its head rather than in the throat. It breathes
air through a chamber on either side of its neck, which
makes a hollow sound like blowing over the holes of a
wooden pan flute. The vocal organs have muscles to help
control the opening (much like blowing into a different
hole in a pan flute). The mouth moves to give shape to
the sound effects.

The entire effect is very melodious but difficult to under-
stand. They can approximate most speeches, and can
accomplish PanGal, but all of this is with difficulty. Players
playing a Yinni should speak in simple words unless con-
versing with other Yinni.

SOCIETY AND CUusTOmMS

The Yinni are a primitive people. Their society is built
around a Queen, which is catered to by a hive of workers
and soldiers. There are also domestic and royal castes.
Queens maintain various levels of peace, trade, and feud,
and the politics of their species are somewhat complex.

Only the queens can reproduce, and they require their
royal castelings to facilitate this biological function. They
are fertilized by a royal caste of servitors who spend their
entire lives living with the queen and being pampered.
When the queen is finally pregnant, she gives birth to a
few dozen eggs, each of which is cared for by one of these
royal castes.

The Yinni are comprised of a system of castes. There are
four basic castes: domestic, worker, soldier, and royal.
Caste is immediately recognizable at birth by looking at
markings and shapes of the head dermal plate. This
seems random, but there is a series of genetic patterns
that can be followed.

Domestic castelings take care of the domicile. They feed
the young, raise them and train them in the duties of their
caste. They are simple folks, and have modifiers of -10 to
Leadership and +10 to Personality (on top of the other
modifiers inherent to their species). Domestics are con-
sidered the lowest members of the hierarchy.

Worker castelings take care of creating, building, repair-
ing, and engineering. They are surprisingly versatile. The
domiciles of the Yinni can range from simple hexagonal
structures to complex networks of double helix shapes.
Workers who create well are treated well. Worker cas-
telings have modifiers of +10 to Logic and -10 to
Intuition, as they are thinkers and not feelers. This is in
addition to other modifiers inherent to the species.

Soldier castelings are the most durable of the lot, pos-
sessing a doubled-over layer of sub-dermal chitin. They
are very well protected against both the elements and
their enemies. Soldiers are treated harshly and are ex-
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pected to become tough, capable, and serious. Few of
them ever develop a sense of humor, and they’re nor-
mally very intense and severe of both purpose and action.
They are beings of action, not beings of thought. Soldiers
have modifiers of +10 to Strength and Stamina but a -10
to Intuition and Logic. These are in addition to all other
modifiers inherent to this species.

Royal castelings have violet markings on their skin and
around their eye nodes. They are given the luxury of fer-
tilizing the queen whenever she’s ready. They give their
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lives in service to the queen, and are treated well because
of it. They are often used as diplomats who must keep
the others in line, each having a domain over which they
govern. They are thinkers and planners, able to coordi-
nate everyday life and negotiate trade and commerce.
The Royal castelings receive modifiers of +10 to Leader-
ship and a -10 to Personality. This is in addition to other
modifiers inherent to the species.

She grows to twice the size of
She’s the only female and

Queen is a special case.
the others, and lacks wings.
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won't give birth to another female until it is her last egg to
fertilize. She’ll know when she’s given her last, and when
a new queen is coming. When she gives birth to the new
queen, it's a day of celebration and mourning as she will

not last the rest of the day before she breathes her last
and therefore abdicates to the infant queen.

If a queen is killed prior to birthing her last egg, the caste
is ended and dishonored, its members wandering out into
the wilderness to accept their own fates, alone or in small
groups, dishonored and without hope.

Despite the fact that they come from a primitive culture,
the Yinni are quite intelligent. In fact, their workers are
probably brighter than the minds of some civilized modern
races in the Frontier. Given exposure to technology, a
Yinni character need not adhere to the primitive roots
from which he came.

A Yinni character who has lost his caste because of a slain
queen is a very likely candidate for a player character. He
has no reason to remain behind in the world from which
he was born. He can embrace technology and learn to
understand it. Given enough time and effort (and money)
he may even be able to invent or pay for the construction
of technology suited for his size: miniature beam weapons
and stun weapons, electro-helibode blades, tiny suits of
ballistic material designed to protect like a skeinsuit, etc.
Such pieces of technology would cost up to ten times what
a normal piece of equipment would cost because it would
be custom.

The favored weapon of the Yinni soldier caste is the
helibode blade - an oddly shaped sword. Its blade is
given a shape and edge that makes it ideal for hurling.
As it flies through the air it is quite deadly. When the
hurl reaches its apex, it hovers for a moment then be-
gins to fall like helicopter-like seedlings from some
trees. Once in its descent, the blade is twirling differ-
ently and may be caught by a swooping soldier in flight.
Even when not thrown, it is quite deadly when used in
their hands.

In a pitched battle between rivaling domiciles, these
blades can be seen spiraling down in great numbers, so
metal ringlets are placed in the handles of the blades so
that they make different noises specific to a single
domicile. This way a soldier can differentiate between
blades while they fall by their sound alone. A soldier
would never catch and use an enemy’s helibode, not
even to save their own lives.

In game terms, the weapon is treated as a knife (1d10
damage, thrown range 5/10/15/20/25) that can be
caught in the turn directly following the throw but not
thereafter.
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ATTITUDES

The Yinni haven’t encountered the other sentient races
yet. They are out there, waiting to be discovered by an
intrepid group of explorers.

SPECIAL ABILITIES

Flight. A Yinni can fly at very fast speeds (80 meters per
turn when going full speed). They are excellent flyers -
able to glide as effectively as fly, and able to make nearly
any directional change desired while in full speed. They
fly at half speed if carrying more mass than their STR
scores divided by 5, and cannot fly if carrying more mass
than their STR scores divided by 3. Thus, a character with
a 30 STR can fly full speed unless carrying more than 6kg,
and cannot fly at all if hauling more than 10kg.

Discriminatory Scent. The wispy antennae can smell
things quite well - just not at a great range. They provide
a discriminatory sense to the species (just like sight is
discriminatory for humans). Even in total dark they can
rely on their scent to identify specific individuals, follow
the trail left behind by someone’s specific scent, or iden-
tify trace elements that would go unnoticed by others.
These things are only possible within 2 meters, however.

Note: although these weights and speeds of the Yinni’s
movement rates and carrying capacities are not possi-
ble by physics, these beings are not of this world and
their physics are both alien and unique grand excep-
tions to currently-understood laws of physics.

YINNI CHARACTERS

Characteristics

Average Size 25cm

(wingspan 50cm)
2.2kg male,

25 years male
sexual,
larviparous

21 degrees Celsius

Average Mass
Average Lifespan
Reproductive System

Body Temperature

Soldier
Caste
+10/+10

Ability Domestic Worker
Scores All Caste Caste
STR/STA --
DEX/RS
INT/LOG
PER/LDR

Royal
Caste

-- -10/+10
+10/-10 -- --

-10/-10
-10/+10

Walking 5 meters per turn on foot

20 meters per turn flying

20 meters per turn on foot
80 meters per turn flying

1 kilometers per hour on foot

5 kilometers per hour flying

Flight Can fly without tiring. Can carry up to STR/5
at full speed. Half speed until carrying STR/3.
Past STR/3, they cannot fly but can walk.

Can identify people and things by scent alone.
Can track by scent. This ability only works
within 2 meters of the odor or thing.

Running

Hourly

Scent
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- DEATH IMPLANT

By C.J. Williams
Your group of adventurers are employees of a cor-
porate conglomerate who discover that their fellow
employees have begun suffering from a serious and
deadly disease related to cybernetic implants. As
they investigate, they discover that it is a galaxy-
wide issue, on the verge of an epidemic level. It is
even among other companies as well.

As their investigating intensifies, they discover their
own company's plot to undermine economic stability
by effecting cyborg tech which has become funda-
mental to the galactic economy, thereby positioning
themselves for control of the galaxy’s credits.

Meantime, the company has discovered that these
employees have caught on and become more and
more intent on leading them off the path until the
only choice left is to take them out of the picture.
Your players’ characters must now fend for their
lives against corporate assassins bent on their de-
struction.

Editor's Note: A corporate structure capable of
this level of nefarious activity would undoubtedly
possess an Assassin Bot from Issue #3 of the Star
Frontiersman!

MYSTERY OF

INERE!

the organization and its possible connection to an
underworld crime boss.

Editor’'s Suggestion: the Thugs, Mooks, & Goons in
this issue would represent the agents of the un-
derworld crime boss well. The crime boss himself
could be named but never met personally - and
can continue to be a thorn in the side of the char-
acters for countless adventures to come! Surely if
the characters thwart his/her/its plans this time,

the characters will get a price on their heads!

ST ARSHINE )

Starshine is a world of myth and mystery that has
been lost to time. Some believe that Starshine never
existed. Others believe that it is merely a remnant
tale of Sundown. But word has been spreading in
the underground that a secret underworld organiza-
tion has been looking for it and Star Law wants to
find it first to avert what nefarious plans this organi-
zation has for Starshine.

Your group of characters have been hired by Star
Law to uncover this organization and find out what it
wants with Starshine, but most important to find
Starshine before the organization does.

In the midst of the investigation, your group is at-
tacked by operatives of the organization. When they
chase down the operatives, they discover clues to
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THE USURPER

Your characters are mercenaries funded by a group
of private organizations to overthrow a tech tycoon
who has positioned himself to take control as ruler
of the Frontier through corporate overthrows, con-
tracts, and blackmail. He is just moments away from
completing his plans at a legal and non-military sei-
zure of the UPF by proxy and corrupt political
connections.

The group of characters must infiltrate his com-
pound and eliminate him or see an influential media
mogul become a fascist dictator of all UPF space. His
ruthless business practices bespeak how he would
rule with an iron fist and unfeeling disregard for
needy.

In chasing him down, your group uncovers files indi-
cating a despicable plan to spread disease
throughout worlds in order to gain a greater share
of the wealth in the Frontier.

TEMPLE RADERS

By C.J. Williams
Your group of adventurers assist a tomb raiding ar-
cheologist to uncover an ancient temple left behind
by a race who have a connection with the Tetrarchs.
A race believed to be long extinct, until a strange
creature within the temple indicates the existence of
an underground society.

This alien leads your adventurers through the tem-
ple and down through catacombs where they
encounter strange and dangerous creatures who
seem to leave them alone, if only in the company of
the alien.
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There your adventurers meet with the leader of the
race and seek to make a trade for their unique tech-
nologies and evidence of their existence. With that,
the leader informs them that they must never leave
the temple again or else they will die. Thus begins a
feverish and seemingly unending attempt to escape
this temple of horrors and the xenophobic alien cul-
ture.

Editor’'s Suggestion: (I like this one and will cer-
tainly use it in an adventure) The ship that
brought your characters to the archeological site
would have been destroyed to ensure your inabil-
ity to leave. There is no subspace radio among
the tech of the society. How to escape? Will the
aliens be hospitable to you? Or will some action,
intentional or otherwise, incur their wrath and
cause you to be hunted with prejudice? Perhaps
after a few days, the characters hear of others
who have come to the world (but not on an ar-
cheological mission - on a strip mining mission:
Pirates!) The Pirates might be the only way off
this accursed place!

THE GREAT HUNT

V ’ Vo

By Bill Logan (art submitted by B.Kelleher)
The Irochol mining colony has been in business for
ten years. It's a Streel venture that of late has re-
ceived a lot of attention because they successfully
mined uranium in the asteroids of Athor - some-
thing nobody else has been able to accomplish.
About two days ago, their subspace signal went
dead and all communication has halted. Right be-
fore the silence, the foreman was heard to say
“What the hell is THAT!?” before the sound of a
weapon being fired ended all communication.

The characters are hired by Streel to go investigate.
They are given passage to the asteroid upon which

the mining camp is located. They are given last-
known map data (admittedly two years old and
completely wrong) and have been briefed that the
only defenses they have on site is a single weapons
locker containing minimal ammunition - to ward off
pirates who hassle them. Streel is currently under
suspicion that it's pirates behind it all... they're
wrong.

When the characters are dropped off (the ship will
return for them in 2 days), they immediately find
that the atmogenerators are broken down. They
have to fix it in order to survive 2 days - or their
suits (provided by Streel) will run out of breathable
air.

While scavenging to gather equipment needed to
facilitate repairs, the characters split up and find
themselves each hunted by an odd lizard-like crea-
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ture. The creature has never before been seen, and
is oddly shaped - almost like s cross between a
sathar and a lizard. They carry semi-modern weap-
onry, and have defensive screens. They seem able
to exist in the vacuum of space without any atmos-
phere.

The creatures are called Rooksha, and are an alien
species who hunt for sport and pleasure. Their soci-
ety is built around the idea of the hunt. Their test of
maturing into adulthood is to be dropped off on
some foreign world and told to bring back as many
ears as they can.

But in their section of space, the beings they hunt
are hardly sentient. The Rooksha have misjumped
and wound up stuck in a crashed ship in the Frontier
area of space. There were more of them but they
jettisoned in different directions. The escape pod
that landed on this asteroid carried with it a few
Rooksha just reaching the age of maturity...

The characters will have to defend themselves
against the Rooksha while trying to get the at-
mogenerator fixed. Once they do, they’ll find that
the mining crew of the Irochol expedition are mostly
all dead, though four workers are hiding in an air
duct where they've trapped a couple days worth of
oxygen and are hoping to wait out the creatures.

From the wreckage of the Rooksha ship, the charac-
ters find telemetry that can lead them to where the
other escape launches headed... leading them on a
series of adventures to hunt down some of the
greatest hunters the Frontier has ever known!




CLASSIFIEDS

WANTED
DEAD OR ALIVE

Escaped from
Evergleem Detainment Camp

Is armed and extremely dangerous.
5,000 Credit Reward for information
leading directly to his captivity.
2,500 Credit Reward for proof of his
death.

Contact Starlaw at
Chronocom Subspace Relay#
00000000000000000000

Tordia -

I'm still here, and I still want my
money. Nice trick at the place - 1

expected explosives not your mooks.

You’ll have to try a lot harder.

You have one month before I get
really mad.

-Groko

EBBAN’S USED ROBOT SHACK

Located 5 km south of Klaktow, Har-
gut (Gruna Garu) near the Roaring
Raceway. All the discount robotic

parts you've come to need, all in one

place and priced to move!

Come see Ebban and see what he’s

got for you!

“Equipping the Frontier one artificial
being at a time.”

Chronocom Subspace Relay#
66464992736268191971

- SQUANDARD YOUTH -
DRALASITE
HEAVY METAL COVER BAND

Will play parties of all sorts. We
specialize in human industrial-age
heavy metal, but can do polka
too.

Contact Brash at
Chronocom Subspace Relay#
00300716116897376511

ALERT!

Raupp Robotics is issuing a complete
and total recall of all model A55H013
robotic snakes.

Due to an error in their programming,
they can get carried away while cud-
dling. Please return yours to the
store of purchase for a complete re-
fund immediately!

Chronocom Subspace Relay#
55333145232124546434

EXPERIENCED VOLUNTEER
TARGET WANTED

Are you tired of punching the clock
and doing the same old thing day
after day? Wokeekoo Scanner Manu-
facturing Corporation is looking for
people like you to test our new line of
automated laser turrets. You'll wear
a powerful defensive suit and run
through our test facility trying not to
get shot up.

Not responsible for deaths or dis-
memberments.

Wokeekoo, a subsidiary of Eversafe
Enterprises.

Chronocom Subspace Relay#
91919176161616282815

WARTECH MGH—

New from WarTech Incorporated... It takes standard rifl

bulletclips and

accelerates the bullets at higher velocity with the use of a standard SEU
power clip. The Magnetically Guided Hurling chamber (MGH) is the first

of its kind.

It will tear through heavy armored vehicles very easily.

Capable of semiautomatic and burst fire mode, it is bound to be the ur-
ban warrior’s best friend in the years to come.

Message us for a complete catalog of our products.

Chronocom Subspace Relay#
77773377778902736626






